PATHFINDER: GAMMA WORLD 



ROLEPLAYING GAME 




The Four Horsemen of the Apocalypse, a woodcut by German Renaissance artist Albrecht Durer 



Designed and edited by IVlichael Johnson, with special thanks to Urizen, Twin Agate Dragons, 
Auxmaulous, Arakhor, Sketchpad, IVlajor_Tom, Xorial, fray, and everyone else who posted to this thread: 
http://paizo.com/paizo/messageboards/paizoPublishing/pathfinder/pathfinderRPG/communityContent 
/conversions/pFGammaWorld . All contents of this document are Open Game Content. 



1 
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INTRODUCTION 

This document is the result of a several-month labor of love, compiled from the 3.5 SRD, edited to be 
fully compatible with the Pathfinder Roleplaying Game, and discussed by fellow gamers on the Paizo 
messageboards (see the link on the title page), to whom I owe thanks for their encouragement and 
sagely advise. About 99% of the contents are "crunch"; the "fluff" is left to the imagination of the GM 
and players. 

It is my sincere hope that this document will be used to create fun and memorable adventures 
in the savage, post-apocalyptic GAMMA WORLD! 

Michael Johnson January 2010 
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GENOTYPES 

Countless creatures populate Gamma Terra, many of which are sentient. The following genotypes 
(analogous to races in the Pathfinder Roleplaying Game) are suitable for Player-Characters (hereafter 
referred to as PCs): 

ALTERED HUMAN 

Altered humans (or "nnutants" as other genotypes sometimes call them) are mutated humans. Every 
altered human has both beneficial mutations and drawbacks (see Mutations). 
ALTERED HUMAN TRAITS 

+2 to One Ability Score: Altered humans get a +2 bonus to one ability score at creation to represent 
their varied nature. 

Medium: Altered humans are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Altered humans have a base speed of 30 feet. 
Bonus Feat: Altered humans select one extra feat at 1^' level. 

Skilled: Altered humans gain an additional skill rank at 1^' level and one additional rank whenever 
they gain a level. 

Mutated: Altered humans must choose at least one minor or major mutation from the list of mutations, 
and select one or more drawbacks from the list of drawbacks to reach a balance of 0 Mutation 
Points (see Mutations). 

Languages: Altered humans begin play speaking their native language (English in Meriga and Eukay). 
Altered humans with high intelligence scores can choose any languages they want (except 
secret languages). 

MUTATED ANIMAL 

Mutated animals (or "beast folk" as they are sometimes known to other genotypes) are the descendants 
of normal animals that have mutated and evolved in only a few centuries into sentient humanoids. 
(Mutated animal is a subtype of humanoid.) Too many subgenotypes of mutated animals populate 
Gamma Terra to list in this document, but several are given below to choose from, or to use as a 
guideline for creating subgenotypes based on animals not listed. 
MUTATED BAT TRAITS 

+2 Dexterity, +2 Wisdom, -2 Constitution, -2 Intelligence: Mutated bats are agile and highly aware of 

their surroundings, but they are frail and less intellectual than humans. 
Medium: Mutated bats are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Mutated bats have a base speed of 30 feet. 

Blindsight: Mutated bats have blindsight out to 120 feet. They use echolocation to "see" their 

surroundings, making concealment irrelevant to them. When using their blindsight ability to 
"see", mutated bats cannot distinguish color or visual contrast, so they cannot use this ability to 
read. Mutated bats using blindsight are not subject to gaze attacks, and are not penalized by 
blindness or being dazzled. Deafening attacks thwart this ability, as echolocation relies on 
hearing. Blindsight works underwater but not in a vacuum. Blindsight negates displacement 
and blur effects. 

Light Sensitivity: Mutated bats are dazzled (-1 penalty on attack rolls and Perception checks) in areas of 
bright illumination (sunlight, flashlight beam, et cetera), but are not penalized when relying on 
their blindsight ability. 

Low-Light Vision: Mutated bats can see twice as far as humans in areas of dim light. 
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Languages: Mutated bats begin play speaking the native language of local humans (English in Meriga 
and Eukay) and Bat, the special language of mutated bats. Mutated bats with high 
Intelligence scores can choose any languages they want (except secret languages). 

MUTATED BEAR TRAITS 

+4 Strength, +2 Constitution, -4 Dexterity, -2 Intelligence: Mutated bears are freakishly strong and 

tough, but tend to be clumsier and less intellectual than humans. 
Large: Mutated bears are Large creatures and get a -1 size penalty to AC, a -1 size penalty on attack rolls, 

a +1 size bonus to their Combat Maneuver Bonus and Combat Maneuver Defense, and a -4 

size penalty on Stealth checks. They take up a space of 10 feet, and have a reach of 10 feet. 

They must wear Large armor and use Large weapons. Their carrying capacity is double that of a 

Medium creature with the same Strength score. 
Normal Speed: Mutated bears have a base speed of 30 feet. 

Claws: Mutated bears have nonretractable claws that function as natural weapons. Each claw deals ld6 
points of slashing damage (plus the mutated bear's Strength modifier) and threatens a critical 
hit on a natural 20. Claw attacks are made at the mutated bear's full base attack bonus, and the 
mutated bear can make one claw attack with each claw per round. Mutated bears with the extra 
arms mutation have claws on all four arms, and meet the prerequisites for the Multiattack feat. 

Poor Vision: Mutated bears have weak eyesight. They take a -2 penalty on sight-based Perception 

checks and take a -4 penalty on range attacks for each range increment (instead of the normal -2 
penalty). 

Languages: Mutated bears begin play speaking the native language of local humans (English in Meriga 
and Eukay) and Bear, the special language of mutated bears. Mutated bears with high 
Intelligence scores can choose any languages they want (except secret languages). 

MUTATED CANINE TRAITS 

+2 Constitution, +2 Wisdom, -2 Intelligence, -2 Charisma: Mutated canines are hardy and have keen 

senses, but they tend to be dull-witted and uncouth. 
Medium: Mutated canines are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Mutated canines have a base speed of 30 feet. 

Low-Light Vision: Mutated canines can see twice as far as humans in areas of dim light. 
Scent: Mutated canines have the scent ability (see Appendix 1 in Pathfinder RPG Core Rulebook for rules 
on the scent ability). 

Languages: Mutated canines begin play speaking the native language of local humans (English in Meriga 
and Eukay) and Canine, the special language of mutated canines. Mutated canines with high 
Intelligence scores can choose any languages they want (except secret languages). 

MUTATED DOLPHIN TRAITS 

+2 Strength, +2 Intelligence, -2 Dexterity, -2 Wisdom: Mutated dolphins are strong and highly 

intelligent, but somewhat clumsy and foolhardy. 
Medium: Mutated dolphins are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Mutated dolphins have a base speed of 30 feet. 

Blindsight: Mutated dolphins have blindsight out to 120 feet. They use echolocation to "see" their 
surroundings, making concealment irrelevant to them. When using their blindsight ability to 
"see", mutated dolphins cannot distinguish color or visual contrast, so they cannot use this 
ability to read. Mutated dolphins using blindsight are not subject to gaze attacks, and are not 
penalized by blindness or being dazzled. Deafening attacks thwart this ability, as echolocation 
relies on hearing. Blindsight works underwater but not in a vacuum. Blindsight negates 
displacement and blur effects. 

Low-Light Vision: Mutated dolphins can see twice as far as humans in areas of dim light. 
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Hold Breath: Mutated dolphins can remain submerged for a number of minutes equal to their 
Constitution score before needing to surface for air. 

Languages: IVlutated dolphins begin play speaking the native language of local humans (English in 

Meriga and Eukay) and Dolphin, the special language of mutated canines. Mutated dolphins 
with high Intelligence scores can choose any languages they want (except secret languages). 

MUTATED ELEPHANT TRAITS 

+4 Strength, -4 Dexterity: Mutated elephants are powerful but clumsy. 

Large: Mutated elephants are Large creatures and get a -1 size penalty to AC, a -1 size penalty on 

attack rolls, a +1 size bonus to their Combat Maneuver Bonus and Combat Maneuver Defense, 
and a -4 size penalty on Stealth checks. They take up a space of 10 feet, and have a reach of 10 
feet. They must wear Large armor and use Large weapons. Their carrying capacity is double that 
of a Medium creature with the same Strength score. 

Normal Speed: Mutated elephants have a base speed of 30 feet. 

Tusks: Mutated elephants have a pair of tusks that function as natural weapons. Each tusk can gore for 
ld6 points of piercing damage (plus the mutated elephant's Strength modifier) and threatens a 
critical hit on a natural 20. Gore attacks are made at the mutated elephant's full base attack 
bonus, and the mutated elephant can make one gore attack with each tusk per round. 

Poor Vision: Mutated elephants have weak eyesight. They take a -2 penalty on sight-based 

Perception checks and take a -4 penalty on range attacks for each range increment (instead of 
the normal -2 penalty). 

Languages: Mutated elephants begin play speaking the native language of local humans (English in 

Meriga and Eukay) and Elephant, the special language of mutated elephants. Mutated elephants 
with high Intelligence scores can choose any languages they want (except secret languages). 

IVIUTATED FELINE TRAITS 

+2 Dexterity, +2 Wisdom, -2 Constitution, -2 Intelligence: Mutated felines are agile and have keen 

senses, but tend to be less sturdy and less intelligent than humans. 
Medium: Mutated felines are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Mutated felines have a base speed of 30 feet. 

Claws: Mutated felines have retractable claws that function as natural weapons. Each claw deals ld4 
points of slashing damage (plus the mutated feline's Strength modifier) and threatens a critical 
hit on a natural 20. Claw attacks are made at the mutated feline's full base attack bonus, and the 
mutated feline can make one claw attack with each claw per round. Mutated felines with the 
extra arms mutation have claws on all four arms, and meet the prerequisites for the Multiattack 
feat. 

Low-Light Vision: Mutated felines can see twice as far as humans in areas of dim light. 

Languages: Mutated felines begin play speaking the native language of local humans (English in Meriga 
and Eukay) and Feline, the special language of mutated felines. Mutated felines with high 
Intelligence scores can choose any languages they want (except secret languages). 

MUTATED MONKEY TRAITS 

+4 Dexterity, -2 Constitution, -2 Intelligence: Mutated monkeys are extremely agile, but more frail and 

less intelligent than humans. 
Medium: Mutated monkeys are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Mutated monkeys have a base speed of 30 feet. 
Natural Acrobat: Mutated monkeys gain a +2 genotype bonus on Acrobatics checks. 
Natural Climber: Mutated monkeys gain a +2 genotype bonus on Climb checks. 
Low-Light Vision: Mutated monkeys can see twice as far as humans in areas of dim light. 
Languages: Mutated monkeys begin play speaking the native language of local humans (English in 
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Meriga and Eukay) and Monkey, the special language of nnutated monkeys. Mutated Monkeys 
with high Intelligence scores can choose any languages they want (except secret languages). 
MUTATED ORCA TRAITS 

+4 Strength, +2 Intelligence, -4 Dexterity, -2 Charisma: Mutated orcas are intelligent and freakishly 

strong, but they are clumsy and aggressive. 
Large: Mutated orcas are Large creatures and get a -1 size penalty to AC, a -1 size penalty on attack rolls, 

a +1 size bonus to their Combat Maneuver Bonus and Combat Maneuver Defense, and a -4 

size penalty on Stealth checks. They take up a space of 10 feet, and have a reach of 10 feet. 

They must wear Large armor and use Large weapons. Their carrying capacity is double that of a 

Medium creature with the same Strength score. 
Normal Speed: Mutated orcas have a base speed of 30 feet. 

Blindsight: Mutated orcas have blindsight out to 60 feet. They use echolocation to "see" their 

surroundings, making concealment irrelevant to them. When using their blindsight ability to 
"see", mutated orcas cannot distinguish color or visual contrast, so they cannot use this ability 
to read. Mutated orcas using blindsight are not subject to gaze attacks, and are not penalized by 
blindness or being dazzled. Deafening attacks thwart this ability, as echolocation relies on 
hearing. Blindsight works underwater but not in a vacuum. Blindsight negates displacement and 
blur effects. 

Low-Light Vision: Mutated orcas can see twice as far as humans in areas of dim light. 

Hold Breath: Mutated orcas can remain submerged for a number of minutes equal to their 
Constitution score before needing to surface for air. 

Languages: Mutated orcas begin play speaking the native language of local humans (English in Meriga 
and Eukay) and Orca, the special language of mutated orcas. Mutated orcas with high 
Intelligence scores can choose any languages they want (except secret languages). 

MUTATED RAT TRAITS 

+4 Dexterity, +2 Intelligence, -4 Strength, -2 Charisma: Mutated rats are bright and very agile, but they 

are uncouth, and much smaller and weaker than other Medium creatures. 
Medium: Mutated rats are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Mutated rats have a base speed of 30 feet. 

Low-Light Vision: Mutated rats can see twice as far as humans in areas of dim light. 
Scent: Mutated rats have the scent ability (see Appendix 1 in Pathfinder RPG Core Rulebook for rules on 
the scent ability). 

Languages: Mutated rats begin play speaking the native language of local humans (English in Meriga and 
Eukay) and Rat, the special language of mutated rats. Mutated rats with high Intelligence scores 
can choose any languages they want (except secret languages). 

MUTATED RHINOCEROS TRAITS 

+4 Strength, +2 Wisdom, -4 Dexterity, -2 Intelligence: Mutated rhinoceroses are powerful and alert, but 
tend to be clumsy and dull-witted. 

Large: Mutated rhinoceroses are Large creatures and get a -1 size penalty to AC, a -1 size penalty on 

attack rolls, a +1 size bonus to their Combat Maneuver Bonus and Combat Maneuver Defense, 
and a -4 size penalty on Stealth checks. They take up a space of 10 feet, and have a reach of 10 
feet. They must wear Large armor and use Large weapons. Their carrying capacity is double that 
of a Medium creature with the same Strength score. 

Normal Speed: Mutated rhinoceroses have a base speed of 30 feet. 

Horn: Mutated rhinoceroses have a horn on their snout that functions as a natural weapon. Their gore 
attack deals ld6 points of piercing damage (plus 1-1/2 the mutated rhinoceros' Strength 
modifier) and threatens a critical hit on a natural 20. Gore attacks are made at the mutated 



6 



rhinoceros' full base attack bonus, and the mutated rhinoceros can make one gore attack per 
round. 

Poor Vision: Mutated rhinoceroses have weak eyesight. They take a -2 penalty on sight-based 

Perception checks and take a -4 penalty on range attacks for each range increment (instead of 
the normal -2 penalty). 

Languages: Mutated rhinoceroses begin play speaking the native language of local humans (English in 
Meriga and Eukay) and Rhinoceros, the special language of mutated rhinoceroses. Mutated 
rhinoceroses with high Intelligence scores can choose any languages they want (except secret 
languages). 

MUTATED SNAKE TRAITS 

+2 Dexterity, +2 Wisdom, -2 Constitution, -2 Charisma: Mutated snakes are agile and have keen 

senses, but tend to be frail and unfriendly. 
Medium: Mutated snakes are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Mutated snakes have a base speed of 30 feet. 

Fangs: Mutated snakes have fangs that function as natural weapons. Their bite deals ld4 points of 

piercing damage (plus 1-1/2 the mutated snake's Strength modifier) and threatens a critical hit 
on a natural 20. Bite attacks are made at the mutated snake's full base attack bonus, and the 
mutated snake can make one bite attack per round. Many mutated snakes take the venomous 
bite mutation. 

Low-Light Vision: Mutated snakes can see twice as far as humans in areas of dim light. 

Languages: Mutated snakes begin play speaking the native language of local humans (English in Meriga 
and Eukay) and Snake, the special language of mutated snakes. Mutated snakes with high 
Intelligence scores can choose any languages they want (except secret languages). 

PURE STRAIN HUMAN 

Pure strain humans (some pure strain humans call themselves "true humans") are unmutated humans 
with innate resistance to radiation. They are the most populous sentients of Gamma Terra, and tend to 
live in walled towns. Pure strain humans usually lack physical defects such as deformities or hereditary 

diseases. 

PURE STRAIN HUMAN TRAITS 

+2 to One Ability Score: Pure strain humans get a +2 bonus to one ability score at creation to represent 
their varied nature. 

Medium: Pure strain humans are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Pure strain humans have a base speed of 30 feet. 
Bonus Feat: Pure strain humans select one extra feat at 1^' level. 

SIcilled: Pure strain humans gain an additional skill rank at 1^' level and one additional rank whenever 

they gain a level. 

Radiation Resistant: Pure strain humans get a +2 genotype bonus on saving throws to resist the effects 

of radiation sickness. 
Toughness: Pure strain humans begin play with Toughness as a bonus feat. 

Languages: Pure strain humans begin play speaking their native language (English in Meriga and Eukay). 
Pure strain humans with high Intelligence scores can choose any languages they want (except 
secret languages). 

SENTIENT PLANT 

Sentient plants (also known as "green folk") are plants that have mutated and evolved in only a few 
centuries into sentient creatures. There are six subgenotypes of sentient plants to choose from: 
SENTIENT BRUSH TRAITS 
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+2 Constitution, +2 Wisdom, -2 Dexterity: Sentient brushes are durable and perceptive, but tend to 
have slow reaction time. 

Medium: Sentient brushes are Medium creatures and have no bonuses or penalties due to their size. 
Slow and Steady: Sentient brushes have a base speed of 20 feet, but their speed is never modified by 

armor or encumbrance. 
Darkvision: Sentient brushes can see in the dark up to 60 feet. 

Plant Traits: Plants are immune to all mind-affecting effects (charms, compulsions, phantasms, patterns, 

and morale effects), paralysis, poison, polymorph, sleep, and stun. 
Camouflage: Sentient brushes so resemble ordinary brush that they can use the Stealth skill to hide in 

any terrain where brush can be found, even if the terrain doesn't grant cover or concealment. 
Languages: Sentient brushes begin play speaking the native language of local humans (English in Meriga 

and Eukay) and Brush, the special language of sentient brushes. Sentient brushes with high 

Intelligence scores can choose any languages they want (except secret languages). 
SENTIENT FLOWER TRAITS 

+2 Dexterity, +2 Charisma, -2 Constitution: Sentient flowers are graceful and beautiful, but tend to be 
frail. 

Medium: Sentient flowers are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Sentient flowers have a base speed of 30 feet. 
Darkvision: Sentient flowers can see in the dark up to 60 feet. 

Plant Traits: Plants are immune to all mind-affecting effects (charms, compulsions, phantasms, patterns, 

and morale effects), paralysis, poison, polymorph, sleep, and stun. 
Camouflage: Sentient flowers so resemble ordinary flowering plants that they can use the Stealth skill to 

hide in any terrain where flowering plants can be found, even if the terrain doesn't grant cover 

or concealment. 

Languages: Sentient flowers begin play speaking the native language of local humans (English in Meriga 
and Eukay) and Flower, the special language of sentient flowers. Sentient flowers with high 
Intelligence scores can choose any languages they want (except secret languages). 

SENTIENT FUNGUS TRAITS 

+2 Constitution, +2 Wisdom, -2 Dexterity: Sentient fungi are durable and perceptive, but tend to have 
slow reaction time. 

Medium: Sentient fungi are Medium creatures and have no bonuses or penalties due to their size. 
Slow and Steady: Sentient fungi have a base speed of 20 feet, but their speed is never modified by 

armor or encumbrance. 
Darkvision: Sentient fungi can see in the dark up to 60 feet. 

Plant Traits: Plants are immune to all mind-affecting effects (charms, compulsions, phantasms, patterns, 

and morale effects), paralysis, poison, polymorph, sleep, and stun. 
Camouflage: Sentient fungi so resemble ordinary fungus that they can use the Stealth skill to hide in any 

terrain where fungus can be found, even if the terrain doesn't grant cover or concealment. 
Languages: Sentient fungi begin play speaking the native language of local humans (English in Meriga 

and Eukay) and Fungus, the special language of sentient fungi. Sentient fungi with high 

Intelligence scores can choose any languages they want (except secret languages). 
SENTIENT SUCCULENT TRAITS 

+2 Constitution, +2 Wisdom, -2 Dexterity: Sentient succulents are durable and perceptive, but tend to 
have slow reaction time. 

Medium: Sentient succulents are Medium creatures and have no bonuses or penalties due to their size. 
Slow and Steady: Sentient succulents have a base speed of 20 feet, but their speed is never modified by 

armor or encumbrance. 
Darkvision: Sentient succulents can see in the dark up to 60 feet. 
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Plant Traits: Plants are immune to all mind-affecting effects (charms, compulsions, phantasms, patterns, 

and morale effects), paralysis, poison, polymorph, sleep, and stun. 
Camouflage: Sentient succulents so resemble ordinary succulents that they can use the Stealth skill to 

hide in any outdoor terrain where succulents can be found, even if the terrain doesn't grant 

cover or concealment. 

Languages: Sentient succulents begin play speaking the native language of local humans (English in 
Meriga and Eukay) and Succulent, the special language of sentient succulents. Sentient 
succulents with high Intelligence scores can choose any languages they want (except secret 
languages). 

SENTIENT TREE TRAITS 

+2 Strength, +2 Wisdom, -2 Dexterity: Sentient trees are durable and perceptive, but tend to 
have slow reaction time. 

Medium: Sentient trees are Medium creatures and have no bonuses or penalties due to their size. 
Slow and Steady: Sentient trees have a base speed of 20 feet, but their speed is never modified by 

armor or encumbrance. 
Darkvision: Sentient trees can see in the dark up to 60 feet. 

Plant Traits: Plants are immune to all mind-affecting effects (charms, compulsions, phantasms, patterns, 

and morale effects), paralysis, poison, polymorph, sleep, and stun. 
Camouflage: Sentient trees so resemble ordinary trees that they can use the Stealth skill to hide in any 

terrain where trees can be found, even if the terrain doesn't grant cover or concealment. 
Languages: Sentient trees begin play speaking the native language of local humans (English in Meriga 

and Eukay) and Tree, the special language of sentient trees. Sentient trees with high Intelligence 

scores can choose any languages they want (except secret languages). 
SENTIENT VINE TRAITS 

+2 Dexterity, +2 Wisdom, -2 Strength: Sentient vines are nimble and perceptive, but tend to lack the 

strength of other Medium creatures. 
Medium: Sentient vines are Medium creatures and have no bonuses or penalties due to their size. 
Normal Speed: Sentient vines have a base speed of 30 feet. 
Darkvision: Sentient vines can see in the dark up to 60 feet. 

Plant Traits: Plants are immune to all mind-affecting effects (charms, compulsions, phantasms, patterns, 

and morale effects), paralysis, poison, polymorph, sleep, and stun. 
Camouflage: Sentient vines so resemble ordinary vines that they can use the Stealth skill to hide in any 

terrain where vines can be found, even if the terrain doesn't grant cover or concealment. 
Languages: Sentient vines begin play speaking the native language of local humans (English in Meriga 

and Eukay) and Vine, the special language of sentient vines. Sentient vines with high Intelligence 

scores can choose any languages they want (except secret languages). 
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CLASSES 

The classes detailed below were designed for maximum versatility, allowing players to create characters 
that can fill the classic roles necessary for success while also allowing a great deal of customization. With 
the GM's permission, the following classes from the Pathfinder Roleplaying Game Core Rulebook can 
also be played: barbarian, fighter, monk, ranger, and rogue. Change supernatural abilities to 
extraordinary abilities when using a core class from the Pathfinder Roleplaying Game Core Rulebook. 

ENFORCER 

Role: The enforcer is a skilled fighter, engaging enemies and defending allies with deadly prowess. An 
enforcer armed with a melee weapon can serve as front-line defender, or as mobile striker. An enforcer 
armed with a ranged weapon can provide effective artillery. 
Hit Die: dlO. 
Class Skills 

The enforcer's class skills are Climb (Str), Craft (Int), Handle Animal (Cha), Intimidate (Cha), Knowledge 
[dungeoneering] (Int), Knowledge [engineering] (Int), Profession (Wis), Ride (Dex), Survival (Wis), and 
Swim (Str). 

Skill Ranks Per Level: 2 + Int modifier. 
Class Features 

Weapon and Armor Proficiency: An enforcer is proficient with all simple and martial weapons, 
with all personal firearms, and with all armor (heavy, light, medium, and powered) and shields (including 
tower shields). 

Bonus Feats: At 1^' level, and at every even level thereafter, an enforcer gains a bonus feat in 
addition to those gained from normal advancement (meaning that the enforcer gains a feat at every 
level). These bonus feats must be selected from those listed as combat feats, sometimes also called 
"enforcer bonus feats". 

Upon reaching 4*'' level, and every four levels thereafter (8'^ 12'^ and so on), an enforcer can 
choose to learn a new bonus feat in place of a bonus feat he has already learned. In effect, the enforcer 
loses the bonus feat in exchange for the new one. The old feat cannot be one that was used as a 
prerequisite for another feat, prestige class, or other ability. An enforcer can only change one feat at any 
given level and must choose whether or not to swap the feat at the time he gains a new bonus feat for 
the level. 

Enforcer Features: At 1^' level, and at every odd level thereafter, an enforcer gains an enforcer 
feature. These features are described below. Some features have prerequisites noted in their 
descriptions. Unless otherwise noted, all enforcer class features are extraordinary abilities (Ex). 

Armor Training: The enforcer learns to be more maneuverable in armor. Whenever he 
is wearing armor, he reduces the armor check penalty by 1 (to a minimum of 0) and increases 
the maximum Dexterity bonus allowed by his armor by 1. In addition, an enforcer with this 
feature can also move at his normal speed when wearing medium armor. 

A S'^'-level enforcer reduces the armor check penalty by 2 (to a minimum of 0) and 
increases the maximum Dexterity bonus allowed by his armor by 2. 

A g^'^-level enforcer reduces the armor check penalty by 3 (to a minimum of 0) and 
increases the maximum Dexterity bonus allowed by his armor by 3. In addition, he can move at 
his normal speed when wearing heavy armor. 

A 13"'-level enforcer reduces the armor check penalty by 4 (to a minimum of 0) and 
increases the maximum Dexterity bonus allowed by his armor by 4. 

Armor Mastery: Prerequisites: 19'^-level enforcer. The enforcer gains DR 5/- 
whenever he is wearing armor or using a shield. 
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Bravery: The enforcer gains a +1 bonus on Will saves against fear. 

A S^'^-level enforcer's bonus on Will saves against fear increases to +2. 

A g^'^-level enforcer's bonus on Will saves against fear increases to +3. 

A 13'''-level enforcer's bonus on Will saves against fear increases to +4. 

Damage Reduction: Prerequisites: 7*'^-level enforcer. The enforcer gains DR 1/-. 
Subtract 1 from the damage the enforcer takes each time he is dealt damage from a weapon or 
a natural attack. Damage reduction can reduce damage to 0 but not below 0. 

At 11*^ level the enforcer's damage reduction increases to DR 2/-. 

At 15'*^ level the enforcer's damage reduction increases to DR 3/--. 

At 19'*^ level the enforcer's damage reduction increases to DR 4/--. 

Extreme Effort: The enforcer can push himself to make an extreme effort. The effort 
must relate either to a Strength check or a Strength-based skill check. You must decide to use 
this ability before making the check. The effort requires a full-round action and provides a +2 
bonus on the check. 

At 5'*" level the bonus provided by extreme effort increases to +3. 

At 9^^ level the bonus provided by extreme effort increases to +4. 

At 13*'^ level the bonus provided by extreme effort increases to +5. 

At 17'*^ level the bonus provided by extreme effort increases to +5. 

Fast Movement: The enforcer's land speed is faster than the norm for his genotype by 
+10 feet. This benefit applies only when he is wearing no armor, light armor, or medium armor, 
and not carrying a heavy load. Apply this bonus before modifying the enforcer's speed because 
of any load carried or armor worn. This bonus stacks with any other bonus to the enforcer's 
land speed. 

Flurry of Blows: Prerequisites: unarmed strike. The enforcer can make a flurry of 

blows as a full-attack action. When doing so he may make one additional attack using any 
combination of unarmed strikes or attacks with a special monk weapon (kama, nunchaku, 
quarterstaff, sai, shuriken, and siangham) as if using the Two-Weapon Fighting feat (even if the 
enforcer does not meet the prerequisites for the feat). 

The enforcer applies his full Strength bonus to his damage rolls for all successful attacks 
made with flurry of blows, whether the attacks are made with an off-hand or with a weapon 
wielded in both hands. The enforcer may substitute disarm, sunder, and trip combat maneuvers 
for unarmed attacks as part of a flurry of blows. The enforcer cannot use any weapon other 
than an unarmed strike or a special monk weapon as part of a flurry of blows. An enforcer with 
natural weapons cannot use such weapons as part of a flurry of blows, nor can he make natural 
attacks in addition to his flurry of blows attacks. 

A g'^'-level enforcer can make two additional attacks when he uses flurry of blows, as if 
using Improved Two-Weapon Fighting (even if the enforcer does not meet the prerequisites for 
the feat). 

A 15*^-level enforcer can make three additional attacks when he uses flurry of blows, as 
if using Greater Two-Weapon Fighting (even if the enforcer does not meet the prerequisites for 
the feat). 

Ignore Hardness: The enforcer has an innate talent for finding weaknesses in objects. 
This allows the enforcer to ignore some of an object's hardness when making a melee attack to 
break it. The enforcer ignores 2 points of an object's hardness. 

At s"^ level the enforcer ignores 3 points of an object's hardness. 

At 9"" level the enforcer ignores 4 points of an object's hardness. 

At 13*^ level the enforcer ignores 5 points of an object's hardness. 

At 17*^ level the enforcer ignores 6 points of an object's hardness. 
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Melee Smash: The enforcer gains a +1 bonus to dannage with all melee attacks. This 
bonus stacks with all other bonuses. 

At s"" level the bonus to melee damage increases to +2. 
At 10*^ level the bonus to melee damage increases to +3. 
At IS**" level the bonus to melee damage increases to +4. 
At 20'*^ level the bonus to melee damage increases to +5. 

Rage: The enforcer can call upon inner reserves of strength and ferocity, granting him 
additional combat prowess. The enforcer can rage for a number of rounds per day equal to 2 + 
his Constitution modifier, + 2 rounds per enforcer level (4 + Constitution modifier rounds at 1^' 
level, 6 + Constitution modifier rounds at 2""^ level, 8 + Constitution modifier rounds at 3'^'' level, 
et cetera). Temporary increases to Constitution, such as those gained from rage, do not 
increase the total number of rounds that an enforcer can rage per day. The enforcer can enter 
rage as a free action. The total number of rounds of rage per day is renewed after resting for 8 
hours, although these hours do not need to be consecutive. 

While in a rage, an enforcer gains a +4 morale bonus to his Strength and Constitution, as 
well as a +2 morale bonus on Will saves. In addition, he takes a -2 penalty to Armor Class. The 
increase to Constitution grants the enforcer 2 hit points per Hit Dice, but these disappear when 
the rage ends and are not lost first like temporary hit points. While in a rage, the enforcer 
cannot use any Charisma-, Dexterity-, or Intelligence-based skills (except Acrobatics, Fly, 
Intimidate, and Ride) or any ability that requires patience or concentration. 

The enforcer can end his rage as a free action and is fatigued after rage for a number of 
rounds equal to 2 times the number of rounds spent in the rage. The enforcer cannot enter a 
new rage while fatigued or exhausted but can otherwise enter rage multiple times during a 
single encounter or combat. If the enforcer falls unconscious, his rage immediately ends, 
placing him in peril of death. 

Rage Powers: Prerequisites: 5"'-level enforcer, rage. The enforcer can use a rage 
power, selected from those described below. The enforcer gains the benefits of rage powers 
only while raging, and some of these powers require the enforcer to take an action first. Unless 
otherwise noted, an enforcer cannot select an individual rage power more than once. 

Animal Fury: While raging, the enforcer gains a bite attack. If used as part of a full- 
attack action, the bite attack is made at the enforcer's full base attack bonus -5. If the bite hits, 
it deals ld4 points of damage (assuming the enforcer is Medium; ld3 points of damage if Small) 
plus half the enforcer's Strength modifier. The enforcer can make a bite attack as part of the 
action to maintain or break free from a grapple. This attack is resolved before the grapple check 
is made. If the bite attack hits, any grapple checks made by the enforcer against the target this 
round are at a +2 bonus. 

Clear Mind: The enforcer may reroll a failed Will save. This power is used as an 
immediate action after the first save is attempted, but before the results are revealed by the 
GM. The enforcer must take the second result, even if it is worse. An enforcer must be at least 
9^^ level before selecting this rage power. This rage power can only be used once per rage. 

Fearless Rage: While raging, the enforcer is immune to the shaken and frightened 
conditions. An enforcer must be at least 13'^ level before selecting this rage power. 

Greater Rage: When the enforcer enters a rage, the morale bonus to his Strength and 
Constitution increases to +6 and the morale bonus to his Will saves increases to +3. An enforcer 
must be at least ll'*^ level before selecting this rage power. 

Guarded Stance: The enforcer gains a +1 dodge bonus to his Armor Class against melee 
attacks for a number of rounds equal to the enforcer's current Constitution modifier (minimum 
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1). This bonus increases by +1 for every 5 levels the enforcer has attained above 5 . Activating 
this rage power is a move action that does not provoke an attack of opportunity. 

Internal Fortitude: While raging, the enforcer is immune to the sickened and nauseated 
conditions. An enforcer must be at least 9'^ level before selecting this rage power. 

Intimidating Glare: The enforcer can make an Intimidate check against one adjacent foe. 
If the enforcer successfully demoralizes his opponent, the foe is shaken for ld4 rounds + 1 
round for every 5 points by which the enforcer's check exceeds the DC. 

Knockback: Once per round, the enforcer can make a bull rush attempt against one 
target in place of a melee attack. If successful, the target takes damage equal to the enforcer's 
Strength modifier and is moved back as normal. The enforcer does not need to move with the 
target if successful. This does not provoke an attack of opportunity. 

Low-Light Vision: The enforcer's eyesight sharpens and he gains low-light vision while 

raging. 

Mighty Rage: When the enforcer enters a rage, the morale bonus to his Strength and 
Constitution increases to +8 and the morale bonus to his Will saves increases to +4. An enforcer 
must be at least 19*^ level before selecting this rage power. 

Mighty Swing: The enforcer automatically confirms a critical hit. This rage power is used 
as an immediate action once a critical threat has been determined. An enforcer must be at least 
13'^ level before selecting this rage power. This rage power can only be used once per rage. 

Moment of Clarity: The enforcer does not gain any benefits or take any of the penalties 
from rage for 1 round. This includes the penalty to Armor Class and the restriction on what 
actions can be performed. This round still counts against his total number of rounds of rage per 
day. This rage power can only be used once per rage. 

Night Vision: The enforcer's eyesight grows incredibly sharp while raging and he gains 
darkvision 60 feet. An enforcer must have low-light vision as a rage power or a genotype trait to 
select this rage power. 

No Escape: The enforcer can move up to double his normal speed as an immediate 
action but he can only use this ability when an adjacent foe uses a withdraw action to move 
away from him. He must end his movement adjacent to the enemy that used the withdraw 
action. The enforcer provokes attacks of opportunity as normal during this movement. This 
rage power can only be used once per rage. 

Powerful Blow: The enforcer gains a +1 bonus on a single damage roll. This bonus 
increases by +1 for every 5 levels the enforcer has attained above s"^. This rage power is used as 
a swift action before the roll to hit is made. This rage power can only be used once per rage. 

Quick Reflexes: While raging, the enforcer can make one additional attack of 
opportunity per round. 

Raging Climber: When raging, the enforcer adds his class level as an enhancement 
bonus on all Climb skill checks. 

Raging Leaper: When raging, the enforcer adds his class level as an enhancement bonus 
on all Acrobatics skill checks made to jump. When making a jump in this way, the enforcer is 
always considered to have a running start. 

Raging Swimmer: When raging, the enforcer adds his class level as an enhancement 
bonus on all Swim skill checks. 

Renewed Vigor: As a standard action that does not provoke an attack of opportunity, 
the enforcer heals ld8 points of damage + his Constitution modifier. For every 5 levels the 
enforcer has attained above 5'^ this amount of damage healed increases by IdB, to a maximum 
of 4d8 at 20**^ level. This rage power can only be used once per day, and only while raging. 
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Rolling Dodge: The enforcer gains a +1 dodge bonus to his Armor Class against ranged 
attacl<s for a number of rounds equal to the enforcer's current Constitution modifier (minimum 
1). This bonus increases by +1 for every 5 levels the enforcer has attained above 5'^ Activating 
this rage power is a move action that does not provoke an attack of opportunity. 

Roused Anger: The enforcer may enter a rage even if fatigued. While raging after using 
this rage power, the enforcer is immune to the fatigued condition. Once this rage ends, the 
enforcer is exhausted for 10 minutes per round spent raging. 

Scent: The enforcer gains the scent ability while raging and can use this ability to locate 
unseen foes (see Appendix 1 in Pathfinder RPG Core Rulebook for rules on the scent ability). 

Strength Surge: The enforcer adds his enforcer level on one Strength check or combat 
maneuver check, or to his Combat Maneuver Defense when an opponent attempts a maneuver 
against him. This rage power is used as an immediate action. This rage power can only be used 
once per rage. 

Surprise Accuracy: The enforcer gains a +1 morale bonus on one attack roll. This bonus 
increases by +1 for every 5 levels the enforcer has attained above 5'^ This rage power is used as 
a swift action before the roll to hit is made. This rage power can only be used once per rage. 

Swift Foot: The enforcer gains a 5-foot enhancement bonus to his speed. This increase 
is always active while the enforcer is raging. An enforcer can select this rage power up to three 
times. Its effects stack. 

Terrifying Howl: The enforcer unleashes a terrifying howl as a standard action. All 
shaken enemies within 30 feet must make a Will save (DC equal to 10 + Vi the enforcer's level + 
the enforcer's Strength modifier) or be panicked for ld4+l rounds. Once an enemy has made a 
save versus terrifying howl (whether successful or not), it is immune to this rage power for 24 
hours. An enforcer must have the intimidating glare rage power to select this rage power. An 
enforcer must be at least 9'*^ level before selecting this rage power. 

Tireless Rage: The enforcer no longer becomes fatigued at the end of his rage. An 
enforcer must be at least 17'^ level before selecting this rage power. 

Unexpected Strike: The enforcer can make an attack of opportunity against a foe that 
moves into any square threatened by the enforcer, regardless of whether or not that movement 
would normally provoke an attack of opportunity. An enforcer must be at least 9"^ level before 
selecting this rage power. This rage power can only be used once per rage. 

Robust: The enforcer gains a number of bonus hit points equal to his enforcer level. 

Stamina: Prerequisites: 5"^-level enforcer, robust. The enforcer recovers twice as fast as 
normal. He recovers 2 hit points per character level per evening of rest, and 2 points of ability 
damage per evening of rest. 

Unarmed Strike: The enforcer gains Improved Unarmed Strike as a bonus feat. The 
enforcer's attacks may be with fist, elbows, knees, and feet. This means that the enforcer may 
make unarmed strikes with his hands full. There is no such thing as an off-hand for the enforcer 
striking unarmed. The enforcer may thus apply his full Strength bonus on damage rolls for all his 
unarmed strikes. 

Usually the enforcer's unarmed strikes deal lethal damage, but he can choose to deal 
nonlethal damage instead with no penalty on his attack roll. He has the same choice to deal 
lethal or nonlethal damage while grappling. 

The enforcer's unarmed strike is treated as both a manufactured weapon and a natural 
weapon for the purpose of effects that enhance or improve either manufactured weapons or 
natural weapons. 

The enforcer also deals more damage with his unarmed strikes than a normal person 
would, as shown on the following table: 
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TABLE: UNARMED STRIKE DAMAGE BY LEVEL AND SIZE 
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Weapon Training: Prerequisites: 5 -level enforcer. An enforcer can select one group of 
weapons, as noted below. Whenever he attacks with a weapon from this group, he gains a +1 
bonus on attack and damage rolls. An enforcer also adds this bonus to any combat maneuver 
checks made with weapons from this group. This bonus also applies to the enforcer's Combat 
Maneuver Defense when defending against disarm and sunder attempts made against weapons 
from this group. 

For every 4 levels the enforcer has attained above 5'^ (9th, 13th, and 17th), an enforcer 
becomes further trained in another group of weapons. He gains a +1 bonus on attack and 
damage rolls when using a weapon from this group. In addition, the bonuses granted by 
previous weapon groups increase by +1 each. For example, when an enforcer reaches 9th level, 
he receives a +1 bonus on attack and damage rolls with a new weapon group and a +2 bonus on 
attack and damage rolls with the weapon group initially selected. 

Weapon groups are defined as follows (GMs may add other weapons to these groups, or 
add entirely new groups): 

Axes: battleaxe, greataxe, handaxe, heavy pick, light pick, and throwing axe. 

Blades, Heavy: bastard sword, falchion, greatsword, longsword, scimitar, scythe, and 
two-bladed sword. 

Blades, Light: dagger, kama, kukri, rapier, sickle, starknife, and short sword. 

Bows: composite longbow, composite short bow, longbow, and short bow. 

Close: gauntlet, heavy shield, light shield, punching dagger, sap, spiked armor, spiked 
gauntlet, spike shield, and unarmed strike. 

Crossbows: hand crossbow, heavy crossbow, light crossbow, repeating heavy crossbow, 
and repeating light crossbow. 

Double: double flail, quarterstaff, and two-bladed sword. 

Flails: dire flail, flail, heavy flail, morningstar, nunchaku, spiked chain, and whip. 

Hammers: club, greatclub, heavy mace, light hammer, heavy hammer, and warhammer. 

Monk: kama, nunchaku, quarterstaff, sai, shuriken, siangham, and unarmed strike. 

Natural: unarmed strike and all natural weapons, such as bite, claw, gore, tail, and wing. 

Pole Arms: glaive, guisarme, halberd, and ranseur. 

Speors; javelin, lance, longspear, shortspear, spear, and trident. 

Thrown: blowgun, bolas, club, dagger, dart, javelin, light hammer, net, shortspear, 
shuriken, sling, spear, starknife, throwing axe, and trident. 

Weapon Mastery: Prerequisites: 19'^-level enforcer. The enforcer chooses one 
weapon, such as the longsword, greataxe, or longbow. Any attacks made with that weapon 
automatically confirm all critical threats and have their damage multiplier increased by 1 (x2 
becomes x3, for example). In addition, he cannot be disarmed while wielding a weapon of this 
type. 
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TABLE: THE ENFORCER 
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ESPER 

Role: The esper wields psionic powers. With a considerable number of powers to choose from, the esper 
is very versatile, able to fulfill multiple roles. Some espers have powers that suit them to "crowd 
control", others have powers of healing, and still others have powers that increase their deadliness in 
combat. 
Hit Die: d6. 
Class Skills 

The esper's class skills are Appraise (Int), Autohypnosis (Wis), Craft (Int), Diplomacy (Cha), Fly (Dex), 
Handle Animal (Cha), Knowledge [nature] (Int), Knowledge [planes] (Int)*, Knowledge [psionics] (Int), 
Knowledge [religion] (Int)*, Perception (Wis), Profession (Wis), Psicraft (Int), Ride (Dex), and Sense 
Motive (Wis), Use Psionic Device (Cha). 

* These skills are generally not appropriate for a typical Pathfinder: Gamma World Roleplaying Game 
campaign, and are only available if the GM is incorporating the pertinent elements into his or her game. 

Skill Ranks Per Level: 2 + Int modifier. 
Class Features 

Weapon and Armor Proficiency: Espers are proficient with the club, dagger, heavy crossbow, 
light crossbow, quarterstaff, and shortspear. They are not proficient with any type of armor or shield. 
Armor does not, however, interfere with the manifestation of powers. 

Power Points/Day: An esper's ability to manifest powers is limited by the power points she has 
available. Her base daily allotment of power points is given on Table: The Esper. In addition, she receives 
bonus power points per day if she has a high Wisdom score (see Table: Bonus Power Points). 

Powers Known: An esper begins play knowing three esper powers of her choice. Each time she 
achieves a new level, she unlocks the knowledge of new powers. 
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An esper selects powers known from the esper power list. An esper can manifest any power that 
has a power point cost equal to or lower than her manifester level. 

The number of times an esper can manifest powers in a day is limited only by her daily power 

points. 

An esper simply knows her powers; they are ingrained in her mind. She does not need to 
prepare them, though she must get a good night's sleep each day to regain all her spent power points. 

The Difficulty Class for saving throws against esper powers is 10 + the power's level + the esper's 
Wisdom modifier. 

Maximum Power Level Known: An esper begins play with the ability to learn Ist-level powers. 
As she attains higher levels, an esper may gain the ability to master more complex powers. 

To learn or manifest a power, an esper must have a Wisdom score of at least 10 + the power's 

level. 

Esper Features: At 1^' level, and at every odd level thereafter, an esper gains an esper feature. 
These features are described below. Some features have prerequisites noted in their descriptions. 
Unless otherwise noted, all esper class features are extraordinary abilities (Ex). 

Armor Class Bonus: When unarmored and unencumbered, the esper adds her Wisdom 

bonus (if any) to her AC. In addition, the esper gains a +1 bonus to AC. This bonus increases by 

1 for every five levels the esper has attained beyond s"" (+2 at 10th, +3 at 15th, and +4 at 20th 

level). 

These bonuses to AC apply even against touch attacks or when the esper is flat-footed. 
She loses these bonuses when she is immobilized or helpless, when she wears any armor, when 
she carries a shield, or when she carries a medium or heavy load. 

Bladewind (Psi): Prerequisites: 9'''-level esper, mind blade. The esper gains the ability to 
momentarily fragment her mind blade into numerous identical blades, each of which strikes at a 
nearby opponent. 

As a full attack, when wielding her mind blade, the esper can give up her regular attacks 
and instead fragment her mind blade to make one melee attack at her full base attack bonus 
against each opponent within reach. Each fragment functions identically to the esper's regular 
mind blade. 

When using bladewind, the esper forfeits any bonus or extra attacks granted by other 
feats or abilities (such as the Cleave feat). 

The mind blade immediately reverts to its previous form after the bladewind attack. 

Captivate (Psi): The esper has the ability to temporarily beguile a target through the use 
of words and bearing. The target must have an Intelligence score of 3 or higher to be susceptible 
to a captivate attempt, must be within 30 feet of the esper, must be flat-footed or not in 
combat, and must be able to see, hear, and understand the esper. 

To captivate a target, the esper must use a standard action and make a Charisma check 
(DC 15), adding one-half her esper level as a bonus. If the Charisma check succeeds, the target 
can try to resist. 

The target resists the captivation attempt by making a Will saving throw (DC 10 + 1/2 
esper's class level + esper's Cha bonus). If the saving throw fails, the esper becomes the target's 
sole focus. The target pays no attention to anyone else for 1 round and remains flat-footed. This 
focusing of the target's attention allows other characters to take actions of which the captivated 
target is unaware. The effect ends immediately if the target is attacked or threatened. 

The esper can concentrate to keep a target captivated for additional rounds. The esper 
concentrates all her effort on the task, and the target gets to make a new Will save each round. 
The effect ends when the esper stops concentrating, or when the target succeeds on the save. 
This is a Mind-Affecting ability. 
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Channel Energy (Psi): The esper can release a wave of energy by channeling the power 
of her mind. This energy can be used to cause or heal damage, depending on the type of energy 
channeled. A good esper channels positive energy that heals living creatures. An evil esper 
channels negative energy that deals damage to living creatures. A neutral esper must choose 
whether she channels positive or negative energy. Once this choice is made, it cannot be 
reversed. 

Channeling energy causes a burst that affects all living creatures (but not constructs) in a 
30-foot radius centered on the esper. The amount of damage dealt or healed is equal to ld6 
points of damage plus ld6 points of damage for every two esper levels beyond 1st (2d6 at 3rd, 
3d6 at 5th, and so on). Creatures that take damage from channeled energy receive a Will save to 
halve the damage. The DC of this save is equal to 10 + 1/2 the esper's level + the esper's 
Wisdom modifier. Creatures healed by channeled energy cannot exceed their maximum hit 
point total— all excess healing is lost. 

An esper may channel energy a number of times per day equal to 3 + her Wisdom 
modifier. This is a standard action that does not provoke an attack of opportunity. An esper can 
choose whether or not to include herself in this effect. 

(Alternately, if channeling positive or negative energy from another plane of existence 
seems at odds with the kind of campaign the GM has in mind, channel energy can be explained 
as telekinetically repairing or destroying living tissue at the cellular level, psychic manipulation 
of bio-energetic fields, or some similar comic-book-science explanation; or this feature can be 
left out entirely, but removing this feature will undoubtedly result in more frequent character 
deaths.) 

Diamond Body (Psi): Prerequisite: ll'^-level esper, purity of body. The esper gains 
immunity to poisons of all kinds. 

Elude Touch: Prerequisites: 3'^'^-level esper. The esper's intuition supersedes her 
intellect, alerting her to danger from touch attacks (including rays). She gains a bonus to Armor 
Class against all touch attacks equal to her Charisma bonus; however, her touch AC can never 
exceed her Armor Class against normal attacks. 

Evasion: Prerequisites: S'^^-level esper. The esper can avoid even area attacks and 
unusual attacks with great agility. If she makes a successful Reflex saving throw against an attack 
that normally deals half damage on a successful save, she instead takes no damage. Evasion can 
be used only if the esper is wearing light armor or no armor. A helpless esper does not gain the 
benefit of evasion. 

Free Draw (Psi): Prerequisites: S'^'-level esper, mind blade. The esper is able to 
materialize her mind blade as a free action instead of a move action. She can make only one 
attempt to materialize the mind blade per round, however. 

Improved Evasion: Prerequisites: 13'^-level esper, evasion. This works like evasion, 
except that while the esper still takes no damage on a successful Reflex saving throw against 
attacks, she henceforth takes only half damage on a failed save. A helpless esper does not gain 
the benefit of improved evasion. 

Improved Uncanny Dodge: Prerequisites: ll*'^-level esper, uncanny dodge. The esper 
can no longer be flanked. This defense denies a scout the ability to sneak attack the character by 
flanking her, unless the attacker has at least four more scout levels than the target has levels in 
a class with improved uncanny dodge. 

If a character already has uncanny dodge (see uncanny dodge) from another class, the 
levels from the classes that grant uncanny dodge stack to determine the minimum scout level 
required to flank the character. 
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Knife to the Psyche (Psi): Prerequisites: 13 -level esper, mind blade, psychic strike. 
When the esper executes a psychic strike, she can choose to substitute Intelligence, Wisdom, or 
Charisma damage (her choice) for extra dice of damage. For each die of extra damage she gives 
up, she deals 1 point of damage to the ability score she chooses. An esper can combine extra 
dice of damage and ability damage in any combination. 

The esper decides which ability score her psychic strike damages and the division of 
ability damage and extra dice of damage when she imbues her mind blade with the psychic 
strike energy. 

Mind Blade (Psi): As a move action, the esper can create a semisolid blade composed of 
psychic energy distilled from her own mind. The blade is identical in all ways (except visually) to 
a short sword of a size appropriate for its wielder. For instance, a Medium esper materializes a 
Medium mind blade that she can wield as a light weapon, and the blade deals ld6 points of 
damage (crit 19-20/x2). Espers who are smaller or larger than Medium create mind blades 
identical to short swords appropriate for their size, with a corresponding change to the blade's 
damage. The wielder of a mind blade gains the usual benefits to her attack roll and damage roll 
from a high Strength bonus. 

The blade can be broken (it has hardness 10 and 10 hit points); however, an esper can 
simply create another on her next move action. The moment she relinquishes her grip on the 
mind blade, it dissipates (unless she has the throw mind blade feature and intends to throw it; 
see the throw mind blade feature). The esper can use feats such as Power Attack or Combat 
Expertise in conjunction with the mind blade just as if it were a normal weapon. She can also 
choose mind blade for feats requiring a specific weapon choice, such as Weapon Focus. Powers 
that upgrade weapons can be used on a mind blade. 

A mind blade improves as the esper gains higher levels. At 4th level and every four 
levels thereafter, the mind blade gains a cumulative +1 enhancement bonus on attack rolls and 
damage rolls (+2 at 8th level, +3 at 12th level, +4 at 16th level, and +5 at 20th level). 

Even in places where psionic effects do not normally function (such as within a null 
psionics field), the esper can attempt to sustain her mind blade by making a DC 20 Will save. On 
a successful save, the esper maintains her mind blade for a number of rounds equal to her class 
level before she needs to check again. On an unsuccessful attempt, the mind blade vanishes. As 
a move action on her turn, the esper can attempt a new Will save to rematerialize her mind 
blade while she remains within the psionics negating effect. 

Multiple Throw (Psi): Prerequisites: 17"^-level esper, mind blade, throw mind blade. The 
esper can throw a number of mind blades per round equal to the number of melee attacks she 
could make. 

Psychic Stril<e (Psi): Prerequisite: 3'^'^-level esper, mind blade. As a move action, the 
esper can imbue her mind blade with destructive psychic energy. This effect deals an extra ld8 
points of damage to the next living, nonmindless target she successfully hits with a melee attack 
(or ranged attack, if she is using the throw mind blade feature). Creatures immune to mind- 
affecting effects are immune to psychic strike damage. (Unlike the scout's sneak attack feature, 
the psychic strike is not precision damage and can affect creatures otherwise immune to extra 
damage from critical hits or more than 30 feet away, provided they are living, nonmindless 
creatures not immune to mind-affecting effects.) 

A mind blade deals this extra damage only once when this ability is called upon, but the 
esper can imbue her mind blade with psychic energy again by taking another move action. 

Once an esper has prepared her blade for a psychic strike, it holds the extra energy until 
it is used. Even if the esper drops the mind blade (or it otherwise dissipates, such as when it is 
thrown and misses), it is still imbued with psychic energy when the esper next materializes it. 
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The extra damage dealt by the esper's psychic strike increases by ld8 for every 4 levels 
the esper has attained above 3''' (2d8 at 7'^ 3d8 at 4d8 at 15'^ 5d8 at 

Purity of Body (Psi): Prerequisite: 5'^-level esper. The esper gains immunity to all 
diseases. 

Shape Mind Blade (Psi): Prerequisites: 5"^-level esper, mind blade. The esper gains the 
ability to change the form of her mind blade. As a full-round action, she can change her mind 
blade to replicate a longsword (damage ld8 for a Medium weapon wielded as a one-handed 
weapon) or a bastard sword (damage IdlO for a Medium weapon, but she must wield it as a 
two-handed weapon unless she knows the Exotic Weapon Proficiency [bastard sword] feat). If 
an esper shapes her mind blade into the form of a bastard sword and wields it two-handed, she 
adds 1—1/2 times her Strength bonus to her damage rolls, just like when using any other two- 
handed weapon. 

Alternatively, the esper can split her mind blade into two identical short swords, suitable 
for fighting with a weapon in each hand. (The normal penalties for fighting with two weapons 
apply.) However, both mind blades have an enhancement bonus 1 lower than the esper would 
otherwise create with a single mind blade. 

Still Mind: The esper gains a +2 bonus on saving throws against psionic powers and 
mind-affecting effects. 

Throw Mind Blade (Psi): Prerequisites: mind blade. The esper can throw her mind blade 
as a ranged weapon with a range increment of 30 feet. 

Whether or not the attack hits, a thrown mind blade then dissipates. An esper with the 
psychic strike feature can make a psychic strike (see the psychic strike feature) with a thrown 
mind blade and can use the blade in conjunction with other esper features (such as knife to the 
psyche; see below). 

Tongue of the Sun and Moon (Psi): Prerequisite: 17'^-level esper. The esper can speak 
with any living creature. 

Uncanny Dodge: Prerequisites: 5'^-level esper. The esper can react to danger before her 
senses would normally allow her to do so. She cannot be caught flat-footed, even if the attacker 
is invisible. She still loses her Dexterity bonus to AC if immobilized. An esper with this feature 
can still lose her Dexterity bonus to AC if an opponent successfully uses the feint action (see 
Chapter 8 in Pathfinder RPG) against her. 

Volatile Mind: Prerequisites: S'^'-level esper. The esper's powerful mind is hard to 
encompass with the discipline of telepathy. When any telepathy power is manifested on the 
esper, the manifester of the power must pay 1 power point more than he otherwise would have 
spent. 

The extra cost is not a natural part of that power's cost. It does not augment the power; 
it is simply a wasted power point. The esper's volatile mind can force the manifester of the 
telepathy power to exceed the normal power point limit of 1 point per esper level. If the 
extra cost raises the telepathy power's cost to more points than the manifester has remaining in 
his reserve, the power simply fails, and the manifester exhausts the rest of his power points. At 
9th level, the penalty assessed against telepathy powers manifested on the esper is increased to 
2 power points. At 13th level, the penalty increases to 3 power points, and at 17th level it 
increases to 4 power points. 

As a standard action, an esper can choose to lower this effect for 1 round. 

Wholeness of Body (Psi): Prerequisites: 7'^-level esper. The esper can heal her own 
wounds. She can heal a number of hit points of damage equal to twice her current esper level 
each day, and she can spread this healing out among several uses. 
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How To Determine Bonus Power Points: An esper's Wisdom score grants her additional power points 
equal to her Wisdom modifier x her esper level xl/2. The following table shows these calculations for 
class levels 1st through 20th and key ability scores from 10 to 41. 
TABLE: BONUS POWER POINTS 
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EXAMINER 

Role: The examiner is a skilled character, highly valued for his expertise with the artifacts of the 
ancients. The examiner can select from a variety of useful abilities to customize his role in an 
adventuring party. Most serve as the problem-solver, detecting and disarming dangerous traps, 
overcoming security systems, and dealing with artifacts, robots, and other potentially dangerous 
elements of adventuring in the ruins of the ancients. 
Hit Die: d8. 
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Class Skills 

The examiner's class skills are Appraise (Int), Climb (Str), Computer Use (Int), Craft (Int), Diplomacy 
(Cha), Disable Device (Dex), Heal (Wis), Identify Artifact (Int), Knowledge [all skills, taken individually] 
(Int), Linguistics (Int), Perception (Wis), Perform (Cha), Profession (Wis), Ride (Dex), Sense Motive (Wis), 
and Swim (Str). 

Skill Ranks Per Level: 8 + Int modifier. 
Class Features 

Weapon and Armor Proficiency: Examiners are proficient with all simple weapons and personal 
firearms, and with all armor (heavy, light, medium, and powered) and shields (except tower shields). 
Artifact Expert: The examiner adds 1/2 his class level to all Identify Artifact checks (minimum 

+1). 

Examiner Features: At 1^' level, and at every odd level thereafter, an examiner gains an 
examiner feature. These features are described below. Some features have prerequisites noted in their 
descriptions. Unless otherwise noted, all examiner class features are extraordinary abilities (Ex). 

Bonus Feat: An examiner may gain any feat that he qualifies for in place of an examiner 

feature. 

Evasion: Prerequisites: 5"^-level examiner. The examiner can avoid even area attacks 
and unusual attacks with great agility. If he makes a successful Reflex saving throw against an 
attack that normally deals half damage on a successful save, he instead takes no damage. 
Evasion can be used only if the examiner is wearing light armor or no armor. A helpless 
examiner does not gain the benefit of evasion. 

Exploit Weakness: After 1 round of combat, the examiner can designate one opponent 
and try to find ways to gain an advantage by using brains over brawn. The examiner uses a move 
action and makes an Intelligence check (DC 15) with a bonus equal to 1/2 his examiner level. If 
the check succeeds, for the rest of the combat the examiner uses his Intelligence bonus instead 
of either Strength or Dexterity bonus on attack rolls as he finds ways to outthink his opponent 
and notices weaknesses in his opponent's fighting style. 

Handy: The examiner adds 1/2 his class level to all Craft checks (minimum +1). 

Improved Evasion: Prerequisites: 13'^-level examiner, evasion. This works like evasion, 
except that while the examiner still takes no damage on a successful Reflex saving throw against 
attacks, he henceforth takes only half damage on a failed save. A helpless examiner does not 
gain the benefit of improved evasion. 

Improved Uncanny Dodge: Prerequisites: ll'^-level examiner, uncanny dodge. The 
examiner can no longer be flanked. This defense denies a scout the ability to sneak attack 
the character by flanking him, unless the attacker has at least four more scout levels than the 
target has levels in a class with improved uncanny dodge. 

If a character already has uncanny dodge (see below) from another class, the levels from 
the classes that grant uncanny dodge stack to determine the minimum scout level required to 
flank the character. 

Integrate Tech: Prerequisites: 5'^-level examiner. The examiner can freely "mix and 
match" parts from different Progress Levels, using a PL 6 power pack to power a PL 8 device, for 
example. 

Jury Rig: The examiner gains a +2 competence bonus on Craft checks made to attempt 
temporary or jury-rigged repairs. See the Class skill description for details on jury-rigging. This 
bonus stacks with the bonus granted by the handy feature. 

At 7"" level, this competence bonus increases to +4. 

Knowledgeable: The examiner adds 1/2 his class level to all Knowledge skill checks and 
may make all Knowledge skill checks untrained. 
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Plan: Prior to an encounter the exanniner can develop a plan of action to handle the 
situation. Using this feature requires preparation; an examiner can't use this feature when 
surprised or otherwise unprepared for a particular situation. Creating a plan requires 1 minute. 

After creating the plan the examiner makes an Intelligence check (DC 10) with a bonus 
equal to 1/2 his examiner level. The result of the check provides the examiner and his allies with 
a circumstance bonus. An examiner can't take 10 or 20 when making this check. 



Check Result 


Bonus 


9 or lower 


+0 (check failed) 


10-14 


+1 


15-24 


+2 


25 or higher 


+3 



This bonus can be applied to all skill checks and attack rolls made by the examiner and 
his allies, but the bonus only lasts for the first 3 rounds after making the plan. After that time, 
reduce the bonus by 1 point (to a minimum of +0) for every additional round the situation 
continues, as the vagaries of circumstance begin to unravel even the best-laid plans. 

Quick Disable: It takes an examiner with this feature half the normal amount of time to 
disable a trap using the Disable Device skill (minimum 1 round). 

Robot Companion: The examiner has a robot companion that serves him with absolute 
loyalty. The robot companion is a IViedium construct. Its frame determines its base ability 
scores, and can be armature, biomorph, or biodroid. Its method of locomotion can be legs 
(multiple or pair), thruster, or inductor. It has 2 manipulators, each of which can be a claw, jaws, 
pincer, or advanced hand; its manipulators are treated as natural weapons, and it can make an 
attack with each manipulator at its full base attack bonus as a full-attack action. It can have 
integrated alumisteel, duraplastic, or duralloy armor. It has a class IV sensor system. Its hit dice, 
base attack bonus, base saves, bonuses to natural armor and Strength/Dexterity, skill ranks, and 
feats are based on the examiner's level (see Table: Robot Companion Base Statistics). It can have 
one PL 5 or PL 6 robot accessory for every two levels the examiner has attained. 

Skill Mastery: Prerequisites: S'^^-level examiner. The examiner becomes so confident in 
the use of certain skills that he can use them reliably even under adverse conditions. Upon 
gaining this feature, he selects a number of skills equal to 3 + his Intelligence modifier. When 
making a skill check with one of these skills, he may take 10 even if stress and distractions would 
normally prevent him from doing so. An examiner may gain this feature multiple times, 
selecting additional skills for skill mastery to apply to each time. 

Smart Defense: Prerequisites: exploit weakness. The examiner applies his Intelligence 
bonus and his Dexterity bonus to his Armor Class. Any situation that would deny the examiner 
his Dexterity bonus to Armor Class also denies the Intelligence bonus. 

Smart Weapon: Prerequisites: 9*'^-level examiner, exploit weakness. The examiner 
selects one weapon that he is proficient in and can use with one hand. With the selected 
weapon, the examiner can use his Intelligence modifier instead of Strength or Dexterity modifier 
on attack rolls. 

Tinkering: Prerequisites: 3'^'^-level examiner. The examiner can get more out of a device 
than was originally intended. By making a relevant Craft check, the examiner can temporarily 
improve a machine's performance, at the risk of causing the machine to need repairs later. The 
Craft check's DC depends upon the type of improvement being made, as shown on the table 
below. 

Tinkering takes 1 hour, and the examiner cannot take 10 or take 20 on this check. If the 
check succeeds, the effect of the improvement lasts a number of minutes equal to the 
examiner's class level, beginning when the object is first used. The examiner selects a single 
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improvement prior to making the check. After the duration of the effect ends, the machine 
reverts to its previous state and a repair chance percentile roll is made, the result of which 
indicates whether the machine requires repairs before it can be used again. 

Improvement Craft DC Repair Chance (d%) 

Ranged Weapons 

+1 to damage 15 01—25 

+2 to damage 20 01—50 

+3 to damage 25 01—75 

+5 ft. to range increment 15 01—25 
+10 ft. to range increment 25 01—50 
Tools 

+1 bonus on skill checks 15 01—25 

+2 bonus on skill checks 20 01—50 

+3 bonus on skill checks 25 01—75 

Vehicles 

+1 on initiative checks 20 01—25 

+1 to maneuver 25 01—50 

+2 to maneuver 30 01—75 

Trap Spotter: Prerequisites: trapfinding. Whenever an examiner with this feature comes 
within 10 feet of a trap, he receives an immediate Perception skill check to notice the trap. This 
check should be made in secret by the GM. 

Trapfinding: The examiner adds 1/2 his level to Perception skill checks made to locate 
traps and to Disable Device skill checks (minimum +1). 

Uncanny Dodge: Prerequisites: 5'''-level examiner. The examiner can react to danger 
before his senses would normally allow him to do so. He cannot be caught flat-footed, even if 
the attacker is invisible. He still loses his Dexterity bonus to AC if immobilized. An examiner 
with this feature can still lose his Dexterity bonus to AC if an opponent successfully uses the 
feint action (see Chapter 8 in Pathfinder RPG Core Rulebook) against him. 

Unique Creation: Prerequisites: 5"^-level examiner, tinkering. The examiner may create a 
new or highly modified weapon, tool, or vehicle which only he can use. This is simulated by 
using the tinkering ability, but with no chance of a later breakdown. Furthermore, only the 
creator can use the device properly; anyone else will suffer a -4 penalty on the appropriate skill 
checks or attack rolls. (If the device is armor, the -4 penalty applies to the armor bonus normally 
provided by the armor.) An examiner may have only one unique creation at a time, regardless of 
who is wielding it. Constructing a unique creation requires one week and the appropriate tools 
and resources. 

Minor Artifact: The examiner begins play with a minor artifact, chosen from the list below. This 
artifact has been specially modified by the examiner so that only he can use it properly; anyone else will 
suffer a -4 penalty on the appropriate skill checks or attack rolls. (If the device is armor, the -4 penalty 
applies to the armor bonus normally provided by the armor.) If the artifact is destroyed or otherwise 
lost, the examiner can rebuild it (or replace it with another artifact from the same list) for one-quarter of 
the artifact's listed cost. 

The examiner gains another minor artifact at 2"*^, 4"", 6'^ and 8'^ level. The examiner can choose 
a specific artifact more than once; he need not choose a different artifact each time. See Equipment for 
descriptions. 

With the GM's permission, an artifact of comparable cost and power to those on the list can be 
substituted. 

Weapons Armor Equipment 
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Any PL4firearnn* 
High frequency sword 

Laser pistol* 

Laser rifle* 
Laser sniper rifle* 

01 CW assault rifle* 
Stun rod 

TacMil sniper rifle* 



Concealable vest 
Flight suit and helmet 

Land warrior armor 

Light combat armor 
Medium combat armor 

Scout armor 



Duracable and grapplertag 
Electrical tool kit, basic or 
deluxe 

Mechanical tool kit, basic or 
deluxe 

Medkit, advanced or fast use 
Portable environment 

generator 
Portable glow lamp 
Puritizer 
Soother pulse 



* A weapon that requires ammunition includes 2 full magazines. 

Medium Artifact: At 10'^ 12'^ 14'^ and 16'^ level, the examiner gains a medium artifact, 
chosen from the list below. This artifact has been specially modified by the examiner so that only he can 
use it properly; anyone else will suffer a -4 penalty on the appropriate skill checks or attack rolls. (If the 
device is armor, the -4 penalty applies to the armor bonus normally provided by the armor.) If the 
artifact is destroyed or otherwise lost, the examiner can rebuild it (or replace it with another artifact 
from the same list) for one-quarter of the artifact's listed cost. 

The examiner can choose a specific artifact more than once; he need not choose a different 
artifact each time. See Equipment for descriptions. 

With the GM's permission, an artifact of comparable cost and power to those on the list can be 
substituted. 

Armor Equipment 

Silent suit Aquaconverter 
Space combat suit Fusion torch 

Intellipicks 
Jetpack 

Power backpack 
Projectile deflector 
Regen wand 



Weapons 

Beam sword 
Concussion rifle 
Concussion rod 
Gravity snare 
Plasma pistol* 
Plasma rifle* 
Tangier gun* 



* A weapon that requires ammunition includes 2 full magazines. 

Major Artifact: At IS'*" and 20*^ level, the examiner gains a major artifact, chosen from the list 
below. This artifact has been specially modified by the examiner so that only he can use it properly; 
anyone else will suffer a -4 penalty on the appropriate skill checks or attack rolls. (If the device is armor, 
the -4 penalty applies to the armor bonus normally provided by the armor.) If the artifact is destroyed or 
otherwise lost, the examiner can rebuild it (or replace it with another artifact from the same list) for 
one-quarter of the artifact's listed cost. 

The examiner can choose a specific artifact more than once; he need not choose a different 
artifact each time. See Equipment for descriptions. 

With the GM's permission, an artifact of comparable cost and power to those on the list can be 
substituted. 

Armor 

Boost armor 

Unisoldier combat armor 



Weapons 

Cryonic rifle* 
Disintegrator* 
Lightning gun* 
Pulse rifle* 
Rail gun* 
Sonic beam* 



Equipment 

Energy shield 

Force field, personal (DR 5/- 
Hologuise 
Matter shield 
Photon shield 
Polyvox 
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* A weapon that requires ammunition includes 2 full magazines. 
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SCOUT 

Role: The scout is a versatile, lightly-armored combatant with a wide selection of skills geared toward 
exploration. Scouts usually combine combat prowess with skill as a guide, skillfully navigating the 
hazards of wilderness, ancient ruin, or urban setting. 
Hit Die: d8. 
Class Skills 

The scout's class skills are Acrobatics (Dex), Appraise (Int), Bluff (Cha), Climb (Str), Craft (Int), Diplomacy 
(Cha), Disable Device (Dex), Disguise (Cha), Escape Artist (Dex), Handle Animal (Cha), Knowledge 
[dungeoneering] (Int), Knowledge [Geography] (Int), Knowledge [local] (Int), Knowledge [nature] (Int), 
Linguistics (Int), Perception (Wis), Perform (Cha), Profession (Wis), Ride (Dex), Sense Motive (Wis), 
Sleight of Hand (Dex), Stealth (Dex), Survival (Wis), and Swim (Str). 

Skill Ranks Per Level: 8 + Int modifier. 
Class Features 

Weapon and Armor Proficiency: Scouts are proficient with all simple weapons and martial 
weapons, and with all personal firearms. Scouts are proficient with light armor, but not with shields. 

Sneak Attack: At 2"'' level, if a scout can catch an opponent when he is unable to defend himself 
effectively from her attack, she can strike a vital spot for extra damage. 

The scout's attack deals extra damage any time her target would be denied a Dexterity bonus to 
AC (whether the target actually has a Dexterity bonus or not), or when the scout flanks her target. This 
extra damage is ld6 at 2"^ level, and increases by ld6 every two scout levels thereafter. Should the 
scout score a critical hit with a sneak attack, this extra damage is not multiplied. 

Ranged attacks can count as sneak attacks only if the target is within 30 feet. 

With a sap (blackjack) or an unarmed strike, a scout can make a sneak attack that deals 
nonlethal damage instead of lethal damage. She cannot use a weapon that deals lethal damage to deal 
nonlethal damage in a sneak attack, not even with the usual -4 penalty. 

A scout can sneak attack only creatures with discernible anatomies - oozes and incorporeal 
creatures lack vital areas to attack. Any creature that is immune to critical hits is not vulnerable to sneak 
attacks. The scout must be able to see the target well enough to pick out a vital spot and must be able to 
reach such a spot. A scout cannot sneak attack while striking a creature with concealment or striking the 
limbs of a creature whose vitals are beyond reach. 

Scout features marked with an asterisk add effects to a scout's sneak attack. Only one of these 
features can be applied to an individual attack and the decision must be made before the attack roll is 
made. 

Scout Features: At 1^' level, and at every odd level thereafter, a scout gains a scout feature. 

These features are described below. Some features have prerequisites noted in their descriptions. 

Unless otherwise noted, all scout class features are extraordinary abilities (Ex). 

Bleeding Attack*: Prerequisite: sneak attack. A scout with this feature can cause living 
opponents to bleed by hitting them with a sneak attack. This attack causes the target to take 1 
additional point of damage each round for each die of the scout's sneak attack (e.g., 4d6 equals 
4 points of bleed). Bleeding creatures take that amount of damage every round at the start of 
each of their turns. The bleeding can be stopped by a DC 15 Heal check or the application of any 
effect that heals hit point damage. Bleeding damage from this feature does not stack with itself. 
Bleeding damage bypasses any damage reduction the creature might possess. 

Bonus Feat: A scout may gain any feat that she qualifies for in place of a scout feature. 
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Camouflage: Prerequisites: 13 -level scout. The scout can use the Stealth skill to hide in 
any of her favored terrains, even if the terrain doesn't grant cover or concealment. 

Crippling Strike*: Prerequisites: ll^'-level scout. A scout with this feature can sneak 
attack opponents with such precision that her blows weaken and hamper them. An opponent 
damaged by one of her sneak attacks also takes 2 points of Strength damage. 

Defensive Roll: Prerequisites: ll'*^-level scout. With this feature, the scout can roll with 
a potentially lethal blow to take less damage from it than she otherwise would. Once per day, 
when she would be reduced to 0 or fewer hit points by damage in combat from a weapon or 
other blow, the scout can attempt to roll with the damage. To use this ability, the scout must 
attempt a Reflex saving throw (DC = damage dealt). If the save succeeds, she takes only half 
damage from the blow; if it fails, she takes full damage. 

She must be aware of the attack and able to react to it in order to execute her defensive 
roll— if she is denied her Dexterity bonus to AC, she can't use this feature. Since this effect 
would not normally allow a character to make a Reflex save for half damage, the evasion feature 
does not apply to the defensive roll. 

Evasion: Prerequisites: 3'''-level scout. The scout can avoid even area attacks and 
unusual attacks with great agility. If she makes a successful Reflex saving throw against an 
attack that normally deals half damage on a successful save, she instead takes no damage. 
Evasion can be used only if the scout is wearing light armor or no armor. A helpless scout does 
not gain the benefit of evasion. 

Fast Movement: The scout's land speed is faster than the norm for her genotype by 
+10 feet. This benefit applies only when she is wearing no armor, light armor, or medium 
armor, and not carrying a heavy load. Apply this bonus before modifying the scout's speed 
because of any load carried or armor worn. This bonus stacks with any other bonus to the 
scout's land speed. 

Fast Stealth: This feature allows a scout to move at full speed using the Stealth skill 
without penalty. 

Favored Enemy: The scout selects a creature type from the scout favored enemies 
table. She gains a +2 bonus on Bluff, Knowledge, Perception, Sense Motive, and Survival checks 
against creatures of her selected type. Likewise, she gets a +2 bonus on weapon attack and 
damage rolls against them. A scout may make Knowledge skill checks untrained when 
attempting to identify these creatures. 

At 5th level and every five levels thereafter (10th, 15th, and 20th level), the scout may 
select an additional favored enemy. In addition, at each such interval, the bonus against any 
one favored enemy (including the one just selected, if so desired) increases by +2. 

If the scout chooses humanoids as a favored enemy, she must also choose an associated 
subtype, as indicated on the table below. (Note that there are other types of humanoid to 
choose from in the Pathifinder RPG Bestiary— those called out specifically on the table below are 
merely the most common.) If a specific creature falls into more than one category of favored 
enemy, the scout's bonuses do not stack; she simply uses whichever bonus is higher. 

TABLE: SCOUT FAVORED ENEMIES 

Type (Subtype) 

Aberration 

Animal 

Construct 

Humanoid (human) 
Humanoid (mutated animal) 
Humanoid (other subtype) 
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Monstrous humanoid 

Ooze 

Plant 

Vermin 

Favored Terrain: Prerequisites: 3'''-level scout. The scout may select a type of terrain 
from the Favored Terrains table. The scout gains a +2 bonus on initiative checks and Knowledge 
[geography]. Perception, Stealth, and Survival skill checks when she is in this terrain. A scout 
traveling through her favored terrain normally leaves no trail and cannot be tracked (though she 
may leave a trail if she so chooses). 

The scout may select an additional favored terrain for every 5 levels the scout has 
attained above 3"^. 

TABLE: FAVORED TERRAINS 

Cold (ice, glaciers, snow, and tundra) 

Desert (sand and wastelands) 

Forest (coniferous and deciduous) 

Jungle 

Mountain (including hills) 

Plains 

Swamp 

Underground (caves and dungeons) 

Urban (buildings, streets, and sewers, including ancient ruins) 
Water (above and below the surface) 

Hide in Plain Sight: Prerequisites: 17'^-level scout. While in any of her favored terrains, 
the scout can use the Stealth skill even while being observed. 

Improved Evasion: Prerequisites: ll'^-level scout, evasion. This works like evasion, 
except that while the scout still takes no damage on a successful Reflex saving throw against 
attacks, she henceforth takes only half damage on a failed save. A helpless scout does not gain 
the benefit of improved evasion. 

Improved Quarry: 19"^-level scout, quarry. The scout's ability to hunt her quarry 
improves. She can now select a quarry as a free action, and can now take 20 while using Survival 
to track her quarry, while moving at normal speed without penalty. Her insight bonus to attack 
her quarry increases to +4. If her quarry is killed or dismissed, she can select a new one after 10 
minutes have passed. 

Improved Uncanny Dodge: Prerequisites: 9'^-level scout, uncanny dodge. The scout can 
no longer be flanked. This defense denies another scout the ability to sneak attack the 
character by flanking her, unless the attacker has at least four more scout levels than the target 
has levels in a class with improved uncanny dodge. 

If a character already has uncanny dodge (see below) from another class, the levels from 
the classes that grant uncanny dodge stack to determine the minimum scout level required to 
flank the character. 

Ledge Walker: This feature allows a scout to move along narrow surfaces at full speed 
using the Acrobatics skill without penalty. In addition, a scout with this feature is not flat-footed 
when using Acrobatics to move along narrow surfaces. 

Master Strike: Prerequisites: 20"'-level scout. The scout becomes incredibly deadly 
when dealing sneak attack damage. Each time the scout deals sneak attack damage, she can 
choose one of the following three effects: the target can be put to sleep for ld4 hours, 
paralyzed for 2d6 rounds, or slain. Regardless of the effect chosen, the target receives a 
Fortitude save to negate the additional effect. The DC of this save is equal to 10 + 1/2 the 
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scout's level + the scout's Intelligence modifier. Once a creature has been the target of a master 
strike, regardless of whether or not the save is made, that creature is immune to that scout's 
master strike for 24 hours. Creatures that are immune to sneak attack damage are also immune 
to this feature. 

Opportunist: Prerequisites: ll'^'-level scout. Once per round, the scout can make an 
attack of opportunity against an opponent who has just been struck for damage in melee by 
another character. This attack counts as an attack of opportunity for that round. Even a scout 
with the Combat Reflexes feat can't use the opportunist feature more than once per round. 

Quarry: Prerequisites: ll"'-level scout, favored enemy. The scout can, as a standard 
action, denote one target within her line of sight as her quarry. Whenever she is following the 
tracks of her quarry, a scout can take 10 on her Survival skill checks while moving at normal 
speed, without penalty. In addition, she receives a +2 insight bonus on attack rolls made against 
her quarry, and all critical threats are automatically confirmed. A scout can have no more than 
one quarry at a time and the creature's type must correspond to one of her favored enemy 
types. She can dismiss this effect at any time as a free action, but she cannot select a new 
quarry for 24 hours. If the scout sees proof that her quarry is dead, she can select a new quarry 
after waiting 1 hour. 

Quick Disable: It takes a scout with this feature half the normal amount of time to 
disable a trap using the Disable Device skill (minimum 1 round). 

Resiliency: Once per day, a scout with this feature can gain a number of temporary hit 
points equal to the scout's level. Activating this feature is an immediate action that can only be 
performed when she is brought to below 0 hit points. This feature can be used to prevent her 
from dying. These temporary hit points last for 1 minute. 

If the scout's hit points drop below 0 due to the loss of these temporary hit points, she 
falls unconscious and is dying as normal. 

Scout Crawl: While prone, a scout with this feature can move at half speed. This 
movement provokes attacks of opportunity as normal. A scout with this feature can take a 5- 
foot step while crawling. 

Skill Mastery: Prerequisites: ll'^^-leve! scout. The scout becomes so confident in the use 
of certain skills that she can use them reliably even under adverse conditions. Upon gaining this 
feature, she selects a number of skills equal to 3 + her Intelligence modifier. When making a 
skill check with one of these skills, she may take 10 even if stress and distractions would 
normally prevent her from doing so. A scout may gain this feature multiple times, selecting 
additional skills for skill mastery to apply to each time. 

Slippery Mind: Prerequisites: ll*^-level scout. This feature represents the scout's ability 
to wriggle free from mind-affecting effects that would otherwise control or compel her. If a 
scout with slippery mind is affected by a mind-affecting effect and fails her saving throw, she 
can attempt it again 1 round later at the same DC. She gets only this one extra chance to 
succeed on her saving throw. 

Slow Reactions*: Opponents damaged by the scout's sneak attack can't make attacks of 
opportunity for 1 round. 

Stand Up: A scout with this feature can stand up from a prone position as a free action. 
This still provokes attacks of opportunity for standing up while threatened by a foe. 

Surprise Attack: During the surprise round, opponents are always considered flat-footed 
to a scout with this feature, even if they have already acted. 

Sweep: The scout knows how to size up an area and get the lay of the land in a single 
sweep of her eyes. This sweep provides a +4 circumstance bonus on Perception checks and 
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covers an area out to 30 feet away from the scout. The scout can use this bonus at the start of 
an encounter. 

Anything not concealed can be spotted in a sweep with a successful check (DC 10). The 
DC for concealed or less obvious threats is equal to their Stealth check result. 

Swift Tracker: Prerequisites: 9"'-level scout. The scout can nnove at her normal speed 
while using Survival to follow tracks without taking the normal -5 penalty. She takes only a -10 
penalty (instead of the normal -20) when moving at up to twice normal speed while tracking. 

Track: The scout adds half her level (minimum 1) to Survival skill checks made to follow 
or identify tracks. 

Trailblazer: The scout can discern the best route through unfamiliar or rugged terrain. 
When travelling in poor weather conditions or difficult terrain, the scout can make a Survival 
check to save travel time. 

With a check result of 15 or better, the scout reduces the total travel time by 25%. With 
a 25 or better, the travel time is reduced by 50%. The scout can take 10 on this check, but she 
can't take 20. This feature applies only to long-term travel, not tactical movement. 

Travel time is reduced for everyone travelling in the immediate vicinity of the scout. An 
entire caravan can benefit from a scout's trailblazing. Travelers following the scout, however, do 
not benefit and must pass through the terrain normally. 

Trap Sense: Prerequisites: 3'''-level scout. The scout gains an intuitive sense that alerts 
her to danger from traps, giving her a +1 bonus on Reflex saves made to avoid traps and a +1 
dodge bonus to AC against attacks made by traps. These bonuses increase by +1 for every 3 
levels the scout has attained above 3"^. 

Trap sense bonuses gained from multiple classes stack. 

Trap Spotter: Prerequisites: trapfinding. Whenever a scout with this feature comes 
within 10 feet of a trap, she receives an immediate Perception skill check to notice the trap. 
This check should be made in secret by the GM. 

Trapfinding: The scout adds 1/2 her class level to Perception skill checks made to locate 
traps and to Disable Device skill checks (minimum +1). 

Uncanny Dodge: Prerequisites: 3'^^-level scout. The scout can react to danger before her 
senses would normally allow her to do so. She cannot be caught flat-footed, even if the attacker 
is invisible. She still loses her Dexterity bonus to AC if immobilized. A scout with this feature can 
still lose her Dexterity bonus to AC if an opponent successfully uses the feint action (see Chapter 
8 in Pattifinder RPG Core Rulebooic) against her. 

Wild Empathy: The scout can improve the initial attitude of an animal. This ability 
functions just like a Diplomacy check to improve the attitude of a person (see Chapter 4 in 
Pathfinder RPG Core Rulebook). The scout rolls ld20 and adds her scout level and her Charisma 
bonus to determine the wild empathy check result. The typical domestic animal has a starting 
attitude of indifferent, while wild animals are usually unfriendly. To use wild empathy, the scout 
and the animal must be within 30 feet of one another under normal visibility conditions. 
Generally, influencing an animal in this way takes 1 minute, but, as with influencing people, it 
might take more or less time. 

Woodland Stride: Prerequisites: 7'^-level scout. The scout may move through any sort 
of undergrowth (such as natural thorns, briars, overgrown areas, and similar terrain) at her 
normal speed and without taking damage or suffering any other impairment. This feature does 
not grant the scout any special protection against creatures of the plant type. 
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SKILLS 

Most skills in the Pathfinder Roleplaying Game Core Rulebook are appropriate for use with the contents 
of this document. Unless the GM wants to incorporate fantasy elements into the game, the following 
skills from the Pathfinder Roleplaying Game Core Rulebook are not available in a Pathfinder: Gamma 
World game: Knowledge [arcana]. Knowledge [planes]. Knowledge [religion], Spellcraft, and Use Magic 
Device. 

Skills related to psionics are detailed in the Psionics chapter. 

In addition, the following skills (adapted from the d20 and 3.5 SRDs) should be included. 
COMPUTER USE (INT) 

Check: Most normal computer operations don't require a Computer Use check. However, searching an 
unfamiliar network for a particular file, writing computer programs, altering existing programs to 
perform differently (better or worse), and breaking through computer security are all relatively difficult 
and require skill checks. 

Find File: This skill can be used for finding files or data on an unfamiliar system. The DC for the check and 
the time required are determined by the size of the site on which the character is searching. 



Size of Site 


DC 


Time 


Personal computer 


10 


1 round 


Small office network 


15 


2 rounds 


Large office network 


20 


1 minute 



Massive corporate network 25 10 minutes 
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Defeat Computer Security: This application of Computer Use can't be used untrained. Tlie DC is 
determined by the quality of the security program installed to defend the system. If the check is failed 
by 5 or more, the security system immediately alerts its administrator that there has been an 
unauthorized entry. An alerted administrator may attempt to identify the character or cut off the 
character's access to the system. 

Sometimes, when accessing a difficult site, the character has to defeat security at more than 
one stage of the operation. If the character beats the DC by 10 or more when attempting to defeat 
computer security, the character automatically succeeds at all subsequent security checks at that site 
until the end of the character's session (see Computer Hacking below). 



Level of Security 


DC 


Minimum 


20 


Average 


25 


Exceptional 


35 


Maximum 


40 



Computer Hacking 

Breaking into a secure computer or network is often called hacking. 

When a character hacks, he or she attempts to invade a site. A site is a virtual location 
containing files, data, or applications. A site can be as small as a single computer, or as large as a 
corporate network connecting computers and data archives all over the world— the important thing is 
that access to the site connects the user to everything within it. Some sites can be accessed via the 
Internet; others are not connected to any outside network and can only be tapped into by a user who 
physically accesses a computer connected to the site. 

Every site is overseen by a system administrator— the person in charge of the site, and who 
maintains its security. Often, the system administrator is the only person with access to all of a site's 
functions and data. A site can have more than one system administrator; large sites have a system 
administrator on duty at all times. A character is the system administrator of his or her personal 
computer. 

When a character hacks into a site, the visit is called a session. Once a character stops accessing 
the site, the session is over. The character can go back to the site in the future; when he or she does, it's 
a new session. 

Several steps are required to hack into a site: 
Covering Trades: This step is optional. By making a Computer Use check (DC 20), a character can alter his 
or her identifying information. This imposes a -5 penalty on any attempt made to identify the character 
if his or her activity is detected. 

Access the Site: There are two ways to do this: physically or over the Internet. 

Physical Access: A character gains physical access to the computer, or a computer connected to the site. 
If the site being hacked is not connected to the Internet, this is probably the only way a character can 
access it. A variety of skill checks may be required, depending on the method used to gain access. 
Internet Access: Reaching a site over the net requires two Computer Use checks. The first check (DC 10) 
is needed to find the site on the net. The second is a check to defeat computer security (see the 
Computer Use skill description). Once a character has succeeded in both checks, the character has 
accessed the site. 

Locate What You're Looking For: To find the data (or application, or remote device) the character 
wants, make a Computer Use check. See Find File under the skill description. 
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Defeat File Security: Many networks have additional file security. If that's the case, the character needs 
to mal<e another checl< to defeat computer security. 

Do Your Stuff: Finally, the character can actually do what he or she came to do. If the character just 
wants to look at records, no additional check is needed. (A character can also download data, although 
that often takes several rounds— or even several minutes, for especially large amounts of information— 
to complete.) Altering or deleting records sometimes requires yet another check to defeat computer 
security. Other operations can be carried out according to the Computer Use skill description. 
Defend Security: If the character is the system administrator for a site (which may be as simple as being 
the owner of a laptop), he or she can defend the site against intruders. If the site alerts the character to 
an intruder, the character can attempt to cut off the intruder's access (end the intruder's session), or 
even to identify the intruder. 

To cut off access, make an opposed Computer Use check against the intruder. If the character 
succeeds, the intruder's session is ended. The intruder might be able to defeat the character's security 
and access his or her site again, but the intruder will have to start the hacking process all over. 
Attempting to cut off access takes a full round. 

One surefire way to prevent further access is to simply shut the site down. With a single 
computer, that's often no big deal— but on a large site with many computers (or computers controlling 
functions that can't be interrupted), it may be time-consuming or even impossible. 

To identify the intruder, make an opposed Computer Use check against the intruder. If the 
character succeeds, the character learns the site from which the intruder is operating (if it's a single 
computer, the character learns the name of the computer's owner). Identifying the intruder requires 1 
minute and is a separate check from cutting off access. This check can only be made if the intruder is 
accessing the character's site for the entire length of the check— if the intruder's session ends before 
the character finishes the check, the character automatically fails. 

Degrade Programming: A character can destroy or alter applications on a computer to make use of that 
computer harder or impossible. The DC for the attempt depends on what the character tries to do. 
Crashing a computer simply shuts it down. Its user can restart it without making a skill check (however, 
restarting takes 1 minute). Destroying programming makes the computer unusable until the 
programming is repaired. Damaging programming imposes a -4 penalty on all Computer Use checks 
made with the computer (sometimes this is preferable to destroying the programming, since the user 
might not know that anything is wrong, and won't simply decide to use a different computer). 

A character can degrade the programming of multiple computers at a single site; doing so adds 
+2 to the DC for each additional computer. 



Scope of Alteration 


DC 


Time 


Crash computer 


10 


1 minute 


Destroy programming 


15 


10 minutes 


Damage programming 


20 


10 minutes 



Fixing the degraded programming requires 1 hour and a Computer Use check against a DC equal to the 
DC for degrading it + 5. 

Write Program: A character can create a program to help with a specific task. Doing so grants the 
character a +2 circumstance bonus to the task. 

A specific task, in this case, is one type of operation with one target. 

The DC to write a program is 20; the time required is 1 hour. 
Operate Remote Device: Many devices are computer-operated via remote links. If the character has 
access to the computer that controls such systems, the character can either shut them off or change 
their operating parameters. The DC depends on the nature of the operation. If the character fails the 
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check by 5 or more, the system immediately alerts its administrator that there has been an 
unauthorized use of the equipment. An alerted administrator may attempt to identify the character or 
cut off his or her access to the system. 



Type of Operation 


DC 


Time 


Shut down passive remote (including cameras and door locks) 


20 


1 round per remote 


Shut down active remote (including motion detectors and alarms) 


25 


1 round per remote 


Reset parameters 


30 


1 minute per remote 


Change passcodes 


25 


1 minute 


Hide evidence of alteration 


+10 


1 minute 


Minimum security 


-5 




Exceptional security 


+10 




Maximum security 


+15 





Action: Computer Use requires at least a full-round action. The GM may determine that some tasks 
require several rounds, a few minutes, or longer, as described above. 

Special: A character can take 10 when using the Computer Use skill. A character can take 20 in some 
cases, but not in those that involve a penalty for failure. (A character cannot take 20 to defeat computer 
security or defend security.) 

CRAFT (INT) 

This skill encompasses several categories, each of them treated as a separate skill: Craft [chemical]. Craft 
[electronic]. Craft [mechanical]. Craft [pharmaceutical]. Craft [structural]. Craft [visual arts], and Craft 
[writing]. These Craft skill categories replace those presented in the Pathfinder Roleplaying Game Core 
Rulebook. 

Craft skills are specifically focused on creating objects. To use a Craft skill effectively, a character 
must have a kit or some other set of basic tools. The cost of this equipment varies according to the 
particular Craft skill. 

To use Craft, first decide what the character is trying to make and consult the category 
descriptions below. Once the raw materials have been acquired (costs are given below), make the Craft 
check against the given DC for the object in question. If the character fails the check, he or she does not 
make the object, and the raw materials are wasted (unless otherwise noted). 

Generally, a character can take 10 when using a Craft skill to construct an object, but can't take 
20 (since doing so represents multiple attempts, and the character uses up the raw materials after the 
first attempt). The exception is Craft [writing]; a character can take 20 because the character does not 
use up any raw materials. 

Jury-Rig: A character can choose to attempt jury-rigged, or temporary, repairs using the Craft 
[electronic]. Craft [mechanical], or Craft [structural] skills. Doing this reduces the cost by 30% and the 
Craft check DC by 5, and allows the character to make the checks in as little as a full-round action. 
However, a jury-rigged repair can only fix a single problem with a check, and the temporary repair only 
lasts until the end of the current scene or encounter. The jury-rigged object must be fully repaired 
thereafter. 

A character can also use jury-rig to hot-wire a car or jump-start an engine or electronic device. 
The DC for this is at least 15, and it can be higher depending on the presence of security devices. 
The jury-rig application of the Craft skill can be used untrained. 

Craft [chemical] (Int) 
Trained Only 
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This skill allows a character to mix chemicals to create acids, bases, explosives, and poisonous 
substances. 

Acids and Bases: Acids are corrosives substances. Bases neutralize acids but do not deal damage. A base 
of a certain type counteracts an acid of the same type or a less potent type. 



Craft DCs 



Type of Acid 


Cost 


Acid 


Base 


Time 


Mild (Id6/ldl0) * 


70 domars 


15 


10 


1 min. 


Potent (2d6/2dl0) 


200 domars 


20 


15 


30 min. 


Concentrated (3d6/3dl0) 


650 domars 


30 


20 


Ihr. 



1 The dice rolls in parentheses are typical contact damage/immersion damage caused per round of 
immersion. 



Explosives: Building an explosive from scratch is dangerous. If the Craft [chemical] check fails, the raw 
materials are wasted. If the check fails by 5 or more, the explosive compound detonates as it is being 
made, dealing half of its intended damage to the builder and anyone else in the burst radius. 
If the check succeeds, the final product is a solid material, about the size of a brick. An explosive 
compound does not include a fuse or detonator. Connecting a fuse or detonator requires a Demolitions 
check. 



Type of Scratch-Built Explosive 


Cost 


Craft DC 


Reflex DC (save 
for half damage) 


Time 


Improvised (ld6/5feet) ' 


40 domars 


10 


10 


1 round 


Simple (2d6/5 feet) 


200 domars 


15 


12 


10 min. 


Moderate (4d6/10 feet) 


650 domars 


20 


12 


Ihr. 


Complex (6d6/15 feet) 


2,000 domars 


25 


15 


3hr. 


Powerful (8d5/20 feet) 


9,000 domars 


30 


15 


12 hr. 


Devastating (10d6/25 feet) 


35,000 
domars 


35 


18 


24 hr. 



1 The figures in parentheses are typical damage/burst radius for each type of explosive. 
Scratch built explosives deal concussion damage. 



Poisonous Substances: Solid poisons are usually ingested. Liquid poisons are most effective when 
injected directly into the bloodstream. Gaseous poisons must be inhaled to be effective. The table below 

summarizes the characteristics of various poisons. 

Save DC: The Difficulty Class of the Fortitude save to negate the effects of the poison. 
Onset: The amount of time, if any, before the poison takes effect. 
Frequency: The frequency of the poison's effect. 

Effect: The damage or other effect of the poison. Ability score damage is temporary, unless marked with 
an asterisk, in which case the damage is permanent ability drain. Unconsciousness lasts for ld3 hours, 
and paralysis lasts 2d6 minutes. 

Cure: Most poisons on the following list have a cure of 1 save, but a few of the more potent poisons 
have a cure of 2 consecutive saves. 

Cost: The cost of the raw materials to craft the poison, or to purchase one bottle of solid or liquid poison 
or one high-pressure cylinder of gaseous poison. A bottle holds four doses, while a cylinder holds 
enough gas to fill a 10-foot-radius area. 

Craft DC: The DC of the Craft check to create a quantity of the poison. 
Time: The amount of time required for the Craft check. 
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If the Craft check succeeds, the final product is a synthesized solid or liquid poison stored in a 
bottle (containing 4 doses) or a gas stored in a pressurized cylinder. When released, the gas is sufficient 
to fill a 10-foot-radius area and takes 1 round to fill the area. 



Table: Poisons 







Fort 












Craft 


Poison 


Type 


DC 


Onset 


Frequency 


Effect 


Cure 


Cost 


DC 


Arsenic 


Ingested 


13 


10 

minutes 


1/minute for 
4 minutes 


ld2 Con 


1 save 


120 

domars 


24 


Atropine 


Injury 


13 




1/round for 
6 rounds 


1 Str, 1 Dex 


1 save 


100 

domars 


14 


Belladonna (plant) 


Injested 


14 


10 

minutes 


1/minute for 
6 minutes 


ld2 Str 


1 save 


100 

domars 


n/a 


Blue vitriol 


Injury 


12 


— 


1/round for 
4 rounds 


1 Con 


1 save 


100 

domars 


9 


Blue-ringed octopus 


Injury 


15 




1/round for 


ld2 Con 


1 save 


150 


n/a 


venom 








4 rounds 






domars 




Chloral hydrate 


Ingested 


18 


10 

minutes 


1/minute for 
3 minutes 


Unconscious 1 

minute/ld3 

hours 


1 save 


150 

domars 


28 


Chloroform^ 


Inhaled 


17 


— 


1/minute for 
3 minutes 


Unconscious 1 

minute/ld3 

hours 


1 save 


150 

domars 


24 


Curare (plant) 


Injury 


18 


— 


1/round for 
4 rounds 


ld2 Dex, ld2 
Wis 


1 save 


500 

domars 


n/a 


Cyanide 


Injury 


16 


— 


1/round for 
6 rounds 


ld3 Con 


2 

consecutive 
saves 


1,800 
domars 


31 


Cyanogen 


Inhaled 


19 




1/round for 
6 rounds 


ld2 Con 


1 save 


1,000 
domars 


28 


DDT 


Inhaled 


17 




1/round for 
6 rounds 


IStr 


1 save 


90 

domars 


20 


Knockout gas 


Inhaled 


18 




1/minute for 
3 minutes 


Unconscious 1 

minute/ld3 

hours 


1 save 


200 

domars 


26 


Lead arsenate (gas) 


Inhaled 


12 


— 


1/round for 
6 rounds 


1 Con 


1 save 


150 

domars 


17 


Lead arsenate 


Ingested 


12 


10 


1/minute for 


1 Con 


1 save 


100 


18 


(solid) 






minutes 


6 minutes 






domars 




Mustard gas 


Inhaled 


17 




1/round for 
6 rounds 


ld2 Con 


1 save 


1,800 
domars 


26 


Paris green (gas) 


Inhaled 


14 




1/round for 
6 rounds 


1 Con 


1 save 


200 

domars 


20 


Paris green (solid) 


Ingested 


14 


10 

minutes 


1/minute for 
6 minutes 


1 Con 


1 save 


150 

domars 


24 


Puffer poison (fish) 


Injury 


13 




1/minute for 
6 minutes 


Paralysis 1 
minute 


1 save 


1,000 
domars 


n/a 
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Rattlesnake venom Injury 12 1/round for ld2 Con Isave 1,000 n/a 

6 rounds domars 



Sarin nerve gas 


Inhaled 


18 _ 


1/round for 
6 rounds 


ld2 Con 


2 

consecutive 

saves 


2,500 
domars 


30 


Scorpion/tarantula 
venom 


Injury 


11 _ 


1/round for 
4 rounds 


IStr 


1 save 


200 

domars 


n/a 


Strychnine 


Injury 


19 _ 


1/round for 
6 rounds 


1 Dex, 1 Con 


1 save 


250 

domars 


23 


Tear gas 


Inhaled 


15 _ 


1/round for 
6 rounds 


Nauseated 1 
round 


1 save 


100 

domars 


21 


VX nerve gas 


Inhaled 


22 _ 


1/round for 
6 rounds 


Ids Con 


1 save 


2,750 
domars 
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1 Chloroform gives off vapor that causes unconsciousness. Applying chloroform to an unwilling subject 
requires a successful grapple check and pin. 

n/a: Certain poisons can't be made with the Craft skill. Instead, such a poison must be obtained by 
extracting it from the creature in question. 

Special: A character without a chemical kit takes a -4 penalty on Craft [chemical] checks. 
A character with the Builder feat gets a +2 bonus on all Craft [chemical] checks. 

Craft [electronic] (Int) 
Trained Only 

This skill allows a character to build electronic equipment from scratch, such as audio and video 
equipment, timers and listening devices, or radios and communication devices. 

When building an electronic device from scratch, the character describes the kind of device he 
or she wants to construct; then the Gamemaster decides whether the device is simple, moderate, 
complex, or advanced compared to current technology. 

Table: Scratch-Built Electronics 
Type of Scratch-Built 



Electronics (Examples) 


Cost 


Craft DC 


Time 


Simple (timer or 








detonator) 


70 domars 


15 


Ihr. 


Moderate (radio 








direction finder. 








electronic lock) 


200 domars 


20 


12 hr. 


Complex (cell phone) 


650 domars 


25 


24 hr. 


Advanced (computer) 


3,500 domars 


30 


60 hr. 



Special: A character without an electrical tool kit takes a -4 penalty on Craft [electronic] checks. 
A character with the Builder feat gets a +2 bonus on all Craft [electronic] checks. 

Craft [mechanical] (Int) 
Trained Only 

This skill allows a character to build mechanical devices from scratch, including engines and engine 
parts, weapons, armor, and other gadgets. When building a mechanical device from scratch, the 
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character describes the l<ind of device he or she wants to construct; then the Gamemaster decides if the 
device is simple, moderate, complex, or advanced compared to current technology. 



Type of Scratch-Built Mechanical Device (Examples) 


Cost 


Craft DC 


Time 


Simple (tripwire trap) 


30 domars 


15 


1 hr 


Moderate (engine component, light armor) 


200 domars 


20 


12 hr. 


Complex (automobile engine, 9mm autoloader handgun) 


650 domars 


25 


24 hr. 


Advanced (jet engine, robot) 


2,000 domars 


30 


60 hr. 



This skill can also be used to repair damaged vehicles, robots (and other constructs), and cybernetic 
attachments. Repairing damage to a vehicle takes 1 hour of work, a mechanical tool kit, and a proper 
facility such as a workshop or hangar bay. (Without a tool kit, you take a -4 penalty on your Craft check.) 
At the end of the hour, make a Craft [mechanical] check (DC 20). Success repairs 2d6 points of damage. 
If damage remains, you may continue to make repairs for as many hours as it takes to restore the 
vehicle to full hit points. 

The same rules apply to robots, other constructs, and cybernetic attachments, except that each 
successful application of the Craft [mechanical] skill restores IdlO points of damage (instead of 2d6), 
and the skill check is more difficult to achieve (DC 30). 

This skill may also be used to transplant the "brain" of a destroyed robot into a similar but intact 
robot frame. See the Robot Resurrection for more information on robotic brain transplants. 
Special: A character without a mechanical tool kit takes a -4 penalty on Craft [mechanical] checks. 

A character with the Builder feat gets a +2 bonus on all Craft [mechanical] checks. 

A vehicle, cybernetic attachment, robot, or other construct that is reduced to 0 hp cannot be 
repaired. It can be salvaged for parts, however (see the Salvage feat description). 

Craft [pharmaceutical] (Int) 
Trained Only 

This skill allows a character to compound medicinal drugs to aid in recovery from treatable illnesses. A 
medicinal drug gives a +2 circumstance bonus on Fortitude saves made to resist the effects of a disease. 

The Craft [pharmaceutical] check is based on the severity of the disease to be countered as 
measured by the DC of the Fortitude save needed to resist it. 
Disease Fortitude Save DC Cost Craft DC Time 



14 or lower 


30 domars 


15 


Ihr. 


15-18 


120 domars 


20 


3hr. 


19-22 


500 domars 


25 


6hr. 


23 or higher 


2,000 domars 


30 


12 hr. 



Special: A character without a pharmacist kit takes a -4 penalty on Craft [pharmaceutical] checks. 

A character with the Medical Expert feat gets a +2 bonus on all Craft [pharmaceutical] checks. 

Craft [structural] (Int) 

This skill allows a character to build wooden, concrete, or metal structures from scratch, including 
bookcases, desks, walls, houses, and so forth, and includes such handyman skills as plumbing, house 
painting, drywall, laying cement, and building cabinets. 
Type of Scratch-Built Structure (Examples) Cost Craft DC Time 

Simple (bookcase, false wall) 30 domars 15 12 hr. 
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Moderate (catapult, shed, house deck) 120 domars 20 24 hr. 

Complex (bunker, domed ceiling) 500 domars 25 60 hr. 

Advanced (house) 2,000 domars 30 600 hr. 

When building a structure from scratch, the character describes the kind of structure he or she wants to 

construct; then the Gamemaster decides if the structure is simple, moderate, complex, or advanced in 

scope and difficulty. 

Special: A character without a mechanical tool kit takes a -4 penalty on Craft [structural] checks. 
A character with the Builder feat gets a +2 bonus on all Craft [structural] checks. 

Craft [visual art] (Int) 

This skill allows a character to create paintings or drawings, take photographs, use a video camera, or in 
some other way create a work of visual art. 

When attempting to create a work of visual art, the character simply makes a Craft [visual art] 
check, the result of which determines the quality of the work. 

Unless the effort is particularly elaborate or the character must acquire an expensive piece of 
equipment, the basic components have a cost of 30 domars. 



Skill Check Result 


Effort Achieved 


9 or lower 


Untalented amateur 


10-19 


Talented amateur 


20-24 


Professional 


25-30 


Expert 


31 or higher 


Master 



Creating a work of visual art requires at least a full-round action, but usually takes an hour, a day, or 
more, depending on the scope of the project. 

Special: A character with the Creative feat gets a +2 bonus on all Craft [visual art] checks. 
Craft [writing] (Int) 

This skill allows a character to create short stories, novels, plays, newstract articles and columns, and 
similar works of writing. 

When creating a work of writing, the player simply makes a Craft [writing] check, the result of 
which determines the quality of the work. 

There is no cost to use this skill. 



Skill Check Result 


Effort Achieved 


9 or lower 


Untalented 




amateur 


10-19 


Talented amateur 


20-24 


Professional 


25-30 


Expert 


31 or higher 


Master 



Creating a work of writing requires at least 1 hour, but usually takes a day, a week, or more, depending 
on the scope of the project. 

Special: A character with the Creative feat gets a +2 bonus on all Craft [writing] checks. 

DEMOLITIONS (INT) 

Trained Only 



41 



Check: Setting a simple explosive to blow up at a certain spot doesn't require a check, but connecting 
and setting a detonator does. Also, placing an explosive for maximum effect against a structure calls for 
a check, as does disarming an explosive device. 

Set Detonator: Most explosives require a detonator to go off. Connecting a detonator to an explosive 
requires a Demolitions check (DC 10). Failure means that the explosive fails to go off as planned. Failure 
by 10 or more means the explosive goes off as the detonator is being installed. 

A character can make an explosive difficult to disarm. To do so, the character chooses the 
disarm DC before making his or her check to set the detonator (it must be higher than 10). The 
character's DC to set the detonator is equal to the disarm DC. 

Place Explosive Device: Carefully placing an explosive against a fixed structure (a stationary, unattended 
inanimate object) can maximize the damage dealt by exploiting vulnerabilities in the structure's 
construction. 

The GM makes the check (so that the character doesn't know exactly how well he or she has 
done). On a result of 15 or higher, the explosive deals double damage to the structure against which it is 
placed. On a result of 25 or higher, it deals triple damage to the structure. In all cases, it deals normal 
damage to all other targets within its burst radius. 

Disarm Explosive Device: Disarming an explosive that has been set to go off requires a Demolitions 
check. The DC is usually 10, unless the person who set the detonator chose a higher disarm DC. If the 
character fails the check, he or she does not disarm the explosive. If the character fails by more than 5, 
the explosive goes off. 

Action: Setting a detonator is usually a full-round action. Placing an explosive device takes 1 minute or 
more, depending on the scope of the job. 

Special: A character can take 10 when using the Demolitions skill, but can't take 20. 

A character with the Cautious feat and at least 1 rank in this skill gets a +2 bonus on all 
Demolitions checks. 

A character without a demolitions kit takes a -4 penalty on Demolitions checks. 
Making an explosive requires the Craft [chemical] skill. See that skill description for details. 

DRIVE (DEX) 

Check: Routine tasks, such as ordinary driving, don't require a skill check. Make a check only when some 
unusual circumstance exists (such as inclement weather or an icy surface), or when the character is 
driving during a dramatic situation (the character is being chased or attacked, for example, or is trying to 
reach a destination in a limited amount of time). When driving, the character can attempt simple 
maneuvers or stunts. See Driving a Vehicle for more details. 
Action: A Drive check is a move action. 

Try Again: Most driving checks have consequences for failure that make trying again impossible. 
Special: A character can take 10 when driving, but can't take 20. 

A character with the Vehicle Expert feat gets a +2 bonus on all Drive checks. 

There is no penalty for operating a general-purpose motor vehicle. Other types of motor 
vehicles (heavy wheeled, powerboat, sailboat, ship, and tracked) require the corresponding Surface 
Vehicle Operation feat, or the character takes a -4 penalty on Drive checks. 

IDENTIFY ARTIFACT (INT) 

You can make an Identify Artifact check to correctly identify any unfamiliar technological devices, such 
as artifacts of the ancients. 

Check: When confronted with an unfamiliar piece of technology or artifact of the ancients, you can 
make an Identify Artifact check to correctly surmise the primary (if not singular) purpose of the device. A 
successful check generally allows you to use that particular artifact and all others of its specific kind. For 
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example, if you successfully identify a laser pistol, you can use that particular laser pistol and any other 
laser pistol you acquire thereafter. Players must keep a record of their character's known artifacts 
somewhere on the character sheet. 

A successful check result does not enable you to activate the item if you normally would not be 
able to do so, nor does it make you proficient with the item. The DC of the Identify Artifact check 
depends on the item being identified and the difference in Progress Level, as shown below: 
Unfamiliar Item DC 



Armor, weapon, or equipment item 


0 


Robot or vehicle 


5 


Robotic or vehicular component 


10 


Cybernetic attachment 


15 


Alien artifact or nanotechnology 


20 


Each step in Progress Level (up or down) 


+5 



For example, a party of adventurers from a PL 3 civilization (most current civilizations of Gamma 
Terra are at PL 3) discovers a trove of artifacts - a soother pulse (PL 5 equipment item), a plasma pistol 
(PL 7 weapon), and an AutoDyn hoverbike (PL 7 vehicle) - in a ruined city of the ancients. The DC to 
identify the soother pulse is 10 (base 0 for equipment item, +10 for 2 steps in PL); the DC to identify the 
plasma pistol is 20 (base 0 for weapon, +20 for 4 steps in PL); and the DC to identify the hoverbike is 25 
(base 5 for vehicle, +20 for 4 steps in PL). 

A failed check indicates that the character has failed to discern the nature and purpose of the 
examined item. A check that fails by 5 or more indicates a false identification. A natural 1 on the check 
indicates a dangerous misidentification. For example, a character examining a laser pistol who fails on 
an Identify Artifact check by 5 or more points might misidentify the pistol as a "fancy hammer" and hold 
it by the barrel. If the same character rolls a natural 1 on the check, he might misidentify it as a "healing 
ray" and fire it at a wounded companion. 

Action: Making an Identify Artifact check is usually a full-round action. The GM may decide that complex 
artifacts require more time to examine. 

Try Again: Yes, but if you misidentify an artifact, no further attempts can be made until an attempt to 
use the artifact for its supposed purpose fails. 

Special: Examiners add one-half their examiner level to all Identify Artifact checks. 

A character can take 10 on an Identify Artifact check, but cannot take 20 as there is a penalty 
associated with failure (misidentifyingthe artifact). 

A character that has identified an artifact can use the aid another action to help another 
character identify an artifact of the same specific kind, granting a +4 bonus on the other character's 
Identify Artifact check (instead of the usual +2 bonus) if the aiding character's check succeeds. 
Furthermore, a character aided by another character that has already identified the artifact cannot 
misidentify the artifact, even if a natural 1 is rolled on the check. Failure in this case indicates that the 
character attempting to identify the artifact hasn't comprehended how to use the artifact yet, but may 
try again with a new check. 

PILOT (DEX) 

Trained Only 

Check: Typical piloting tasks don't require checks. Checks are required during combat, for special 
maneuvers, or in other extreme circumstances, or when the pilot wants to attempt something outside 
the normal parameters of the vehicle. When flying, the character can attempt simple maneuvers and 
stunts (actions in which the pilot attempts to do something complex very quickly or in a limited space). 
Each vehicle's description includes a maneuver modifier that applies to Pilot checks made by the 
operator of the vehicle. 
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Action: A Pilot check is a move action. 

Special: A cliaracter can tal<e 10 when mal<ing a Pilot check, but can't take 20. 

A character with the Vehicle Expert feat gets a +2 bonus on all Pilot checks. 

There is no penalty for operating a general-purpose fixed-wing aircraft. Other types of aircraft 
(heavy aircraft, helicopters, jet fighters, and spacecraft) require the corresponding Aircraft Operation 
feat, or else the character takes a -4 penalty on Pilot checks. 

EXPANDED SKILLS 

The following skills are expanded to include rules specific to future campaigns. 
DISABLE DEVICE (INT) 

You can use this skill to disable a robot or external cybernetic attachment. 

Check: Disabling a robot is a full-round action and requires a successful Disable Device check (DC 30). 
The robot must be pinned before the check can be made. 

Disabling an external cybernetic attachment is a full-round action and requires a successful 
Disable Device check (DC 30). The creature to which the cybernetic unit is attached must be pinned 
before the check can be made. You cannot disable internal cybernetic attachments. 
Special: A disabled robot or disabled external cybernetic attachment can be re-enabled with a successful 
Craft check (see the Craft skill). 

HEAL (WIS) 

You can use this skill to conduct field surgery with a surgery kit. 

Surgery (DC 20): With a surgery kit, a character can conduct field surgery. This application of the Heal 
skill carries a -4 penalty, which can be negated with the Surgery feat. Surgery requires ld4 hours; if the 
patient is at negative hit points, add an additional hour for every point below 0 the patient has fallen. 
Surgery restores ld6 hit points for every character level or HD of the patient (up to the patient's full 
normal total of hit points) with a successful skill check. Surgery can only be used successfully on a 
character once in a 24-hour period. 

A creature that undergoes surgery is fatigued for 24 hours, minus 2 hours for every point above 
the DC the surgeon achieves. The period of fatigue can never be reduced below 6 hours in this fashion. 

FEATS 

Almost all feats in the Pathfinder Roleplaying Game Core Rulebook can be used with this document. 
Metamagic feats, item creation feats, and any other feats that pertain to magic or supernatural effects 
generally do not belong in a post-apocalyptic setting, and are only available if the GM wishes to add 
elements of fantasy to the game. 

Feats related to psionics are detailed in the Psionics chapter. 

The following feats (adapted from the d20 and 3.5 SRDs) should be included in addition to the 
feats from the Pathfinder Roleplaying Game Core Rulebook. 

ADVANCED FIREARMS PROFICIENCY 
Prerequisite: Personal Firearms Proficiency. 

Benefit: The character can fire any personal firearm on autofire without penalty (provided, of course, 
that it has an autofire setting). 

Normal: Characters without this feat take a -4 penalty on attack rolls made with personal firearms set 
on autofire. 
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AIRCRAFT OPERATION 

Select a class of aircraft (heavy aircraft, helicopters, jet fighters, or spacecraft). The character is 
proficient at operating that class of aircraft. 

The heavy aircraft class includes jumbo passenger airplanes, large cargo planes, heavy bombers, 
and any other aircraft with three or more engines. Helicopters include transport and combat helicopters 
of all types. Jet fighters include military fighter and ground attack jets. Spacecraft are vehicles such as 
the space shuttle and the lunar lander. 
Prerequisite: Pilot 4 ranks. 

Benefit: The character takes no penalty on Pilot checks or attack rolls made when operating an aircraft 
of the selected class. 

Normal: Characters without this feat take a -4 penalty on Pilot checks made to operate an aircraft that 
falls in any of these classes, and on attacks made with aircraft weapons. There is no penalty when the 
character operates a general-purpose aircraft. 

Special: The character can gain this feat multiple times. Each time the character takes the feat, the 
character selects a different class of aircraft. 

ARMOR PROFICIENCY, POWERED 

You are proficient with powered armor. 
Prerequisites: Heavy Armor Proficiency. 

Benefit: When you wear powered armor, the armor check penalty for that armor applies only to 

Dexterity- and Strength-based skill checks. 

Normal: A character not proficient with powered armor applies its armor check penalty to attack rolls 
and to all skill checks that involve moving. 

BUILDER 

Benefit: Pick two of the following skills: Craft [chemical]. Craft (electronic). Craft [mechanical], and Craft 
[structural]. The character gets a +2 bonus on all checks with those skills. 

Special: The character can select this feat twice. The second time, the character applies it to the two 
skills he or she didn't pick originally. Remember that Craft [chemical]. Craft (electronic), and Craft 
[mechanical] cannot be used untrained. 

BURST FIRE 

Prerequisites: Wisdom 13, Personal Firearms Proficiency, Advanced Firearms Proficiency. 
Benefit: When using an automatic firearm with at least five bullets loaded, the character may fire a 
short burst as a single attack against a single target. The character receives a -4 penalty on the attack 
roll, but deals +2 dice of damage. 

Firing a burst expends five bullets and can only be done if the weapon has five bullets in it. 
Normal: Autofire uses ten bullets, targets a 10-foot-by-lO-foot area, and can't be aimed at a specific 
target. Without this feat, if a character attempts an autofire attack at a specific target, it simply counts 
as a normal attack and all the extra bullets are wasted. 

Special: If the firearm has a three-round burst setting, firing a burst expends three bullets instead of five 
and can be used if the weapon has only three bullets in it. 

CAUTIOUS 

Benefit: The character gets a +2 bonus on all Demolitions checks and Disable Device checks. 
Special: Remember that the Demolitions skill and the Disable Device skill can't be used untrained. 

CRAFT CYBERNETICS 
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You can construct cybernetic attachments. 

Prerequisites: Craft [electrical] 10 ranks, Craft [mechanical] 10 ranks, Heal 5 ranks. 

Benefits: You can build cybernetic attachments. You must first pay one-half the normal cost of the 

attachment (to acquire the necessary components), then invest 24 hours in its construction. At the end 

of that time, you must succeed at a Craft [mechanical] check (DC 30) and a Craft [electrical] check (DC 

30). 

If both Craft checks succeed, the cybernetic attachment functions properly and can be installed 
at any time (see the Cybernetic Surgery feat). If either or both checks fail, the attachment's design is 
flawed; another 24 hours must be spent fixing the problems, and two new checks must be made at the 
end of that time. 

CREATIVE 

Benefit: Pick two of the following skills: Craft [visual art], Craft [writing]. Perform (act). Perform (dance). 
Perform (keyboards). Perform (percussion instruments). Perform (sing). Perform (stand-up). Perform 
(string instruments), and Perform (wind instruments). The character gets a +2 bonus on all checks with 
those two skills. 

Special: A character can select this feat as many as five times. Each time, the character selects two new 
skills from the choices given above. 

CYBERNETIC SURGERY 

You can graft cybernetic attachments onto living tissue as well as safely remove them. 
Prerequisites: Heal 8 ranks. Surgery. 

Benefit: You can make a Heal check (DC 20) to install or remove a cybernetic attachment. If you do not 
have a surgery kit or access to a medical facility, you take a -4 penalty on the check. Cybernetic surgery 
takes ld4 hours. 

The consequences of failure are severe: If your check result fails by 5 or more, the installation or 
removal of the cybernetic attachment causes undue physical trauma to the patient, who suffers ld4 
points of Constitution damage. If the check result fails by 10 or more, the Constitution damage is treated 
as Constitution drain instead. 

A character who undergoes cybernetic surgery (successful or not) is fatigued for 24 hours. 
Reduce this time by 2 hours for every point above the DC the surgeon achieves. The period of fatigue 
can never be reduced below 6 hours in this fashion. 

Normal: Characters without this feat take a -8 penalty on Heal checks made to perform cybernetic 
surgery (-4 penalty if they have the Surgery feat). 

CYBERTAKER 

You can have more cybernetic attachments than normal without suffering ill effects. 

Benefit: The maximum number of cybernetic attachments you can have without suffering negative 

levels increases by 1. 

Special: You can gain this feat multiple times. Its effects stack. 
DOUBLE TAP 

Prerequisites: Dexterity 13, Point Blank Shot. 

Benefit: When using a semiautomatic firearm with at least two bullets loaded, the character may fire 
two bullets as a single attack against a single target. The character receives a -2 penalty on this attack, 
but deals +1 die of damage with a successful hit. Using this feat fires two bullets and can only be done if 
the weapon has two bullets in it. 
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DRIVE-BY ATTACK 

Benefit: The character takes no vehicle speed penalty when making an attack while in a moving vehicle. 
Also, if the character is the driver, he or she can take his or her attack action to make an attack at any 
point along the vehicle's movement. 

Normal: When attacking from a moving vehicle, a character takes a penalty based on the vehicle's 
speed. Passengers can ready an action to make an attack when their vehicle reaches a particular 
location, but the driver must make his or her attack action either before or after the vehicle's 
movement. 

EXOTIC FIREARMS PROFICIENCY 

Choose a weapon type from the following list: cannons, heavy machine guns, grenade launchers, and 
rocket launchers. 

Prerequisites: Personal Firearms Proficiency, Advanced Firearms Proficiency. 
Benefit: The character makes attack rolls with the weapon normally. 

Normal: A character who uses a weapon without being proficient with it takes a -4 penalty on attack 
rolls. 

Special: A character can gain this feat as many as four times. Each time a character takes the feat, he or 
she selects a different weapon group. 

FORCE STOP 

Prerequisites: Drive 4 ranks. Vehicle Expert. 

Benefit: When the character attempts a sideswipe stunt with a surface vehicle, the character can force 
the other vehicle to a stop by nudging it into a controlled sideways skid. In addition to the normal 
requirements for attempting a sideswipe stunt, the character must have sufficient movement remaining 
to move a number of squares equal to the character's turn number. 

After succeeding on the check to attempt the sideswipe, the character makes a Drive check 
opposed by the other driver. If the character succeeds, turn the other vehicle 90 degrees across the 
front of the character's, so that they form a tee. Move them forward a distance equal to the character's 
turn number. The vehicles end their movement at that location, at stationary speed, and take their 
normal sideswipe damage. 

If the character fails the check, resolve the sideswipe normally. 

MEDICAL EXPERT 

Benefit: The character gets a +2 bonus on all Craft [pharmaceutical] checks and Heal checks. 
Special: Remember that the Craft [pharmaceutical] skill can't be used untrained. 

PERSONAL FIREARMS PROFICIENCY 

Benefit: The character can fire any personal firearm without penalty. 

Normal: Characters without this feat take a -4 penalty on attack rolls made with personal firearms. 
QUICK RELOAD 

Prerequisite: Base attack bonus +1. 

Benefit: Reloading a firearm with an already filled box magazine or speed loader is a free action. 
Reloading a revolver without a speed loader, or reloading any firearm with an internal magazine, is a 
move action. 

Normal: Reloading a firearm with an already filled box magazine or speed loader is a move action. 
Reloading a revolver without a speed loader, or reloading any firearm with an internal magazine, is a 
full-round action. 
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SALVAGE 

You can salvage electrical and mechanical parts from destroyed vehicles, robots, and cybernetic 
attachments. 

Benefit: Salvaging a destroyed vehicle, robot, or cybernetic attachment takes time, as noted in Table: 
Salvage. 

At the end of this time, make a Perception check. If the check succeeds, you may sell the 
salvaged parts for scrap or use them to offset the cost of future building projects. The value of the 
salvaged part is equal to a percentage of the normal cost of the vehicle, robot, or cybernetic 
attachment. 



TABLE: SALVAGE 



Salvaged Machine 


Time 
Required 


Perception 
Check DC 


Value 


Vehicle 


Huge or smaller 


30 min. 


15 


10% 


Gargantuan 


Ihr. 


20 


5% 


Colossal 


3hr. 


25 


1% 


Robot 


Tiny or smaller 


10 min. 


20 


10% 


Small to Large 


30 min. 


25 


5% 


Huge or bigger 


Ihr. 


30 


1% 


Cybernetic 
Attachment 


Replacement 


10 min. 


15 


10% 


Enhancement 


30 min. 


20 


5% 



Special: A particular vehicle, robot, or cybernetic attachment can be successfully salvaged only once. 
Any further attempts to salvage the wreckage fail automatically. 

SKIP SHOT 

Prerequisites: Point Blank Shot, Precise Shot. 

Benefit: If the character has a solid, relatively smooth surface on which to skip a bullet (such as a street 
or a concrete wall), and a target within 10 feet of that surface, the character may ignore cover between 
the character and the target. However, the character receives a -2 penalty on his or her attack roll, and 
the character's attack deals -1 die of damage. 

Special: The surface doesn't have to be perfectly smooth and level; a brick wall or an asphalt road can 
be used. The target can have no more than nine-tenths cover for A character to attempt a skip shot. 

STRAFE 

Prerequisites: Personal Firearms Proficiency, Advanced Firearms Proficiency. 

Benefit: When using a firearm on autofire, the character can affect an area four 5-foot squares long and 

one square wide (that is, any four squares in a straight line). 

Normal: A firearm on autofire normally affects a 10-foot-by-lO-foot area. 

SURFACE VEHICLE OPERATION 
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Select a class of surface vehicle (heavy wheeled, powerboat, sailboat, ship, or tracked). The character is 
proficient at operating that class of vehicle. 

The heavy wheeled class includes all kinds of semi-trucks and tractor-trailers, as well as wheeled 
construction vehicles (such as earth movers) and wheeled armored vehicles (such as some armored 
personnel carriers). Powerboats are engine-powered water vessels designed for operation by a single 
person and usually no more than 100 feet in length. Sailboats are wind-powered water vessels. Ships are 
large, multicrewed water vessels. Tracked vehicles include bulldozers and tanks and other military 
vehicles. 

Prerequisite: Drive 4 ranks. 

Benefit: The character takes no penalty on Drive checks or attack rolls made when operating a surface 
vehicle of the selected class. 

Normal: Characters without this feat take a -4 penalty on Drive checks made to operate a surface 
vehicle that falls under any of these classes, and to attacks made with vehicle weapons. There is no 
penalty when you operate a general-purpose surface vehicle. 

Special: A character can gain this feat as many as five times. Each time the character takes the feat, he 
or she selects a different class of surface vehicle. 

SURGERY 

Prerequisite: Heal 4 ranks. 

Benefit: The character can use the Heal skill to perform surgery without penalty. See the expanded Heal 
skill description. 

Normal: Characters without this feat take a -4 penalty on Heal checks made to perform surgery. 
VEHICLE DODGE 

Prerequisites: Dexterity 13, Drive 6 ranks or Pilot 6 ranks. Vehicle Expert. 

Benefit: When driving a vehicle, during the character's action the character designates an opposing 
vehicle or a single opponent. The character's vehicle and everyone aboard it receive a +1 dodge bonus 
to AC against attacks from that vehicle or opponent. The character can select a new vehicle or opponent 
on any action. 

VEHICLE EXPERT 

Benefit: The character gets a +2 bonus on all Drive checks and Pilot checks. 

MUTATIONS 

The Apocalypse changed the face of the Earth, leveling mountains and blasting away coastlines. It also 
changed the Earth's inhabitants, both blessing and cursing them. Strange energies that permeate the 
atmosphere have hastened the evolution or regression of many species, resulting in minor and major 
mutations and drawbacks. 

While a mutation can assume many forms, it typically signifies an abnormal trait or ability not 
common to the species. Mutations can be pronounced or unnoticeable. They may grant extraordinary 
abilities or effect subtle to grotesque changes in a creature's physiology. 

Mutations may appear only at birth or manifest as consequences of radiation exposure or some 
horrible physical trauma. 

Ordinarily, a GM should allow players to select appropriate mutations and drawbacks for their 
characters using the Mutation Point (MP) system presented below. However, for GM-controlled 
creatures and NPCs, the GM can determine mutations randomly. Whenever a creature or NPC gains a 
mutation, the GM may roll percentile dice and consult Table: Mutations below, then select an 
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appropriate number of drawbacks with a total IVIP value equal to or greater than the MP cost of the 
randomly determined mutation. 

All special qualities granted by mutations are considered extraordinary abilities. Using an 
extraordinary ability is a free action unless noted otherwise. 

MUTATION POINTS 

Mutation Points (MP) provide a simple method of selecting mutations while preserving game balance. 
All creatures (including player characters) begin play with 0 MP. A creature gains MP by selecting one or 
more drawbacks— physical deformities and disabilities that make the creature less effective in play. A 
creature can then "spend" the MP on one or more beneficial mutations. The total MP spent on 
beneficial mutations cannot exceed the total MP the creature gains from drawbacks. A creature may still 
have unspent MP after choosing beneficial mutations, however. These unspent MP can be spent on new 
mutations at a later time. 



TABLE: MUTATIONS 



d% 


Mutation (Type) 


MP Cost 


01-02 


Extra Digits (Cosmetic) 


0 


03-04 


Fins (Cosmetic) 


0 


05-06 


Forked Tongue (Cosmetic) 


0 


07-08 


Horns (Cosmetic) 


0 


09-10 


Scaly Skin (Cosmetic) 


0 


11-12 


Thin Fur Coat (Cosmetic) 


0 


13-14 


Unnatural Eyes (Cosmetic) 


0 


15-16 


Unnatural Hair (Cosmetic) 


0 


17-18 


Unnatural Skin (Cosmetic) 


0 


19-20 


Unnatural Voice (Cosmetic) 


0 


21-22 


Acidic Saliva (Minor) 


1 


23-24 


Adrenaline Jolt (Minor) 


3 


25-26 


Claws (Minor) 


1 


27-28 


Darkvision (Minor) 


3 


29-30 


Energy Diffusion (Minor) 


2 


31-32 


Fangs (Minor) 


1 


33-34 


Force Barrier (Minor) 


3 


35-36 


Gills (Minor) 


2 


37-38 


Great Horns (Minor) 


1 


39-40 


Hypersensitivity (Minor) 


3 


41-42 


Leaper (Minor) 


1 


43-44 


Scaly Armor (Minor) 


3 


45-46 


Scent (Minor) 


2 


47-48 


Second Wind (Minor) 


2 


49-50 


Smokescreen (Minor) 


1 


51-52 


Tail (Minor) 


1 


53-54 


Thick Fur Coat (Minor) 


1 


55-56 


Ultra Immune System (Minor) 


2 


57-58 


Wall Crawler (Minor) 


2 


59-60 


Webbed Digits (Minor) 


1 
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61-62 


Echolocator (Major) 


5 




63-64 


Elasticity (IViajor) 


5 




65-66 


Energy Absorption (IViajor) 


4 




67-68 


Enlarged Form (Major) 


6 




69-70 


Exoskeleton (Major) 


5 




11-11 


Extra Arms (Major) 


6 




IZ-IA 


Gazing Eye (Major) 


4 




15-lb 


Pheromone Attraction (Major) 


6 




ll-lS 


Prehensile Tail (Major) 


4 




79-80 


Prickly Pear (Major) 


4 




81-82 


Radioactive (Major) 


5 




83-84 


Skeletal Reinforcement (Major) 


5 




85-86 


Stinger (Major) 


4 




87-88 


Telekinetic Mind (Major) 


5 




89-90 


Telepathy (Major) 


5 




91-92 


Tentacle (Major) 


6 




93-94 


Venomous Bite (Major) 


4 




95-96 


Vexing Voice (Major) 


4 




97-98 


Wings (Major) 


6 




99-100 


X-Ray Vision (Major) 


6 




TABLE: DRAWBACK 


d% 


Drawback 


MP Value 


01-05 


Ability Decay^ 




4 


06-10 


Blood Hunger 




1 


11-15 


Brittle Bones 




4 


16-20 


Combat Fear 




4 


21-25 


Cybernetic Dependency 




6 


26-30 


Festering Sores 




2 


31-35 


Frailty 




3 


36-40 


Heat/Cold Susceptibility 




1 


41-45 


Lethargy 




2 


46-50 


Light Sensitivity 




1 


51-55 


Lost Arm 




3 


56-60 


Mindslave 




2 


61-65 


Neutrad Dependency 




5 


66-70 


Pheromone Repulsion 




1 


71-75 


Poisonous Blood 




6 


76-80 


Rapid Aging 




2 


81-85 


Reduced Speed^ 




3 


86-90 


Thin Skin 




5 


91-95 


Ultraviolet Allergy 




3 


96-100 


Weak Immune System 




1 



1 You may take this drawback multiple times. Its effects stack. 
Hiding Physical Deformities 

Many mutations come with physical deformities. Some mutations are easy to hide, while others are 
harder to conceal. 

Any mutation that alters a creature's physical appearance imposes a penalty on the creature's 
Disguise checks. For creatures trying to conceal multiple physical deformities or alterations, the 
penalties stack. A cosmetic mutation imposes a -1 penalty on Disguise checks, while a minor or major 
mutation imposes a -2 penalty on Disguise checks. Drawbacks do not apply penalties to Disguise checks. 

MUTATION DESCRIPTIONS 

Cosmetic IVIutations: The simplest and least mechanically complicated mutation is a cosmetic mutation. 
A cosmetic mutation has no game effect other than to change a creature's appearance in some fashion. 
Cosmetic mutations cost 0 MP. 

IVIinor IVIutations: A minor mutation not only changes a creature's appearance in some fashion but also 
grants it a beneficial (if minor) special ability or useful feature, such as darkvision or gills. A minor 
mutation costs 1-3 MP and can usually be offset by a single drawback. 

Major Mutations: A major mutation fundamentally changes the genetics and physiology of a particular 
creature. Moreover, it grants the creature a beneficial special ability or feature it couldn't otherwise 
possess, such as telekinesis or the ability to fly. A major mutation costs 4 or more MP and must be offset 
by one or more drawbacks. 

Drawbacks: A creature with minor or major mutations also has drawbacks to offset them. Drawbacks 
are special disabilities or vulnerabilities that negatively affect a creature. Each drawback has an MP 
value, and a creature can spend these MP on minor and major mutations to offset the negative effects 
of the drawback. 

ABILITY DECAY [DRAWBACK] 

Your body or mind suffers from some marked deformity or deterioration. 
MP Value: 4. 

Drawback: One of your ability scores (your choice) permanently decreases by 2. You cannot apply this 
drawback to an ability score of 3 or less. 

Special: You may take this drawback multiple times. Its effects stack. 

ACIDIC SALIVA [MINOR] 

Your saliva can burn other creatures like acid. 
MP Cost: 1. 

Benefit: Your bite attack deals an extra ld4 points of acid damage with each successful hit. 

Special: You must have a natural bite attack to take this mutation. You cannot gain this mutation if you 

have the Venomous Bite mutation. 

ADRENALINE JOLT [MINOR] 

You can flood your bloodstream with extreme amounts of adrenaline to temporarily boost your Strength 
or Dexterity. 
MP Cost: 3. 

Benefit: Once per day, as a free action, you can temporarily increase either your Strength or your 
Dexterity by ld4+l points. The increase lasts for a number of rounds equal to 3 + your Constitution 
modifier. 
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BLOOD HUNGER [DRAWBACK] 

You crave the taste of blood. Moreover, you need to drink blood to survive. 
MP Cost: 1. 

Drawback: You must drain a pint of blood from a living creature once every 24 hours. Doing so is an 
attack action, and you can only drain blood from a willing, helpless, or dying (but not dead) creature. 
The bitten creature takes normal damage from the bite attack plus an extra ld6 points of damage from 
the blood loss. 

If you go 24 hours without consuming blood, you take ld4 points of Constitution damage. 
Drinking a pint of blood cures the ability damage caused by blood deprivation in ld6 rounds. Ability 
damage caused by blood deprivation cannot be restored through natural healing. 
Special: You must have a natural bite attack to take this drawback. 

BRITTLE BONES [DRAWBACK] 

Your bones weaken such that you can no longer withstand hard or sudden impacts. 
MP Value: 4. 

Drawbacks: You take an additional 50% damage from bludgeoning attacks. In addition, you take an 
additional ld5 points of damage from a fall. 

Special: You cannot take this drawback if you have the Skeletal Reinforcement mutation. 
CLAWS [MINOR] 

Your hands mutate into sharp claws. 
MP Cost: 2. 

Benefit: You gain a claw attack that deals slashing damage dependent on your size: Small ld4. Medium 
ld6. Large ld8. Your claws are treated as natural weapons and do not provoke attacks of opportunity. 
You can make two claw attacks per round at your full base attack bonus. If you get multiple attacks with 
a full-attack action, you can make multiple claw attacks. Your full Strength modifier applies to damage 
dealt with claw attacks made as your primary attack. There is no such thing as an off-hand for you when 
you fight using both claws (both claws are treated as primary weapons). 

When using a full-attack action, you can make a claw attack as a secondary attack. A secondary 
claw attack is made at your full base attack bonus -5, and you apply half of your Strength modifier to 
damage dealt. 

Having claws does not adversely affect your manual dexterity. 
Special: If you have the extra arms mutation, you must buy the claws mutation twice to have claws on 
all four hands. 

If you have three or more natural attacks (for example, two claws and a bite), you meet the 
prerequisites for the Multiattack feat. 

COMBAT FEAR [DRAWBACK] 

Due to a chemical imbalance in your brain, you are gripped by an inexplicable fear whenever you face a 
dangerous or frightening situation. 
MP Value: 4. 

Drawback: After initiative is rolled but before you take your first action in combat, make a Will saving 
throw (DC 15). If you fail the Will save, you are shaken for the rest of the encounter, taking a -2 penalty 
on attack rolls, saving throws, and skill checks. If the save succeeds, you overcome your moment of fear 
and negate the ill effects. 

CYBERNETIC DEPENDENCY [DRAWBACK] 
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Radiation exposure causes your body tissues to degenerate. You rely on a cybernetic implant to repair 
damage to your body. 
MP Value: 6. 

Drawback: You need a body repair weave (see Cybernetics) to heal naturally. For you, the body repair 
weave does not confer its usual benefit (improved natural healing). If the implant is destroyed, you 
cannot heal damage naturally until it is replaced or repaired. 
Special: This drawback is available only in Progress Level 7 or higher campaigns. 

DARKVISION [MINOR] 

You gain darkvision. 
MP Cost: 3. 

Benefit: You can see in total darkness out to a range of 60 feet. Darkvision is black and white only but is 
otherwise like normal sight. 

ECHOLOCATOR [MAJOR] 

You develop the ability to absorb sound waves and translate them into mental images that accurately 
portray the surrounding environment. This ability is similar to a bat's ability to operate and hunt in total 
darkness via echolocation. 
MP Cost: 5. 

Benefit: You gain the blindsight ability out to a range of 60 feet. 
ELASTICITY [MAJOR] 

You can bend and twist your body in unnatural ways and squeeze through very tight spaces. 
MP Cost: 4. 

Benefit: You gain a +10 mutation bonus on Escape Artist checks. Moreover, you can squeeze through an 
opening or passage one-tenth as wide and tall as your height, in inches. A creature using this mutation 
to move through a tight space moves at one-quarter normal speed. 

ENERGY ABSORPTION [MAJOR] 

You can absorb impressive amounts of harmful energy. 
MP Cost: 4. 

Benefit: You gain resistance 10 to two types of energy or resistance 20 to one type of energy, chosen 
from the following list: acid, cold, electricity, fire, or sonic/concussion. 

ENERGY DIFFUSION [MINOR] 

Your body's ability to withstand energy damage increases. 
MP Cost: 2. 

Benefit: You gain resistance 5 to two types of energy or resistance 10 to one type of energy, chosen 
from the following list: acid, cold, electricity, fire, or sonic/concussion. 

ENLARGED FORM [MAJOR] 

You grow, becoming a freakishly large specimen of your kind. 
MP Cost: 6. 

Benefits: You become as large as your size category allows (8 feet tall for Medium characters, 4 feet tall 
for Small characters). However, you function in many ways as if you were one size category larger. 
Whenever you are subject to a size modifier or special size modifier for attempting or defending against 
a combat maneuver (such as during grapple checks, bull rush attempts, and trip attempts), you are 
treated as one size larger when it is advantageous to you. You are also considered to be one size larger 
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when determining whether special attacl<s based on size (such as improved grab or swallow whole) can 
affect you. You can use weapons designed for a creature one size larger without penalty (for example, a 
Medium character with this mutation can wield a Large weapon without penalty). 
This mutation does not change your face or reach. 

EXOSKELETON [MAJOR] 

A thick exoskeleton forms over your skin. The exoskeleton usually consists of interlocking plates of bone 
or chitin covering 90% or more of your body. 
MP Cost: 5. 

Benefit: You gain a +3 natural armor bonus to Armor Class, or your existing natural armor bonus 
improves by 3. 

Special: A creature with fur, scales, or the Scaly Armor mutation cannot gain this mutation. 
EXTRA ARMS [MAJOR] 

You grow an additional pair of arms. The extra arms look and behave exactly like your other arms. 
MP Cost: 6. 

Benefit: As a creature with more than two arms, you gain a +4 mutation bonus on Climb checks and 
grapple checks. For the purposes of combat, both extra arms are treated as "off hands" (that is, you still 
have only one primary hand). 

Special: If you have three or more natural attacks (four claws, for example), you meet the prerequisites 
for the Multiattackfeat. This mutation does not give you Multiattack as a bonus feat, however. 

EXTRA DIGITS [COSMETIC] 

You gain an extra digit on each hand and foot. The extra fingers or toes, although fully functional, do not 
confer any special benefit, nor do they hinder you in any way. 
MP Cost: 0. 
Benefit: None. 

FANGS [MINOR] 

Your teeth mutate into vicious fangs. 
MP Cost: 1. 

Benefit: You gain a vicious bite attack that deals piercing damage dependent on your size: Small ld4. 
Medium ld6, Large ld8. Your bite is treated as a natural weapon and does not provoke attacks of 
opportunity. You can make one bite attack per round at your full base attack bonus. If you get multiple 
attacks with a full-attack action, you can make multiple bite attacks. You apply 1—1/2 your Strength 
modifier applies to damage dealt with bite attacks made as your primary attack. 

When using a full-attack action, you can make a bite attack as a secondary attack. A secondary 
bite attack is made at your full base attack bonus -5, and you apply half of your Strength modifier to 
damage dealt. 

Special: This mutation can be used in conjunction with the Acidic Saliva or Venomous Bite mutation. 

If you have three or more natural attacks (for example, two claws and a bite), you meet the 
prerequisites for the Multiattack feat. 

FESTERING SORES [DRAWBACK] 

Your skin is covered with painful, festering sores. 
MP Value: 2. 
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Drawback: The festering sores are more aggravating than harnnful, but they make it especially hard to 
wear armor. When you wear any type of armor, decrease the armor's maximum Dexterity bonus by -2 
and increase its armor penalty by +4. 

FINS [COSMETIC] 

Your body sprouts fishlike fins. A fin might begin on the top of your head and go all the way down your 
spine. Others might appear on your forearms or calves, or they might sprout from your shoulders or 
ears. The fins confer no special abilities. 
MP Cost: 0. 
Benefit: None. 

FORCE BARRIER [MINOR] 

You can generate an electromagnetic force field around yourself to deflect or absorb incoming attacks. 
MP Cost: 3. 

Benefit: As a free action, you can generate an invisible electromagnetic barrier around yourself that 
provides a +3 deflection bonus to Armor Class. The barrier lasts a number of rounds equal to your 
current Constitution modifier (minimum 1 round). You can create the force field three times per day. 
Special: Portable electronic devices such as cell phones, sensor comps, and headsets temporarily cease 
to function if held or worn by you while the electromagnetic force barrier is in effect. 

FORKED TONGUE [COSMETIC] 

You gain a forked tongue like that of a snake. Your new tongue might be a different color and longer 
than your old one. 
MP Cost: 0. 
Benefit: None. 

FRAILTY [DRAWBACK] 

Your body is particularly vulnerable to the ravages of poison, disease, radiation, and other ailments. You 
also have trouble stabilizing when severely wounded. 
MP Value: 3. 

Drawback: You take a -2 penalty on all Fortitude saves, and a -2 penalty on Constitution checks made to 
stabilize at negative hit points. (The -2 penalty on Constitution checks made to stabilize stacks with the 
penalty for negative hit points; thus, if you are at -3 hit points, your total penalty is -5.) 
Special: You cannot take this mutation if you have the Great Fortitude feat. 

GAZING EYE [MAJOR] 

You grow an extra eye in the middle of your forehead. In addition to improving your visual acuity, the 
"weird eye" gives you a special gaze attack that makes other creatures tremble. 
MP Cost: 4. 

Benefits: The extra eye grants a +2 mutation bonus on Perception checks. 

As a free action, you can use the extra eye to make a special gaze attack against one creature 
within 20 feet. The creature must succeed on a Will save (DC 10 + one-half your level + your Charisma 
modifier) or be shaken for 2d6 rounds. This gaze attack is a mind-affecting compulsion, and any creature 
that successfully saves against your gaze attack cannot be affected again for 24 hours. The gazing eye 
has no effect on other creatures with gazing eyes. 

GILLS [MINOR] 
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You grow a set of gills that can draw the oxygen out of water. The gills appear on your neck, chest, or 
back (near your windpipe or lungs). 
MP Cost: 2. 

Benefit: You can breathe both air and water. You can operate underwater indefinitely, with no fear of 
drowning. 

GREAT HORNS [MINOR] 

You sprout horns capable of damaging or goring a target. The horns nnay be curled like a ram's or 
pointed like a bull's. Conversely, you may grow a single horn in the middle of the forehead, like that of a 
rhinoceros, or a large rack of antlers, like that of a moose. 
MP Cost: 1. 

Benefit: You gain a single gore attack that deals bludgeoning damage (curled ram horns or moose 
antlers) or piercing damage (pointed bull horns or one great rhino horn). The amount of damage 
depends on your size: Small ld4, Medium ld5, Large IdS. Your horns are treated as natural weapons 
and do not provoke attacks of opportunity. You can make one gore attack per round at your full base 
attack bonus. If you get multiple attacks with a full-attack action, you can make multiple gore attacks. 
You apply 1—1/2 your Strength modifier to damage dealt with gore attacks made as your primary 
attack. 

When using a full-attack action, you can make a gore attack as a secondary attack. A secondary 
gore attack is made at your full base attack bonus -5, and you apply half of your Strength modifier to 
damage dealt. 

Special: If you have three or more natural attacks (for example, two claws and a gore), you meet the 
prerequisites for the Multiattack feat. 

HEAT/COLD SUSCEPTIBILITY [DRAWBACK] 

Your body does not react well to particularly hot or cold temperatures. 
MP Value: 1. 

Drawbacic You take double damage from prolonged exposure to extreme heat or cold. 
HORNS [COSMETIC] 

Two or more tiny horns sprout from your head, shoulders, or arms. These blunt-tipped nubs are too 
small to serve any use in combat. 
MP Cost: 0. 
Benefit: None. 

HYPERSENSITIVITY [MINOR] 

You are particularly (some might say unnaturally) sensitive to your surroundings. 
MP Cost: 3. 

Benefit: You gain a +2 mutation bonus on Perception checks. You also gain Blind-Fight as a bonus feat. 
LEAPER [MINOR] 

You gain the ability to leap incredible distances. 
MP Cost: 1. 

Benefit: You gain a +10 mutation bonus on all Acrobatics checks made to jump. 
LETHARGY [DRAWBACK] 

Thanks to slow electrical impulses along your central nervous system, you have trouble reacting quickly 
to danger. 
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MP Value: 2. 

Drawback: You take a -2 penalty on all Reflex saves. 

Special: You cannot take this mutation if you have the Lightning Reflexes feat. 

LIGHT SENSITIVITY [DRAWBACK] 

Your eyes cannot adjust to bright light. 
MP Value: 1. 

Drawbacks: Abrupt exposure to bright light (such as sunlight) blinds you for 1 round. On subsequent 
rounds, you take a -1 penalty on attack rolls and Perception checks as long as you remain in the affected 
area. 

LOST ARM [DRAWBACK] 

One of your arms withers or gets eaten away, leaving behind a stump. 
MP Value: 3. 

Drawback: You lose one arm of your choice. You cannot effectively wield weapons that require two 
hands. In addition, you take a -2 penalty on Climb checks. Swim checks, and grapple checks. 
Special: You can replace your lost arm with a cybernetic replacement arm, assuming such technology is 
available and you can afford it. 

MINDSLAVE [DRAWBACK] 

You have certain mental deficiencies that make it harder to resist mind-influencing effects. 
MP Value: 2. 

Drawback: You take a -2 penalty on all Will saves. 

Special: You cannot take this mutation if you have the Iron Will feat. 

NEUTRAD DEPENDENCY [DRAWBACK] 

You rely on a medical compound called neutrad to survive. 
MP Value: 6. 

Drawback: If you go 24 hours without taking a dose of neutrad you must make a successful Fortitude 
save (DC 15) or take 1 point of Strength damage and 1 point of Constitution damage. Taking a dose of 
neutrad cures the ability damage caused by neutrad deprivation in ld6 rounds. Ability damage caused 
by neutrad deprivation cannot be restored through natural healing. 

Special: This drawback can be taken only in Progress Level 6 or higher campaigns (when neutrad is 
available). 

PHEROMONE ATTRACTION [MAJOR] 

You can regulate the production of pheromones in your body and release them at will, altering the 
moods of other nearby creatures. 
MP Cost: 6. 

Benefits: You gain a +4 mutation bonus on all Bluff, Diplomacy, Handle Animal, and Intimidate checks 

made against creatures within 30 feet of you. 

Special: You cannot take this mutation if you have the Pheromonal Repulsion drawback. 

PHEROMONE REPULSION [DRAWBACK] 

You release pheromones that other creatures find repulsive. 
MP Value: 1. 

Drawbacks: You take a -4 penalty on all Diplomacy and Handle Animal checks made against creatures 
within 30 feet of you. 
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Special: You cannot take this drawback if you have the Pheromone Attraction mutation. 
POISONOUS BLOOD [DRAWBACK] 

Your blood is poisonous to your own body. You must take regular doses of antitox to resist the poison's 

effects. 

MP Value: 6. 

Drawback: If you go 24 hours without taking a dose of antitox you are poisoned by your own blood. In 

effect, your blood affects you as an ingested poison with a DC 15 Fortitude save, a frequency of 

1/minute for 4 minutes, an effect of 1 Con damage, and a cure of 2 consecutive saving throws. Taking a 

dose of antitox cures the ability damage caused by antitox deprivation in ld6 rounds. Ability damage 

caused by antitox deprivation cannot be restored through natural healing. 

Special: This drawback can be taken only in Progress Level 6 or higher campaigns (when antitox is 

available). 

PREHENSILE TAIL [MAJOR] 

You grow a tail that can grasp and hold objects. 
MP Cost: 4. 

Benefits: A prehensile tail grants a +2 mutation bonus on Acrobatics checks made to balance. It can also 
grasp and manipulate a simple object up to one size category smaller than the creature's size category. 
A prehensile tail cannot be used to operate a piece of equipment that requires opposable digits or fine 
motor control (such as a cell phone). 

A creature can "hang" from its prehensile tail indefinitely by wrapping it around a larger object, 
thereby freeing up its other limbs. The prehensile tail isn't dexterous or strong enough to fire ranged 
weapons or make melee attacks, however. 

Special: A creature that already has a tail cannot gain this mutation. 
PRICKLY PEAR [MAJOR] 

Bony spurs or chitinous spikes protrude from your joints, giving you a jagged profile and making you 
dangerous to grapple. 
MP Cost: 4. 

Benefits: You deal ld4 points of piercing damage to any creature you are grappling or any creature that 
grapples you. Furthermore, you deal ld4 points of piercing damage per round to any creature that 
swallows you using the swallow whole ability. 

RADIOACTIVE [MAJOR] 

You are immune to some radiation and can emit bursts of harmful radiation from your body. 
MP Cost: 5. 

Benefits: You are immune to mild, low, and moderate degrees of radiation exposure. In addition, your 
body acts as a radiation battery, storing the energy for later use. Once per day as a free action, you may 
release a 60-foot-radius burst of radiation centered on you. All creatures within the burst radius are 
exposed to a moderate degree of radiation (Fortitude DC 18, onset 3d6 hours, frequency 1/day, effect 
ld6-l Con, cure 2 consecutive saving throws). 

RAPID AGING [DRAWBACK] 

You age at an increased rate due to the strain your mutations place on your cells. You appear many 
years older than your actual age. 
MP Value: 2. 



59 



Drawback: Double your actual age to get your effective age. Your effective age determines your ability 
score penalties. You do not gain any of the benefits of aging (increased mental ability scores). 

REDUCED SPEED [DRAWBACK] 

You are unable to move as quickly as normal due to various mutations and deformities. 
MP Value: 3. 

Drawback: Reduce your speed by 5 feet. This speed decrease also applies to any natural burrow, climb, 
fly, or swim speed you might have. 

Special: You may take this drawback multiple times. Its effects stack. 
SCALY ARMOR [MINOR] 

Thick, overlapping scales cover your body. The scales are hard but dry to the touch. 
MP Cost: 3. 

Benefit: You gain a +2 natural armor bonus to Armor Class, or your existing natural armor bonus 
improves by 2. 

Special: A creature with fur, chitin, or the Exoskeleton mutation cannot gain this mutation. 
SCALY SKIN [COSMETIC] 

Your flesh becomes thicker and less porous, giving rise to a thin layer of scales covering your flesh. The 
scales are typically smooth and dry, like those of a snake, and can vary in color and pattern. The scales 
may not cover your entire body, instead appearing in patches on your face, neck, torso, and limbs. 
MP Cost: 0. 
Benefit: None. 

Special: A creature with fur, scales, or chitin cannot gain this mutation. 
SCENT [MINOR] 

You can detect approaching enemies, sniff out hidden foes, and track by sense of smell. You can also 
identify familiar odors the way humans do familiar sights. 
MP Cost: 2. 

Benefit: You gain the scent special ability. (See Appendix 1 in Pathfinder RPG Core Rulebook for rules on 
the scent ability.) 

SECOND WIND [MINOR] 

You can shrug off minor wounds with ease. 
MP Cost: 2. 

Benefit: Once per day, as a free action, you can heal yourself of a number of points of damage equal to 
your Constitution score (minimum 1). 

SKELETAL REINFORCEMENT [MAJOR] 

Your bones become more resilient, allowing you to withstand greater amounts of punishment. 
MP Cost: 5. 

Benefits: You take only half damage from bludgeoning attacks. In addition, the damage you take from a 
fall is reduced by one die. 

Special: You cannot take this mutation if you have the Brittle Bones drawback. 
SMOKESCREEN [MINOR] 

You expel chemicals through your pores to create an inky-black cloud of smoke, engulfing yourself and 
the surrounding area. 
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MP Cost: 1. 

Benefit: Once per day, as a free action, you can produce a 20-foot-radius cloud of smoke centered on 
yourself. The cloud is stationary once created. The inky-black smoke obscures all sight, including 
darkvision, beyond 5 feet. A creature 5 feet away has partial concealment (20% miss chance). Creatures 
farther away have total concealment (50% miss chance, and the attacker cannot use sight to locate the 
target). 

This ability functions underwater. A moderate wind or current disperses the cloud in 4 rounds. A 
strong wind or current disperses the cloud in 1 round. 

STINGER [MAJOR] 

A poisonous stinger erupts from some part of your body - usually a needlelike barb protruding from an 
arm or leg joint, or a scorpionlike stinger on the end of a tail or similar appendage. 
MP Cost: 4. 

Benefit: Your sharp stinger deals piercing damage dependent on your size: Small ld4, Medium ld6. 
Large IdS. The stinger is treated as a natural weapon and does not provoke attacks of opportunity. You 
can make one sting attack per round at your full base attack bonus. If you get multiple attacks with a 
full-attack action, you can sting multiple times. You apply 1—1/2 your Strength modifier to damage 
dealt with sting attacks made as your primary attack. 

When using a full-attack action, you can make a sting attack as a secondary attack. A secondary 
sting attack is made at your full base attack bonus -5, and you apply half of your Strength modifier to 
damage dealt. 

In addition, the stinger injects poison into the target (DC 15 Fortitude save, frequency 1/round 
for 4 rounds, effect ld2 Constitution damage, cure 2 consecutive saving throws). 
Special: This mutation can be used in conjunction with the Tail mutation, but the tail cannot be used as 
a bludgeoning weapon during the same round the stinger is used. 

If you have three or more natural attacks (for example, two claws and a stinger), you meet the 
prerequisites for the Multiattack feat. 

TAIL [MINOR] 

You grow a thick tail. The tail may be fur-covered, slender and whiplike like a rat's, or scaly like a lizard's. 
Although the tail improves your balance and can serve as a weapon, it cannot be used for gripping 
objects. 
MP Cost: 1. 

Benefits: The tail provides a +2 mutation bonus on all Acrobatics checks made to balance. In addition, 
you gain a single tail slam attack that deals bludgeoning damage dependent on your size: Small ld4. 
Medium ld6. Large ld8. Your tail is treated as a natural weapon and does not provoke attacks of 
opportunity. You can make one tail slam attack per round at your full base attack bonus. If you get 
multiple attacks with a full-attack action, you can make multiple tail slam attacks. You apply 1—1/2 your 
Strength modifier to damage dealt with tail slam attacks made as your primary attack. 

When using a full-attack action, you can make a tail slam attack as a secondary attack. A 
secondary tail slam attack is made at your full base attack bonus -5, and you apply half of your Strength 
modifier to damage dealt. 

Special: A creature that already has a tail or the Prehensile Tail mutation cannot gain this mutation. This 
mutation can be used in conjunction with the Stinger mutation. 

If you have three or more natural attacks (for example, two claws and a tail), you meet the 
prerequisites for the Multiattack feat. 

TELEKINETIC MIND [MAJOR] 
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You can perform minor telekinetic feats. 
MP Cost: 5. 

Benefit: As a move action, you can move an unattended object weighing up to 5 pounds up to 15 feet in 
any direction. Using this ability does not provoke attacks of opportunity. You must be able to see the 
object you are affecting, however. You must concentrate on the object to move it telekinetically. If your 
concentration is broken while you are levitating the object (see concentration checks in Pathfinder RPG 
Core Rulebook) the object falls. 

This ability can be used at will. 

TELEPATHY [MAJOR] 

You gain limited telepathic ability. 
MP Cost: 5. 

Benefit: As a free action, you can forge a telepathic link with another living creature within 100 feet of 
you. The creature with which you form the link must have an Intelligence score of 6 or higher, and it 
must be a willing participant in the link. You can communicate telepathically through the link even if you 
do not share a common language, but no special control or influence is established as a result of the 
link. If you and the linked creature move more than 100 feet apart, the telepathic link severs instantly. 
You can telepathically link with only one creature at a time during any given round, but the ability can be 
used at will. 

TENTACLE [MAJOR] 

A single tentacle grows from your side or back. The tentacle might resemble an octopus's suckered 
tentacle or a simple, scaly pseudopod. 
MP Cost: 6. 

Benefits: The tentacle grants a +4 mutation bonus on combat maneuver checks made to grapple. It can 
also grasp and manipulate a simple object of your size category or smaller. For example, a Medium 
creature can use the tentacle to grasp and manipulate a Medium or smaller object. The tentacle cannot 
be used to operate a piece of equipment that requires opposable digits or fine motor control (such as a 
cell phone). 

You can "hang" from your tentacle indefinitely by wrapping it around a larger object, thereby 
freeing up your other limbs. The tentacle isn't dexterous enough to fire ranged weapons, but it can be 
used to make a slam attack. The tentacle's slam attack deals an amount of bludgeoning damage 
dependent on your size: Small ld4. Medium ld6, Large ld8. The tentacle is treated as a natural weapon 
with a 10-foot reach, and attacks made with it do not provoke attacks of opportunity. You can make one 
tentacle slam attack per round at your full base attack bonus. If you get multiple attacks with a full- 
attack action, you can make multiple tentacle slam attacks. You apply 1—1/2 your Strength modifier to 
damage dealt with tentacle slam attacks made as your primary attack. 

When using a full-attack action, you can make a tentacle slam attack as a secondary attack. A 
secondary tentacle slam attack is made at your full base attack bonus -5, and you apply half of your 
Strength modifier to damage dealt. 

Special: If you have three or more natural attacks (for example, two claws and a tentacle), you meet the 
prerequisites for the Multiattack feat. 

THICK FUR COAT [MINOR] 

You grow a thick, protective layer of fur over your body. 
MP Cost: 1. 

Benefits: You gain a +1 natural armor bonus to your Armor Class, and a +4 mutation bonus on Fortitude 
saves against extreme cold temperatures. 
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Special: A creature with fur, scales, or chitin cannot gain this mutation. 
THIN FUR COAT [COSMETIC] 

You grow a thin coat of brown or golden-brown fur, similar to that of a small mammal. 
MP Cost: 0. 
Benefit: None. 

Special: A creature with fur, scales, or chitin cannot gain this mutation. 

THIN SKIN [DRAWBACK] 

You are more susceptible to harm. 
MP Value: 5. 

Drawback: You take 1 additional point of damage each time you are wounded. 
ULTRA IMMUNE SYSTEM [MINOR] 

You develop a powerful immune system capable of repelling many poisons, diseases, and radiation 

sickness. 

MP Cost: 2. 

Benefit: You gain Ultra Immune System as a bonus feat even if you don't meet the feat's prerequisite. 
The bonus you gain on Fortitude saves against poisons, diseases, and radiation is treated as a mutation 
bonus. 

ULTRAVIOLET ALLERGY [DRAWBACK] 

Ultraviolet light burns your flesh and causes it to ignite. 
MP Value: 4. 

Drawback: Ultraviolet light (including direct sunlight) burns you for 2d6 points of fire damage per round 
and causes any light, flammable clothing you are wearing to ignite. 

UNNATURAL EYES [COSMETIC] 

The color of your eyes changes drastically. The color, whatever it may be, is unnatural and atypical of 
your species. Perhaps your eyes turn dead black, maybe they change color to suit your mood, or perhaps 
they glow faintly in the dark. 
MP Cost: 0. 
Benefit: None. 

UNNATURAL HAIR [COSMETIC] 

Your hair or fur color changes drastically to a shade that is uncommon for your species. You may have 
fur or hair that is multicolored, streaked, splotched, or slightly luminescent. Your hair or fur may also 
change color with your mood. 
MP Cost: 0. 
Benefit: None. 

UNNATURAL SKIN [COSMETIC] 

The color of your skin or exoskeleton changes drastically, assuming a hue or texture that is both 
unnatural and atypical of your species. Your skin might be a single color, splotched, or patterned in some 
freakishly unnatural way. Your skin might gain dynamic pigments that change color based on outside 
stimuli, such as exposure to ultraviolet light. 
MP Cost: 0. 
Benefit: None. 
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UNNATURAL VOICE [COSMETIC] 

Your voice changes in some marl<ed fashion. It might change pitch or become more lyrical, raspy, 
whispery, or guttural. 
MP Cost: 0. 
Benefit: None. 

VENOMOUS BITE [MAJOR] 

Your natural bite attack injects poison into your victim's bloodstream. 
MP Cost: 4. 

Benefit: Any creature you successfully hit with your bite attack must make a successful Fortitude save 
(DC 10 + one-half your level +your Constitution modifier) to negate the effects (frequency 1/round for 4 
rounds, effect ld2 Constitution damage, cure 2 consecutive saving throws). 

Special: You must have a natural bite attack to gain the benefit of this mutation. You cannot take this 
mutation if you have the Acidic Saliva mutation. 

VEXING VOICE [MAJOR] 

You can vex another creature using the peculiar resonance of your voice. 
MP Cost: 4. 

Benefit: Select any living creature within 30 feet of you as the target; the creature must be able to hear 

your voice to be affected. Upon hearing your voice, the creature must make a successful Will save (DC 
10 + one-half your level + your Charisma modifier) or be dazed for 1 round. A successful save negates 
the effect. This ability is a mind-affecting compulsion usable three times per day. Using this ability is a 
free action. 

WALL CRAWLER [MINOR] 

You can walk walls and cling to ceilings like a spider. You have tiny barbs on your hands and feet to 
facilitate climbing, and your fingers and toes secrete a transparent adhesive that lets you cling to 
smooth surfaces. 
MP Cost: 2. 

Benefits: As long as your hands and feet are uncovered, you can climb perfectly smooth, flat, vertical 
surfaces. In addition, you gain a +4 mutation bonus on all Climb checks. Wearing gloves or footwear 
reduces the bonus to +2, and wearing both gloves and footwear negates the bonus entirely. 

You also gain a +4 mutation bonus on Acrobatics checks made to balance when moving across a 
slippery surface. Wearing any kind of footwear negates this bonus. 

WEAK IMMUNE SYSTEM [DRAWBACK] 

Your body has difficulty preventing infections from entering its system, and thus it is prone to sickness 
and disease. 
MP Value: 1. 

Drawback: You take a -2 penalty on all Fortitude saves against poison, disease, and radiation sickness. 
Special: You cannot take this drawback if you have the Ultra Immune System feat. 

WEBBED DIGITS [MINOR] 

You grow webbing between your fingers or toes and can move more easily through liquids. 
MP Cost: 1. 

Benefit: You gain a +4 mutation bonus on all Swim checks. Having webbed digits does not interfere with 
your ability to grasp or manipulate objects. 
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WINGS [MAJOR] 

You sprout a pair of birdlike or batlil<e wings. 
MP Cost: 6. 

Benefit: Your wings grant a natural fly speed of 60 feet (average maneuverability). In addition, you treat 
Fly as a class skill. 

X-RAY VISION [MAJOR] 

You can see into and through solid matter. 
MP Cost: 6. 

Benefit: X-ray vision allows you to see through 1 foot of brick or stone, 1 inch of metal or composite 
alloy, and up to 3 feet of wood, plaster, or dirt. Thicker substances or a thin sheet of lead blocks your 
vision. X-ray vision has a maximum range of 20 feet and allows you to see as if you were looking at 
something in normal light, even if there is no illumination. 

PSIONICS 

PSIONIC SKILLS 

The skills below relate to the use of psionics, and are class skills for the esper. In addition to three new 
skills (Autohypnosis, Psicraft, and Use Psionic Device), a new category is provided for the Knowledge 
skill, and new uses are given for concentration checks. 

AUTOHYPNOSIS (WIS; TRAINED ONLY) 

You have trained your mind to gain mastery over your body and the mind's own deepest capabilities. 
Check: The DC and the effect of a successful check depend on the task you attempt. 



Task 


DC 


Ignore caltrop wound 


18 


Memorize 


15 


Resist dying 


20 


Resist fear 


Fear effect DC 


Tolerate poison 


Poison's DC 


Willpower 


20 



Ignore Caltrop Wound: If you are wounded by stepping on a caltrop, your speed is reduced to 
one-half normal. A successful Autohypnosis check removes this movement penalty. The wound doesn't 
go away— it is just ignored through self-persuasion. 

Memorize: You can attempt to memorize a long string of numbers, a long passage of verse, or 
some other particularly difficult piece of information. Each successful check allows you to memorize a 
single page of text (up to 800 words), numbers, diagrams, or sigils (even if you don't recognize their 
meaning). If a document is longer than one page, you can make additional checks for each additional 
page. You always retain this information; however, you can recall it only with another successful 
Autohypnosis check. 

Resist Dying: You can attempt to subconsciously prevent yourself from dying. If you have 
negative hit points and are losing hit points (at 1 per round, 1 per hour), you can substitute a DC 15 
Autohypnosis check for your Constitution check to see if you become stable. If the check is successful. 
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you stop losing hit points (you do not gain any hit points, however, as a result of the check). You can 
substitute this check for the Constitution check in later rounds if you are initially unsuccessful. 

Resist Fear: In response to any fear effect, you make a saving throw normally. If you fail the 
saving throw, you can make an Autohypnosis check on your next round even while overcome by fear. If 
your autohypnosis check meets or beats the DC for the fear effect, you shrug off the fear. On a failed 
check, the fear affects you normally, and you gain no further attempts to shrug off that particular fear 
effect. 

Tolerate Poison: You can choose to substitute an Autohypnosis check for a saving throw against 
any standard poison's effect. 

Willpower: If reduced to 0 hit points (disabled), you can make an Autohypnosis check. If 
successful, you can take a normal action while at 0 hit points without taking 1 point of damage. You 
must make a check for each strenuous action you want to take. A failed Autohypnosis check in this 
circumstance carries no direct penalty— you can choose not to take the strenuous action and thus avoid 
the hit point loss. If you do so anyway, your hit points drop to -1, as normal when disabled. 
Action: None. Making an Autohypnosis check doesn't require an action; it is either a free action (when 
attempted reactively) or part of another action (when attempted actively). 
Try Again: Yes, for memorize and willpower uses, though a success doesn't cancel the effects of a 
previous failure. No for the other uses. 

KNOWLEDGE [PSIONICS] (INT) 

Like the Craft and Profession skills. Knowledge actually encompasses a number of unrelated skills. This 
entry specifically relates to the body of lore dealing with the phenomena of psionics in all its many 
manifestations. 

Knowledge [psionics] covers ancient mysteries, psionic traditions, psychic symbols, cryptic 
phrases, astral constructs, and psionic genotypes. You can use this skill to identify psionic monsters and 
their special powers or vulnerabilities. 

Untrained: An untrained Knowledge [psionics] check is simply an Intelligence check. Without actual 
training, you know only common knowledge (DC 10 or lower). 

PSICRAFT (INT; TRAINED ONLY) 

Use this skill to identify powers as they are manifest or powers already in place. 

Check: You can identify powers and psionic effects. The DCs for Psicraft checks relating to various tasks 

are summarized on the table below. 



Psicraft DC 


Tasl< 


15 + power 


Identify a power being manifested. (You must sense the power's display, or see some visible 


level 


effect, to identify a power.) No action required. No retry. 


15 + power 


When manifesting detect psionics, determine the discipline involved in the aura of a single 


level 


item or creature you can see. (If the aura is not a power effect, the DC is 15 + 1/2 esper 




level.) No action required. 


15 + power 


Address a power stone to figure out what power or powers it contains. 


level 




20 + power 


Identify a power that's already in place and in effect. You must be able to see or detect the 


level 


effects of the power. No action required. No retry. 


20 + power 


Identify materials created or shaped by psionics, such as noting that a particular object was 


level 


created using a metacreativity power. No action required. No retry. 


25 + power 


After rolling a saving throw against a power targeted on you, determine what that power 


level 


was. No action required. No retry. 
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25 Identify a psionic tattoo. Requires 1 minute. No retry. 

20 Draw a diagram to enhance manifestation of psionic dimensional anclior on a summoned 

creature*. Requires 10 minutes. No retry. The player does not see the result of this checl<. 

30 or higher Understand a strange or unique psionic effect, such as the effects of an outcrop of psionically 

resonant crystal. Time required varies. No retry. 
* May not be applicable to some campaigns. 

Additionally, certain powers allow you to gain information about psionic effects, provided that you make 
a successful Psicraft check as detailed in the power description. 
Action: Varies, as noted above. 
Try Again: See above. 

Special: If you have the Psionic Affinity feat, you get a +2 bonus on Psicraft checks. 
USE PSIONIC DEVICE (CHA; TRAINED ONLY) 

Use this skill to activate psionic devices, including power stones (chunks of crystal that store specific 
powers) and dorjes (slender crystal wands charged with several uses of the same power), that 
otherwise you could not activate. 

Check: You can use this skill to address a power stone (to learn what powers are encoded on it) or to 
activate a psionic item. This skill lets you use a psionic item as if you had the manifesting ability or class 
features of another class, as if you were a different genotype, or as if you were a different alignment. 

You make Use Psionic Device checks each time you activate a device such as a dorje. If you are 
using the check to emulate an alignment or some other quality in an ongoing manner, you need to make 
the relevant emulation checks once per hour. 

You must consciously choose what to emulate. That is, you must know what you are trying to 
emulate when you make an emulation check. The DCs for various tasks involving Use Psionic Device are 
summarized on the table below. 



Use Psionic Device DC 


Task 


25 


Activate blindly 


25 + power level 


Address a power stone 


See text 


Emulate an ability score 


30 


Emulate an alignment 


20 


Emulate a class feature 


25 


Emulate a genotype 


20 


Use a dorje 


20 + esper level 


Use a power stone 



Activate Blindly: Some psionic items are activated by special specific thoughts or conceptions. 
You can activate such items as if you were using the activation method, even if you're not and even if 
you don't know it. You do have to use something equivalent. You have to wave the item around or 
otherwise attempt to get it to activate. You get a special +2 bonus if you've activated the item at least 
once before. 

If you fail the check by 10 or more, you suffer brainburn. This brainburn affects you in the same 
way as brainburn that can occur when you attempt to manifest a power from a power stone, except that 
the damage is ld4 points per power level instead of ld6. Brainburn damage from activating blindly is in 
addition to brainburn damage from manifesting a power from a power stone. 

Address a Power Stone: Successfully addressing a power stone allows you to find out what 
power or powers it contains. Doing this requires 1 minute of concentration. 
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Emulate an Ability Score: To manifest a power from a power stone, you need a high ability score 
in the appropriate ability. Your effective ability score (appropriate to the class you're emulating when 
you try to manifest the power from the power stone) is your check result minus 15. If you already have a 
high enough score in the appropriate ability, you don't need to make this check. 

Emulate an Alignment: Some psionic items have positive or negative effects based on your 
alignment. Use Psionic Device lets you use these items as if you were of an alignment of your choice. 
You can emulate only one alignment at a time. 

Emulate a Class Feature: Sometimes you need to use a class feature to activate a psionic item. 
Your effective level in the emulated class equals your check result minus 20. This skill does not let you 
use the class feature of another class. It just lets you activate items as if you had the class feature. 
If the class whose feature you are emulating has an alignment requirement, you must meet it, either 
honestly or by emulating an appropriate alignment as a separate check (see above). 

Emulate a Genotype: Some psionic items work only for certain genotypes, or work better for 
those of certain genotypes. You can use such an item as if you were a genotype of your choice. You can 
emulate only one genotype at a time. 

Use a Dorje: Normally, to use a dorje, you must have the dorje's power on your class power list. 
This use of the skill allows you to use a dorje as if you had a particular power on your class power list. 
This use of the skill applies to other power trigger psionic items, if applicable. 

Use a Power Stone: Normally, to manifest a power from a power stone, you must have the 
power stone's power on your class power list. This use of the skill allows you to use a power stone as if 
you had a particular power on your class power list. The DC is equal to 20 + the esper level of the power 
you are trying to manifest from the power stone. 

Note: Before you use a power stone, you must first have addressed it to determine what powers it 
contains. In addition, manifesting a power from a power stone requires a minimum score (10 + power 
level) in the appropriate ability. If you don't have a high enough score, you must emulate the ability 
score with a separate check (see above). This use of the skill applies to other power completion 
psionic items. 

Action: None. The Use Psionic Device check is made as part of the action (if any) required to activate the 
psionic item. 

Try Again: Yes, but if you ever roll a natural 1 while attempting to activate an item and you fail, you can't 
try to activate it again for a day. 
Special: You cannot take 10 with this skill. 

You can't aid another on Use Psionic Device checks. Only the user of the item can attempt such 

a check. 

A character with the Psionic Affinity feat gets a +2 bonus on Use Psionic Device checks. 
CONCENTRATION CHECK 

The following are additional uses for the concentration check. 

Cliecl<: You must make a concentration check whenever you might potentially be distracted (by taking 
damage, by harsh weather, and so on) while engaged in some action that requires your full attention. 
Such actions include manifesting a power, concentrating on an active power, directing a power, or using 
a psi-like ability. 

If the concentration check succeeds, you can continue with the action as normal. If the check 
fails, the action automatically fails and is wasted. If you were in the process of manifesting a power, the 
power points are lost. If you were concentrating on an active power, the power ends as if you had 
ceased concentrating on it. If you were directing a power, the direction fails but the power remains 
active. If you were using a psi-like ability, that use of the ability is lost. 
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The table below summarizes various types of distractions that cause you to make a 
concentration check. If the distraction occurs while you are trying to manifest a power, you must add 
the level of the power you are trying to manifest to the appropriate concentration DC. 



Concentration DC^ 


Distraction 


10 + damage dealt 


Damaged during the action.^ 


10 + half of continuous damage last 


Taking continuous damage during the action.' 


dealt 




15 + power level 


Attempting to manifest a power without its 




display. 


15 


Entangled. 


Distracting power's save DC 


Distracted by nondamaging power." 


20 


Gain psionic focus. 


20 


Grappling or pinned. (You can manifest powers 




normally unless you fail your concentration 




check.) 


Distracting power's save DC 


Weather caused by power* 


1 If you are trying to manifest, concentrate on, or direct a power when the distraction 


occurs, add the level of the power to the indicated DC. 


2 Such as during the manifestation of a power with a manifesting time of 1 round or 


more. Also from an attack of opportunity or readied attack made in response to the 


power being manifested (for powers with a manifesting time of 1 action) or the action 


being taken (for activities requiring 


no more than a full-round action). 


3 Such as from standing in natural fire or lava. 



4 If the power allows no save, use the save DC it would have if it did allow a save. 



Gain Psionic Focus: Merely holding a reservoir of psionic power points in mind gives psionic 
characters a special energy. Psionic characters can put that energy to work without actually paying a 
power point cost— they can become psionically focused as a special use of the concentration check. 

If you have 1 or more power points available, you can meditate to attempt to become 
psionically focused. The DC to become psionically focused is 20. Meditating is a full-round action that 
provokes attacks of opportunity. When you are psionically focused, you can expend your focus on any 
single concentration check you make thereafter. When you expend your focus in this manner, your 
concentration check is treated as if you rolled a 15. It's like taking 10, except that the number you add to 
your concentration modifier is 15. You can also expend your focus to gain the benefit of a psionic feat- 
many psionic feats are activated in this way. 

Once you are psionically focused, you remain focused until you expend your focus, become 
unconscious, or go to sleep, or until your power point reserve drops to 0. 

Action: Usually none. In most cases, making a concentration check doesn't require an action; it is either 
a free action (when attempted reactively) or part of another action (when attempted actively). 
Meditating to gain psionic focus is a full-round action. 

Try Again: Yes, though a success doesn't cancel the effects of a previous failure, such as the loss of the 
power points for a power being manifested or the disruption of a power being concentrated on. 
Special: You can use concentration to manifest a power or use a psi-like ability defensively, so as to 
avoid attacks of opportunity altogether. The DC of the check is 15 + the power's level. If the 
concentration check succeeds, you can manifest normally without provoking any attacks of opportunity. 
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If the concentration check fails, the power also automatically fails and the power points are wasted, just 
as if your concentration had been disrupted by a distraction. 

A character with the Combat Manifestation feat gets a +4 bonus on concentration checks made 
to manifest a power or use a psi-like ability while on the defensive or while grappling or pinned. 

PSIONIC FEATS 

Psionic feats are available only to characters and creatures with the ability to manifest powers. (In other 
words, they either have a power point reserve or have psi-like abilities.) 

Psionic feats cannot be disrupted in combat (as powers can be) and generally do not provoke 
attacks of opportunity (except as noted in their descriptions). Psionic feats are not subject to power 
resistance and cannot be dispelled; however, they do not function in areas where psionics is suppressed, 
such as a null psionics field. Leaving such an area immediately allows psionic feats to be used. 

Many psionic feats can be used only when you are psionically focused; others require you to 
expend your psionic focus to gain their benefit. Expending your psionic focus does not require an action; 
it is part of another action (such as using a feat). When you expend your psionic focus, it applies only to 
the action for which you expended it. 

PSIONIC ITEM CREATION FEATS 

Espers can use their personal power and wealth to create lasting psionic items. Doing so, however, is 
expensive. An esper must invest costly psionically-resonant materials into every psionic item he or she 
creates. 

A psionic item creation feat lets an esper create a psionic item of a certain type. Regardless of 
the type of items they involve, the various item creation feats all have certain features in common. 
Raw Materials Cost: Creating a psionic item requires costly components, most of which are consumed in 
the process. The cost of these materials equals 1/2 the cost of the item. 

Using a psionic item creation feat also requires access to a laboratory or psionic workshop, 
special tools, and other equipment. A character generally has access to what he or she needs unless 
unusual circumstances apply (such as if he's traveling far from home). 

Time: The time to create a psionic item depends on the feat and the cost of the item. The minimum time 
is one day. 

Item Cost: Craft Dorje, Imprint Stone, and Scribe Tattoo create items that directly reproduce the effects 
of powers, and the strength of these items depends on their esper level— that is, a power from such an 
item has the strength it would have if manifested by an esper of that level. Often, that is the minimum 
esper level necessary to manifest the power. (Randomly discovered items usually follow this rule.) 
However, when making such an item, the item's strength can be set higher than the minimum. Any time 
a character creates an item using a power augmented by spending additional power points, the 
character's effective esper level for the purpose of calculating the item's cost increases by 1 for each 1 
additional power point spent. (Augmentation is a feature of many powers that allows the power to be 
amplified in various ways if additional power points are spent.) All other level-dependent parameters of 
the power forged into the item are set according to the effective esper level. 

The cost of psionic items (and thus the cost of the raw materials) depends on the level of the 
power and a character's esper level. The character's esper level must be high enough that the item 
creator can manifest the power at the chosen level. To find the final cost in each case, multiply the 
character's esper level by the power level, then multiply the result by a constant, as shown below. 

Power Stones: Base cost = power level x esper level x 25 domars 

Psionic Tattoos: Base cost = power level x esper level x 50 domars 

Dorjes: Base cost = power level x esper level x 750 domars 
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Extra Costs: Any dorje, power stone, or psionic tattoo that stores a power with a costly nnaterial 
component also carries a commensurate cost. 

For psionic tattoos and power stones, the creator must expend the material component when 
creating the item. For a dorje, the creator must expend 50 units of the material component. Some 
psionic items similarly incur extra costs in material components, as noted in their descriptions. 
Skill Check: Successfully creating a psionic item requires a Psicraft check with a DC equal to 10 + the 
item's manifester level. The DC of this check can increase if the crafter is rushed or does not meet all of 
the prerequisites. A failed check ruins the materials used. For more details, see chapter 15 in the 
Pathfinder Roleplaying Game Core Rulebook. Psionic item creation feats, psionic items, and Psicraft 
checks are treated as psionic item creation feats, psionic items, and Powercraft checks respectively. 

METAPSIONIC FEATS 

As an esper's knowledge of psionics grows, he can learn to manifest powers in ways slightly different 
from how the powers were originally designed or learned. Of course, manifesting a power while using a 
metapsionic feat is more expensive than manifesting the power normally. 

Manifesting Time: Powers manifested using metapsionic feats take the same time as manifesting the 
powers normally unless the feat description specifically says otherwise. 

Manifestation Cost: To use a metapsionic feat, a psionic character must both expend his psionic focus 
(see the expended concentration check description) and pay an increased power point cost as given in 
the feat description. 

Limits on Use: As with all powers, you cannot spend more power points on a power than your esper 
level. Metapsionic feats merely let you manifest powers in different ways; they do not let you violate 
this rule. 

Effects of Metapsionic Feats on a Power: In all ways, a metapsionic power operates at its original power 
level, even though it costs additional power points. The modifications to a power made by a metapsionic 
feat have only their noted effect on the power. An esper can't use a metapsionic feat to alter a power 
being manifested from a power stone, dorje, or other device. 

Manifesting a power modified by the Quicken Power feat does not provoke attacks of 
opportunity. 

Some metapsionic feats apply only to certain powers, as described in each specific feat entry. 
Psionic Items and Metapsionic Powers: With the right psionic item creation feat, you can store a 
metapsionic power in a power stone, psionic tattoo, or dorje. Level limits for psionic tattoos apply to the 
power's higher metapsionic level. 

A character doesn't need the appropriate metapsionic feat to activate an item in which a 
metapsionic power is stored, but does need the metapsionic feat to create such an item. 
Multiple Metapsionic Feats on a Power: A manifester can apply multiple metapsionic feats to a single 
power. Changes to its power point cost are cumulative. You can't apply the same metapsionic feat more 
than once to a single power. 

Psionic Items and Metapsionic Powers: With the right item creation feat, you can store a metapsionic 
version of a power in a power stone, psionic tattoo, or dorje. Level limits for power stones and dorjes 
apply to the power's higher power point cost (after the application of the metapsionic feat). A character 
doesn't need the metapsionic feat to activate an item storing a metapsionic version of a power. 

FEAT DESCRIPTIONS 

These feat descriptions follow the standard format. 
AUTONOMOUS [GENERAL] 
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You have a knack for psionic self-sufficiency. 

Benefit: You get a +2 bonus on all Autohypnosis checks and Knowledge [psionics] checks. 
BODY FUEL [PSIONIC] 

You can expand your power point total at the expense of your health. 

Benefit: You can recover 2 power points by taking 1 point of ability burn damage to each of your three 
ability scores: Strength, Dexterity, and Constitution. 

You can recover additional power points for a proportional cost to Strength, Dexterity, and 
Constitution. These recovered points are added to your power point reserve as if you had gained them 
by resting overnight. 

Special: Only living creatures can use this feat. You can take advantage of this feat only while in your 
own body. 

BOOST CONSTRUCT [PSIONIC] 

Your astral constructs have more abilities. 

Benefit: When you create an astral construct, you can give it one additional special ability from any 
menu that the construct currently has an ability from. 

BURROWING POWER [METAPSIONIC] 

Your powers sometimes bypass barriers. 

Benefit: To use this feat, you must expend your psionic focus. You can attempt to manifest your powers 
against targets that are sheltered behind a wall or force effect. Your power briefly skips through the 
Astral Plane to bypass the barrier. 

The strength and thickness of the barrier determine your chance of success. To successfully 
bypass the barrier with your power, you make a Psicraft check against a DC equal to 10 + the hardness 
of the barrier + 1 per foot of thickness (minimum 1). Assign a hardness of 20 to barriers without a 
hardness rating, such as force effects (or a wall of ectoplasm). Force walls or walls of ectoplasm are 
assumed to have less than 1 foot of thickness unless noted otherwise. 

If a power requires line of sight (which includes most powers that affect a target or targets 
instead of an area), you cannot manifest it as a burrowing power unless you can somehow see the 
target, such as with clairvoyant sense. Using this feat increases the power point cost of the power by 2. 
The power's total cost cannot exceed your esper level. 

CHAIN POWER [METAPSIONIC] 

You can manifest powers that arc to hit other targets in addition to the primary target. 
Benefit: To use this feat, you must expend your psionic focus. You can chain any power that affects a 
single target and that deals either acid, cold, electricity, fire, or sonic damage. After the primary target is 
struck, the power can arc to a number of secondary targets equal to your esper level (maximum 
twenty). The secondary arcs each strike one target and deal half as much damage as the primary one did 
(round down). 

Each target gets to make a saving throw, if one is allowed by the power. You choose secondary 
targets as you like, but they must all be within 30 feet of the primary target, and no target can be struck 
more than once. You can choose to affect fewer secondary targets than the maximum (to avoid allies in 
the area, for example). 

Using this feat increases the power point cost of the power by 6. The power's total cost cannot 
exceed your esper level. 

CHAOTIC MIND [GENERAL] 
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The turbulence of your thoughts prevents others from gaining insight into your actions. 
Prerequisite: Chaotic alignment, Cha 15. 

Benefit: Creatures and characters who have an insight bonus on their attack rolls, an insight bonus to 
their Armor Class, or an insight bonus on skill checks or ability checks do not gain those bonuses against 
you. 

The benefit of this feat applies only to insight bonuses gained from psionic powers and psi-like 
abilities. 

Special: You cannot take or use this feat if you have the ability to use powers (if you have a power point 
reserve or psi-like abilities). 

CLOAK DANCE [GENERAL] 

You are skilled at using optical tricks to make yourself seem to be where you are not. 
Prerequisites: Stealth 10 ranks. Perform (dance) 2 ranks. 

Benefit: You can take a move action to obscure your exact position. Until your next turn, you have 
concealment. Alternatively, you can take a full-round action to entirely obscure your exact position. 
Until your next action, you have total concealment. 

CLOSED IVIIND [GENERAL] 

Your mind is better able to resist psionics than normal. 

Benefit: You get a +2 bonus on all saving throws to resist powers. 

The benefit of this feat applies only to psionic powers and psi-like abilities. 
Special: You cannot take or use this feat if you have the ability to use powers (if you have a power point 
reserve or psi-like abilities). 

COMBAT MANIFESTATION [PSIONIC] 

You are adept at manifesting powers in combat. 

Benefit: You get a +4 bonus on concentration checks made to manifest a power or use a psi-like ability 
while on the defensive or while you are grappling or pinned. 

CRAFT COGNIZANCE CRYSTAL [ITEM CREATION] 

You can create psionic cognizance crystals that store power points. 
Prerequisite: Esper level 3rd. 

Benefit: You can create a cognizance crystal. Doing so takes one day for each 1,000 domars in its base 
cost. The base cost of a cognizance crystal is equal to the highest-level power it could manifest using all 
its stored power points, squared, multiplied by 1,000 domars. To create a cognizance crystal, you must 
use up raw materials costing one-half its base cost. 

CRAFT DORJE [ITEM CREATION] 

You can create slender crystal wands called dorjes than manifest powers when charges are expended. 
Prerequisite: Esper level 5th. 

Benefit: You can create a dorje of any 4''^-level or lower psionic power you know (barring exceptions 
noted in a power's description). Crafting a dorje takes one day for each 1,000 domars in its base cost. 
The base cost of a dorje is its esper level x the power level x 750 domars. To craft a dorje, you must use 
up raw materials costing one-half of this base cost. 
A newly created dorje has 50 charges. 

Any dorje that stores a power with a costly material component also carries a commensurate 
cost. In addition to the cost of raw materials derived from the base cost, you must use up 50 units of the 
costly material component. 
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CRAFT PSICROWN [ITEM CREATION] 

You can create psicrowns, which have multiple psionic effects. 
Prerequisite: Esper level 12th. 

Benefit: You can create any psicrown whose prerequisites you meet. Crafting a psicrown takes one day 
for each 1,000 domars in its base cost. To craft a psicrown, you must use up raw materials costing one- 
half of its base cost. Some psicrowns incur extra costs in rare materials used up in their creation, as 
noted in their descriptions. These costs are in addition to those derived from the psicrown's base cost. 

CRAFT PSIONIC ARMS AND ARMOR [ITEM CREATION] 

You can create psionic weapons, armor, and shields. 
Prerequisite: Esper level 5th. 

Benefit: You can create any psionic weapon, armor, or shield whose prerequisites you meet. Enhancing 
a weapon, suit of armor, or shield takes one day for each 1,000 domars in the cost of its psionic features. 
To enhance a weapon, you must use up raw materials costing one-half of this total cost. 

The weapon, armor, or shield to be enhanced must be a masterwork item that you provide. Its 
cost is not included in the above cost. 

You can also mend a broken psionic weapon, suit of armor, or shield if it is one that you could 
make. Doing so costs half the raw materials, and half the time it would take to enhance that item in the 
first place. 

CRAFT PSIONIC CONSTRUCT [ITEM CREATION] 

You can create golems and other psionic automatons that obey your orders. 
Prerequisites: Craft Psionic Arms and Armor, Craft Universal Item. 

Benefit: You can create any psionic construct whose prerequisites you meet. Creating a construct takes 
one day for each 1,000 domars in its base cost. To create a construct, you must use up raw materials 
costing one-half of this cost. A newly created construct has average hit points for its Hit Dice. 

CRAFT UNIVERSAL ITEM [ITEM CREATION] 

You can create universal psionic items. 
Prerequisite: Esper level 3rd. 

Benefit: You can create any universal psionic item whose prerequisites you meet. Crafting a universal 
psionic item takes one day for each 1,000 domars in its base cost. To craft a universal psionic item, you 
must use up raw materials costing one-half of this cost. 

You can also mend a broken universal item if it is one that you could make. Doing so costs half 
the raw materials, and half the time it would take to craft that item in the first place. 

Some universal items incur extra costs in material components used up in their creation, as 
noted in their descriptions. These costs are in addition to those derived from the item's base cost. You 
must pay such a cost to create an item or to mend a broken one. 

DEADLY PRECISION [GENERAL] 

You empty your mind of all distracting emotion, becoming an instrument of deadly precision. 
Prerequisite: Dex 15, base attack bonus +5. 

Benefit: You have deadly accuracy with your sneak attacks. You can reroll any result of 1 on your sneak 
attack's extra damage dice. You must keep the result of the reroll, even if it is another 1. 

DEEP IMPACT [PSIONIC] 

You can strike your foe with a melee weapon as if making a touch attack. 
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Prerequisite: Str 13, Psionic Weapon, base attack bonus +5. 

Benefit: To use this feat, you must expend your psionic focus. You can resolve your attacl< with a melee 
weapon as a touch attack. You must decide whether or not to use this feat prior to making an attack. If 
your attack misses, you still expend your psionic focus. 

DELAY POWER [METAPSIONIC] 

You can manifest powers that go off up to 5 rounds later. 

Benefit: To use this feat, you must expend your psionic focus. You can manifest a power as a delayed 
power. A delayed power doesn't activate immediately. When you manifest the power, you choose one 
of three trigger mechanisms: (1) The power activates when you take a standard action to activate it; (2) 
It activates when a creature enters the area that the power will affect (only powers that affect areas can 
use this trigger condition); or (3) It activates on your turn after 5 rounds pass. If you choose one of the 
first two triggers and the conditions are not met within 5 rounds, the power activates automatically on 
the fifth round. 

Only area and personal powers can be delayed. 

Any decisions you would make about the delayed power, including attack rolls, designating 
targets, or determining or shaping an area, are decided when the power is manifested. Any effects 
resolved by those affected by the power, including saving throws, are decided when the delay period 
ends. 

A delayed power can be dispelled normally during the delay, and can be detected normally in 
the area or on the target by the use of powers that can detect psionic effects. 
Using this feat increases the power point cost of the power by 2. The power's total cost cannot exceed 
your esper level. 

ElVIPOWER POWER [IVIETAPSIONIC] 

You can manifest powers to greater effect. 

Benefit: To use this feat, you must expend your psionic focus. 

You can empower a power. All variable, numeric effects of an empowered power are increased 
by one-half. An empowered power deals half again as much damage as normal, cures half again as many 
hit points, affects half again as many targets, and so forth, as appropriate. Augmented powers can also 
be empowered (multiply 1-1/2 times the damage total of the augmented power). Saving throws and 
opposed checks (such as the one you make when you manifest dispel psionics) are not affected, nor are 
powers without random variables. 

Using this feat increases the power point cost of the power by 2. The power's total cost cannot 
exceed your esper level. 

ENLARGE POWER [IVIETAPSIONIC] 

You can manifest powers farther than normal. 

Benefit: To use this feat, you must expend your psionic focus. You can alter a power with a range of 
close, medium, or long to increase its range by 100%. An enlarged power with a range of close has a 
range of 50 feet + 5 feet per level, a medium-range power has a range of 200 feet + 20 feet per level, 
and a long-range power has a range of 800 feet + 80 feet per level. 

Powers whose ranges are not defined by distance, as well as powers whose ranges are not close, 
medium, or long, are not affected. 

Using this feat does not increase the power point cost of the power. 

EXPANDED KNOWLEDGE [PSIONIC] 

You learn another power. 
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Prerequisites: Esper level 3rd. 

Benefit: Add to your powers known one additional power of any level up to one level lower than the 
highest-level power you can manifest. 

Special: You can gain this feat multiple times. Each time, you learn one new power at any level up to one 
less than the highest-level power you can manifest. 

EXTEND POWER [IVIETAPSIONIC] 

You can manifest powers that last longer than normal. 
Benefit: To use this feat, you must expend your psionic focus. 

You can manifest an extended power. An extended power lasts twice as long as normal. A 
power with a duration of concentration, instantaneous, or permanent is not affected by this feat. 

Using this feat increases the power point cost of the power by 2. The power's total cost cannot 
exceed your esper level. 

FELL SHOT [PSIONIC] 

You can strike your foe with a ranged weapon as if making a touch attack. 
Prerequisite: Dex 13, Point Blank Shot, Psionic Shot, base attack bonus +5. 

Benefit: To use this feat, you must expend your psionic focus. You can resolve your ranged attack as a 
ranged touch attack. 

You must decide whether or not to use this feat prior to making an attack. If your attack misses, 
you still expend your psionic focus. 

FOCUSED SUNDER [PSIONIC] 

You can sense the stress points on others' weapons. 
Prerequisite: Str 13, Power Attack, Improved Sunder. 
Benefit: To use this feat, you must expend your psionic focus. 

When you strike at an opponent's weapon, you ignore half of the weapon's total hardness 
(round down). Total hardness includes any enhancements possessed by the weapon that increase its 
hardness. 

Special: You can also sense the stress points in any hard construction, such as wooden doors or stone 
walls, and can ignore half of the object's total hardness (round down) when attacking that object. 

FORCE OF WILL [GENERAL] 

You are able to resist psionic attacks with extreme force of will. 
Prerequisite: Iron Will. 

Benefit: Once per round, when targeted by a psionic effect that allows a Reflex save or a Fortitude save, 
you can instead make a Will saving throw to avoid the effect. 

The benefit of this feat applies only to psionic powers and psi-like abilities. This is an exception 
to the magic-psionic transparency rule. 

Special: You cannot take or use this feat if you have the ability to use powers (if you have a power point 
reserve or psi-like abilities). 

GHOST ATTACK [PSIONIC] 

Your deadly strikes against incorporeal foes always find their mark. 
Prerequisite: Base attack bonus +3. 

Benefit: You must be psionically focused to use this feat. When you make a melee attack or a ranged 
attack against an incorporeal creature, you can make two rolls to check for the miss chance. If either is 
successful, the attack is treated as if it were made with a ghost touch weapon for the purpose of 
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affecting the creature. Your weapon or natural weapon actually appears to become briefly incorporeal 
as the attack is made. 

GREATER MANYSHOT [GENERAL] 

You are sl<illed at firing many arrows at once, even at different opponents. 

Prerequisites: Dex 17, IVlanyshot, Point Blanl< Shot, Rapid Shot, base attacl< bonus +6. 

Benefit: When you use the IVlanyshot feat, you can fire each arrow at a different target instead of firing 

all of them at the same target. You make a separate attack roll for each arrow, regardless of whether 

you fire them at separate targets or the same target. Your precision-based damage applies to each 

arrow fired, and, if you score a critical hit with more than one of the arrows, each critical hit deals critical 

damage. 

Special: An enforcer may select this feat as one of his enforcer bonus feats. 
GREATER POWER PENETRATION [PSIONIC] 

Your powers are especially potent at breaking through power resistance. 
Prerequisite: Power Penetration. 

Benefit: To use this feat, you must expend your psionic focus. You get a +4 bonus on esper level checks 
to overcome a creature's power resistance. This bonus stacks with the bonus from Power Penetration. 

GREATER POWER SPECIALIZATION [PSIONIC] 

You deal more damage with your powers. 

Prerequisites: Power Specialization, Weapon Focus [ray], esper level 12th. 

Benefit: Your powers that deal damage deal an extra 2 points of damage. This damage stacks with other 
bonuses on damage rolls to powers, including the one from Power Specialization. The damage bonus 
applies only if the target or targets are within 30 feet. 

GREATER PSIONIC ENDOWMENT [PSIONIC] 

You can use meditation to focus your powers. 
Prerequisite: Psionic Endowment. 

Benefit: When you use the Psionic Endowment feat, you add +2 to the save DC of a power you manifest 
instead of +1. 

GREATER PSIONIC FIST [PSIONIC] 

You can charge your unarmed strike or natural weapon with additional damage potential. 
Prerequisite: Str 13, Psionic Fist, base attack bonus +5. 

Benefit: When you use the Psionic Fist feat, your unarmed attack or attack with a natural weapon deals 
an extra 4d6 points of damage instead of an extra 2d6 points. 

GREATER PSIONIC SHOT [PSIONIC] 

You can charge your ranged attacks with additional damage potential. 
Prerequisite: Point Blank Shot, Psionic Shot, base attack bonus +5. 

Benefit: When you use the Psionic Shot feat, your ranged attack deals an extra 4d6 points of damage 
instead of an extra 2d6 points. 

GREATER PSIONIC WEAPON [PSIONIC] 

You can charge your melee weapon with additional damage potential. 
Prerequisite: Str 13, Psionic Weapon, base attack bonus +5. 
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Benefit: When you use the Psionic Weapon feat, your attack with a melee weapon deals an extra 4d6 
points of damage instead of an extra 2d6 points. 

HOSTILE MIND [GENERAL] 

Your mind recoils violently against those who use psionics against you. 
Prerequisite: Cha 15. 

Benefit: Whenever you are subject to a power from the telepathy discipline (regardless of whether the 
power is harmful or beneficial to you), the esper must make a Will saving throw against a DC of 10 + 1/2 
your character level + your Charisma bonus or take 2d6 points of damage. 

The benefit of this feat applies only to psionic powers and psi-like abilities. 
Special: You cannot take or use this feat if you have the ability to use powers (if you have a power point 
reserve or psi-like abilities). 

IMPRINT STONE [ITEM CREATION] 

You can create power stones to store psionic powers. 
Prerequisite: Esper level 1st. 

Benefit: You can create a power stone of any power that you know. Encoding a power stone takes one 
day for each 1,000 domars in its base cost. The base cost of a power stone is the level of the stored 
power X its esper level x 25 domars. To imprint a power stone, you must use up raw materials costing 
one-half of this base cost. 

Any power stone that stores a power with a costly material component also carries a 
commensurate cost. In addition to the costs derived from the base cost, you must use up the material 
component when encoding the stone. 

IMPROVED PSICRYSTAL [PSIONIC] 

You can upgrade your psicrystal. 
Prerequisites: Psicrystal Affinity. 

Benefit: You can implant another personality fragment in your psicrystal. You gain the benefits of both 

psicrystal personalities. Your psicrystal's personality adjusts and becomes a blend between all implanted 
personality fragments. From now on, when determining the abilities of your psicrystal, treat your esper 
level as one higher than your normal esper level. 

Special: You can gain this feat multiple times. Each time, you implant a new personality fragment in your 
psicrystal, from which you derive the noted benefits, and you treat your level as one higher for the 
purpose of determining your psicrystal's abilities. 

INQUISITOR [PSIONIC] 

You know when others lie. 
Prerequisite: Wis 13. 

Benefit: To use this feat, you must expend your psionic focus. 

You gain a +10 bonus on a Sense Motive check to oppose a Bluff check. 

You must decide whether or not to use this feat prior to making a Sense Motive check. If your 
check fails, or if the opponent isn't lying, you still expend your psionic focus. 

MAXIMIZE POWER [METAPSIONIC] 

You can manifest powers to maximum effect. 

Benefit: To use this feat, you must expend your psionic focus. 

You can maximize a power. All variable, numeric effects of a power modified by this feat are 
maximized. A maximized power deals maximum damage, cures the maximum number of hit points. 
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affects the maximum number of targets, and so on, as appropriate. Saving throws and opposed checks 
are not affected, nor are powers without random variables. 

Augmented powers can be maximized; a maximized augmented power deals the maximum 
damage (or cures the maximum hit points, and so on) of the augmented power. 

An empowered and maximized power gains the separate benefits of each feat: the maximum 
result plus one-half the normally rolled result. 

Using this feat increases the power point cost of the power by 4. The power's total cost cannot 
exceed your esper level. 

MENTAL LEAP [PSIONIC] 

You can make amazing jumps. 
Prerequisite: Str 13, Acrobatics 5 ranks. 

Benefit: To use this feat, you must expend your psionic focus. You gain a +10 bonus on an Acrobatics 
check made to jump. 

MENTAL RESISTANCE [GENERAL] 

Your mind is armored against mental intrusion. 
Prerequisite: Base Will save bonus +2. 

Benefit: Against psionic attacks that do not employ an energy type to deal damage you gain damage 
reduction 3/-. In addition, when you are hit with ability damage (but not ability drain or ability burn 
damage) from a psionic attack, you take 3 points less than you would normally take. 

The benefit of this feat applies only to psionic powers and psi-like abilities. 
Special: You cannot take or use this feat if you have the ability to use powers (if you have a power point 
reserve or psi-like abilities). 

MIND OVER BODY [GENERAL] 

Your ability damage heals more rapidly. 
Prerequisite: Con 13. 

Benefit: You heal ability damage and ability burn damage more quickly than normal. You heal a number 

of ability points per day equal to 1 + your Constitution bonus. 

Normal: You heal ability damage and ability burn damage at a rate of 1 point per day. 

NARROW MIND [PSIONIC] 

Your ability to concentrate is as keen as an arrowhead, allowing you to gain your psionic focus even in 
the most turbulent situations. 
Prerequisite: Wis 13. 

Benefit: You gain a +4 bonus on concentration checks you make to become psionically focused. 
OPEN MINDED [GENERAL] 

You are naturally able to reroute your memory, mind, and skill expertise. 

Benefit: You immediately gain an extra 5 skill points. You spend these skill points as normal. If you spend 
them on a cross-class skills they count as 1/2 ranks. You cannot exceed the normal maximum ranks for 
your level in any skill. 

Special: You can gain this feat multiple times. Each time, you immediately gain another 5 skill points. 

OPPORTUNITY POWER [METAPSIONIC] 

You can make power-enhanced attacks of opportunity. 
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Benefit: To use this feat, you must expend your psionic focus. When you make an attack of opportunity, 
you can use any power you know with a range of touch, if you have at least one hand free. 
IVlanifesting this power is an immediate action. 

You cannot use this feat with a touch power whose manifesting time is longer than 1 full-round 

action. 

Using this feat increases the power point cost of the power by 6. The power's total cost cannot 
exceed your esper level. 

Normal: Attacks of opportunity can be made only with melee weapons. 
OVERCHANNEL [PSIONIC] 

You burn your life force to strengthen your powers. 

Benefit: While manifesting a power, you can increase your effective esper level by one, but in so doing 
you take ld8 points of damage. At 8th level, you can choose to increase your effective esper level by 
two, but you take 3d8 points of damage. At 15th level, you can increase your effective esper level by 
three, but you take 5d8 points of damage. 

The effective increase in esper level increases the number of power points you can expend on a 
single power manifestation, as well as increasing all esper level-dependent effects, such as range, 
duration, and overcoming power resistance. 

Normal: Your esper level is equal to your total levels in classes that manifest powers. 
POWER PENETRATION [PSIONIC] 

Your powers are especially potent, breaking through power resistance more readily than normal. 
Benefit: To use this feat, you must expend your psionic focus. You get a +4 bonus on esper level checks 
made to overcome a creature's power resistance. 

POWER SPECIALIZATION [PSIONIC] 

You deal more damage with your powers. 
Prerequisites: Weapon Focus [ray], esper level 4th. 

Benefit: With rays and ranged touch attack powers that deal damage, you deal an extra 2 points of 
damage. If you expend your psionic focus when you manifest a ray or a ranged touch attack power that 
deals damage, you add your key ability bonus to the damage (instead of adding 2). 

PSICRYSTAL AFFINITY [PSIONIC] 

You have created a psicrystal. 
Prerequisites: Esper level 1st. 
Benefit: This feat allows you to gain a psicrystal. 

PSICRYSTAL CONTAINMENT [PSIONIC] 

Your psicrystal has advanced enough that it can hold a psionic focus that you store within it. 
Prerequisites: Psicrystal Affinity, esper level 3rd. 

Benefit: You can spend a full-round action attempting to psionically focus your psicrystal. At any time 
when you need to expend your psionic focus, you can expend your psicrystal's psionic focus instead, as 
long as the crystal is within 5 feet of you. Psionically focusing your psicrystal works just like focusing 
yourself. The psicrystal cannot focus itself— only the owner can spend the time to focus the crystal. 

PSIONIC AFFINITY [GENERAL] 

You have a knack for psionic endeavors. 

Benefit: You get a +2 bonus on all Psicraft checks and Use Psionic Device checks. 
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PSIONIC BODY [PSIONIC] 

Your mind reinforces your body. 

Benefit: When you take this feat, you gain 2 hit points for each psionic feat you have (including this 
one). Whenever you take a new psionic feat, you gain 2 more hit points. 

PSIONIC CHARGE [PSIONIC] 

You can charge in a crooked line. 
Prerequisite: Dex 13, Speed of Thought. 

Benefit: To use this feat, you must expend your psionic focus. When you charge, you can make one turn 
of up to 90 degrees during your movement. All other restrictions on charges still apply; for instance, you 
cannot pass through a square that blocks or slows movement, or that contains a creature. You must 
have line of sight to the opponent at the start of your turn. 

PSIONIC DODGE [PSIONIC] 

You are proficient at dodging blows. 
Prerequisite: Dex 13, Dodge. 

Benefit: You must be psionically focused to use this feat. You receive a +1 dodge bonus to your Armor 
Class. This bonus stacks with the bonus from the Dodge feat (but only applies on attacks made by the 
opponent you have designated). 

PSIONIC ENDOWMENT [PSIONIC] 

You can endow your manifestations with more concentrated focus. 

Benefit: To use this feat, you must expend your psionic focus. You add 1 to the save DC of a power you 
manifest. 

PSIONIC FIST [PSIONIC] 

You can charge your unarmed strike or natural weapon with additional damage potential. 
Prerequisite: Str 13. 

Benefit: To use this feat, you must expend your psionic focus. Your unarmed strike or attack with a 
natural weapon deals an extra 2d6 points of damage. 

You must decide whether or not to use this feat prior to making an attack. If your attack misses, 
you still expend your psionic focus. 

PSIONIC HOLE [GENERAL] 

You are anathema to psionic creatures and characters. 
Prerequisite: Con 15. 

Benefit: When a foe strikes you in melee combat, the foe immediately loses its psionic focus, if any. 
Also, if you are the target of a power, the manifester of the power must spend an additional number of 
power points equal to your Wisdom bonus, or the power fails (all the power points spent on the power 
are still lost). This extra cost does not count toward the maximum power points an esper can spend on a 
single power. 

Special: You cannot take or use this feat if you have the ability to use powers (if you have a power point 
reserve or psi-like abilities). 

PSIONIC MEDITATION [PSIONIC] 

You can focus your mind faster than normal, even under duress. 
Prerequisite: Wis 13, Concentration 7 ranks. 
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Benefit: You can take a move action to become psionically focused. 

Normal: A cliaracter witliout tliis feat must tal<e a full-round action to become psionically focused. 
PSIONIC SHOT [PSIONIC] 

You can charge your ranged attacks with additional damage potential. 
Prerequisite: Point Blank Shot. 

Benefit: To use this feat, you must expend your psionic focus. Your ranged attack deals +2d6 points of 
damage. You must decide whether or not to use this feat prior to making an attack. If your attack 
misses, you still expend your psionic focus. 

PSIONIC TALENT [PSIONIC] 

You gain additional power points to supplement those you already had. 
Prerequisite: Having a power point reserve. 

Benefit: When you take this feat for the first time, you gain 2 power points. 

Special: You can take this feat multiple times. Each time you take the feat after the first time, the 

number of power points you gain increases by 1. 

PSIONIC WEAPON [PSIONIC] 

You can charge your melee weapon with additional damage potential. 
Prerequisite: Str 13. 

Benefit: To use this feat, you must expend your psionic focus. 

Your attack with a melee weapon deals an extra 2d6 points of damage. You must decide 
whether or not to use this feat prior to making an attack. If your attack misses, you still expend your 
psionic focus. 

QUICKEN POWER [METAPSIONIC] 

You can manifest a power with a moment's thought. 

Benefit: To use this feat, you must expend your psionic focus. You can quicken a power. You can 
perform another action, even manifest another power, in the same round that you manifest a quickened 
power. You can manifest only one quickened power per round. A power whose manifesting time is 
longer than 1 round cannot be quickened. 

Using this feat increases the power point cost of the power by 6. The power's total cost cannot 
exceed your esper level. 

Manifesting a quickened power does not provoke attacks of opportunity. 

RAPID METABOLISM [GENERAL] 

Your wounds heal rapidly. 
Prerequisite: Con 13. 

Benefit: You naturally heal a number of hit points per day equal to the standard healing rate + double 
your Constitution bonus. You heal even if you do not rest. This healing replaces your normal natural 
healing. If you are tended successfully by someone with the Heal skill, you instead regain double the 
normal amount of hit points + double your Constitution bonus. 

RECKLESS OFFENSE [GENERAL] 

You can shift your focus from defense to offense. 
Prerequisite: Base attack bonus +1. 
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Benefit: When you use the attack action or full attack action in melee, you can take a penalty of -4 to 
your Armor Class and add a +2 bonus on your melee attack roll. The bonus on attack rolls and penalty to 
Armor Class last until the beginning of your next turn. 

RETURN SHOT [PSIONIC] 

You can return incoming arrows, as well as crossbow bolts, spears, and other projectile or thrown 
weapons. 

Prerequisite: Point Blank Shot, Psionic Shot, Fell Shot, base attack bonus +3. 

Benefit: To use this feat, you must expend your psionic focus and have at least one hand free. Once per 
round when you would normally be hit by a projectile or a thrown weapon no more than one size 
category larger than your size, you can deflect the attack so that you take no damage from it. The attack 
is deflected back at your attacker, using the attack bonus of the original attack on you. You must be 
aware of the attack and not flat-footed. Attempting to return a shot is a free action. 
Special: If you also have the Deflect Arrows feat, the deflected attack is made with the original attack 
bonus plus your Dexterity bonus. 

SCRIBE TATTOO [ITEM CREATION] 

You can create psionic tattoos, which store powers within their designs. 
Prerequisite: Esper level 3rd. 

Benefit: You can create a psionic tattoo of any power of 3rd level or lower that you know and that 
targets one or more creatures. Scribing a psionic tattoo takes one day. When you create a psionic tattoo, 
you set the esper level. The esper level must be sufficient to manifest the power in question and no 
higher than your own level. The base cost of a psionic tattoo is its power level x its esper level x 50 
domars. To scribe a tattoo, you must use up raw materials (special inks, masterwork needles, and so on) 
costing one-half of this base cost. 

When you create a psionic tattoo, you make any choices that you would normally make when 
manifesting the power. 

When its wearer physically activates the tattoo, the wearer is the target of the power. 

Any psionic tattoo that stores a power with a costly material component also carries a 
commensurate cost. In addition to the costs derived from the base cost, you must use up the material 
component when creating the tattoo. 

SIDESTEP CHARGE [PSIONIC] 

You are skilled at dodging past charging opponents and taking advantage when they miss. 
Prerequisite: Dex 13, Dodge. 

Benefit: You get a +4 dodge bonus to Armor Class against charge attacks. If a charging opponent fails to 

make a successful attack against you, you gain an immediate attack of opportunity. This feat does not 
grant you more attacks of opportunity than you are normally allowed in a round. If you are flat-footed 
or otherwise denied your Dexterity bonus to Armor Class, you do not gain the benefit of this feat. 

SPEED OF THOUGHT [PSIONIC] 

The energy of your mind energizes the alacrity of your body. 
Prerequisite: Wis 13. 

Benefit: As long as you are psionically focused and not wearing heavy armor, you gain an insight bonus 
to your speed of 10 feet. 

SPLIT PSIONIC RAY [METAPSIONIC] 

You can affect two targets with a single ray. 
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Prerequisite: Any other metapsionic feat. 

Benefit: To use this feat, you must expend your psionic focus. You can split psionic rays you manifest. 
The split ray affects any two targets that are both within the power's range and within 30 feet of each 
other. If the ray deals damage, each target takes as much damage as a single target would take. 
Using this feat increases the power point cost of the power by 2. 

STAND STILL [GENERAL] 

You can prevent foes from fleeing or closing. 
Prerequisite: Str 13. 

Benefit: When a foe's movement out of a square you threaten grants you an attack of opportunity, you 
can give up that attack and instead attempt to stop your foe in his tracks. IVlake your attack of 
opportunity normally. If you hit your foe, he must succeed on a Reflex save against a DC of 10 + your 
damage roll (the opponent does not actually take damage), or immediately halt as if he had used up his 
move actions for the round. 

Since you use the Stand Still feat in place of your attack of opportunity, you can do so only a 
number of times per round equal to the number of times per round you could make an attack of 
opportunity (normally just one). 

Normal: Attacks of opportunity cannot halt your foes in their tracks. 
TALENTED [PSIONIC] 

You can overchannel powers with less cost to yourself. 
Prerequisite: Overchannel. 

Benefit: To use this feat, you must expend your psionic focus. When manifesting a power of 3rd level or 
lower, you do not take damage from overchanneling. 

TWIN POWER [METAPSIONIC] 

You can manifest a power simultaneously with another power just like it. 

Benefit: To use this feat, you must expend your psionic focus. You can twin a power. Manifesting a 
power altered by this feat causes the power to take effect twice on the area or target, as if you were 
simultaneously manifesting the same power two times on the same location or target. Any variables in 
the power (such as duration, number of targets, and so on) are the same for both of the resulting 
powers. The target experiences all the effects of both powers individually and receives a saving throw (if 
applicable) for each. In some cases, such as a twinned psionic charm, failing both saving throws results in 
redundant effects (although, in this example, any ally of the target would have to succeed on two dispel 
attempts to free the target from the charm effect). 

Using this feat increases the power point cost of the power by 6. The power's total cost cannot 
exceed your esper level. 

UNAVOIDABLE STRIKE [PSIONIC] 

You can make an unarmed strike or use a natural weapon against your foe as if delivering a touch attack. 
Prerequisite: Str 13, Psionic Fist, base attack bonus +5. 

Benefit: To use this feat, you must expend your psionic focus. You can resolve your unarmed strike or 
attack with a natural weapon as a touch attack. 

You must decide whether or not to use this feat prior to making an attack. If your attack misses, 
you still expend your psionic focus. 

UNCONDITIONAL POWER [METAPSIONIC] 

Disabling conditions do not hold you back. 



84 



Benefit: To use this feat, you must expend your psionic focus. Your mental strength is enough to 
overcome some otherwise disabling conditions. You can manifest an unconditional power when you are 
dazed, confused, nauseated, shaken, or stunned. 

Only personal powers and powers that affect your person can be manifested as unconditional 

powers. 

Using this feat increases the power point cost of the power by 8. The power's total cost cannot 
exceed your esper level. 

UP THE WALLS [PSIONIC] 

You can run on walls for brief distances. 
Prerequisite: Wis 13. 

Benefit: While you are psionically focused, you can take part of one of your move actions to traverse a 
wall or other relatively smooth vertical surface if you begin and end your move on a horizontal surface. 
The height you can achieve on the wall is limited only by this movement restriction. If you do not end 
your move on a horizontal surface, you fall prone, taking falling damage as appropriate for your distance 
above the ground. Treat the wall as a normal floor for the purpose of measuring your movement. 
Passing from floor to wall or wall to floor costs no movement; you can change surfaces freely. 
Opponents on the ground can make attacks of opportunity as you move up the wall. 
Special: You can take other move actions in conjunction with moving along a wall. For instance, the 
Spring Attack feat allows you to make an attack from the wall against a foe standing on the ground that 
is within the area you threaten; however, if you are somehow prevented from completing your move, 
you fall. Likewise, you could tumble along the wall to avoid attacks of opportunity. 

WIDEN POWER [METAPSIONIC] 

You can increase the area of your powers. 

Benefit: To use this feat, you must expend your psionic focus. You can alter a burst, emanation, line, or 
spread-shaped power to increase its area. (Powers that do not have an area of one of these four sorts 
are not affected by this feat.) Any numeric measurements of the power's area increase by 100%. 

Using this feat increases the power point cost of the power by 4. The power's total cost cannot 
exceed your esper level. 

WILD TALENT [GENERAL] 

Your mind wakes to a previously unrealized talent for psionics. 

Benefit: Your latent power of psionics flares to life, conferring upon you the designation of a psionic 
character. As a psionic character, you gain a reserve of 2 power points and can take psionic feats, 
metapsionic feats, and psionic item creation feats. You do not, however, gain the ability to manifest 
powers simply by virtue of having this feat. 

WOUNDING ATTACK [PSIONIC] 

Your vicious attacks wound your foe. 
Prerequisite: Base attack bonus +8. 

Benefit: To use this feat, you must expend your psionic focus. You can make an attack with such vicious 
force that you wound your opponent. A wound deals 1 point of Constitution damage to your foe in 
addition to the usual damage dealt. 

You must decide whether or not to use this feat prior to making an attack, if your attack misses, 
you still expend your psionic focus. 

PSICRYSTALS 
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A psicrystal is a fragment of a psionic character's personality, brought into physical form and a 
semblance of life (via the Psicrystal Affinity feat). A psicrystal appears as a crystalline construct about the 
size of a human hand. 

Because it is an extension of its creator's personality, a character's psicrystal is in some ways a 
part of him. That's why, for example, a psionic character can manifest a personal range power on his 
psicrystal even though normally he can manifest such a power only on himself. 

A psicrystal is treated as a construct for the purposes of all effects that depend on its type. 

A psicrystal grants special abilities to its owner, as shown on the Psicrystal Special Abilities table 
below. In addition, a psicrystal has a personality (being a fragment of the owner's personality), which 
gives its owner a bonus on certain types of checks or saving throws, as given on the Psicrystal 
Personalities table below. These special abilities and bonuses apply only when the owner and the 
psicrystal are within 1 mile of each other. 

Psicrystal abilities are based on the owner's levels in psionic classes. Levels from other classes do 
not count toward the owner's level for purposes of psicrystal abilities. 

A psicrystal can speak one language of its owner's choice (so long as it is a language the owner 
knows). A psicrystal can understand all other languages known by its owner, but cannot speak them. 
This is a psi-like ability. 

Psicrystal Basics: Use the statistics for a psicrystal (see the Bestiary chapter), but make the following 
changes. 

Saving Throws: A psicrystal uses its owner's base saving throw bonuses and ability modifiers on 
saves, though it doesn't enjoy any other bonuses its owner might have (from magic items or feats, for 
example). 

Abilities: When its self-propulsion ability is not activated, a psicrystal has no Strength score and 
no Dexterity score. 

Sl<ills: A psicrystal has the same skill ranks as its owner, except that it has a minimum of 4 ranks 
each in Perception and Stealth. (Even if its owner has no ranks in these skills, a psicrystal has 4 ranks in 
each.) A psicrystal uses its own ability modifiers on skill checks. 



Psicrystal Special Abilities 


Owner 
Level 


Natural 
Armor Adj. 


Int Adj. 


Special 








Alertness, improved evasion, personality. 








self-propulsion, share powers, sighted. 


lst-2nd 


+0 


+0 


telepathic link 


3rd-4th 


+1 


+1 


Deliver touch powers 


5th-6th 


+2 


+2 


Telepathic speech 


7th-8th 


+3 


+3 




9th-10th 


+4 


+4 


Flight 


11th- 


+5 


+5 


Power resistance 


12th 








13th- 


+6 


+6 


Sight link 


14th 








15th- 


+7 


+7 


Channel power 


16th 








17th- 


+8 


+8 




18th 








19th- 


+9 


+9 
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20th 



Psicrystal Ability Descriptions: All psicrystals have special abilities (or impart abilities to their owners) 
depending on the level of the owner, as shown on the table above. The abilities on the table are 
cumulative. 

Natural Armor Adj. (Ex): This number noted here is an improvement to the psicrystal's natural 
armor bonus (normally 0). It represents a psicrystal's preternatural durability. 

Intelligence Adj. (Ex): Add this value to the psicrystal's Intelligence score. Psicrystals are as smart 
as people (though not necessarily as smart as smart people). 

Skill Focus [Perception] (Ex): The presence of a psicrystal sharpens its master's senses. While a 
psicrystal is within arm's reach (adjacent to or in the same square as its owner), its owner gains the Skill 
Focus [Perception] feat. 

Improved Evasion (Ex): If a psicrystal is subjected to an attack that normally allows a Reflex 
saving throw for half damage, it takes no damage if it makes a successful saving throw and half damage 
even if the saving throw fails. 

Personality (Ex): Every psicrystal has a personality. See Psicrystal Personality, below. 

Self-Propulsion (Psi): As a standard action, its owner can will a psicrystal to form spidery, 
ectoplasmic legs that grant the psicrystal a land speed of 30 feet and a climb speed of 20 feet. The legs 
fade into nothingness after one day (or sooner, if the owner desires). 

Share Powers (Ex): At the owner's option, he can have any power (but not any psi-like ability) he 
manifests on himself also affect his psicrystal. The psicrystal must be within 5 feet of him at the time of 
the manifestation to receive the benefit. If the power has a duration other than instantaneous, it stops 
affecting the psicrystal if it moves farther than 5 feet away, and will not affect the psicrystal again, even 
if it returns to its owner before the duration expires. 

Additionally, the owner can manifest a power with a target of "You" on his psicrystal (as a touch 
range power) instead of on himself. The owner and psicrystal cannot share powers if the powers 
normally do not affect creatures of the psicrystal's type (construct). 

Sighted (Ex): Although it has no physical sensory organs, a psicrystal can telepathically sense its 
environment as well as a creature with normal vision and hearing. Darkness (even supernatural 
darkness) is irrelevant, as are areas of supernatural silence, though a psicrystal still can't discern invisible 
or ethereal beings. A psicrystal's sighted range is 40 feet. 

Telepathic Link (Psi): The owner has a telepathic link with his psicrystal out to a distance of up to 
1 mile. The owner cannot see through the psicrystal's senses, but the two of them can communicate 
telepathically as if the psicrystal were the target of a mindlink power manifested by the owner. For 
instance, a psicrystal placed in a distant room could relay the activities occurring in that room. 

Because of the telepathic link between a psicrystal and its owner, the owner has the same 
connection to an item or place that the psicrystal does. For instance, if his psicrystal has seen a room, 
the owner can teleport into that room as if he has seen it too. 

Deliver Touch Powers (Psi): If the owner is 3rd level or higher, his psicrystal can deliver touch 
powers for him. If the owner and psicrystal are in contact at the time the owner manifests a touch 
power, he can designate his psicrystal as the "toucher." The psicrystal can then deliver the touch power 
just as the owner could. As usual, if the owner manifests another power before the touch is delivered, 
the touch power dissipates. 

Telepathic Speech (Ex): If the owner is 5th level or higher, the psicrystal can communicate 
telepathically with any creature that has a language and is within 30 feet of the psicrystal, while the 
psicrystal is also within 1 mile of the owner. 
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Flight (Psi): If the owner is 9th level or higher, he can, as a standard action, will his psicrystal to 
fly at a speed of 50 feet (poor). The psicrystal drifts gently to the ground after one day (or sooner, if the 
owner desires). 

Power Resistance (Ex): If the owner is 11th level or higher, the psicrystal gains power resistance 
equal to the owner's level + 5. To affect the psicrystal with a power, another manifester nnust get a 
result on a manifester level check that equals or exceeds the psicrystal's power resistance. 

Sight Linl< (Psi): If the owner is 13th level or higher, the character can remote view the psicrystal 
(as if manifesting the remote view power) once per day. 

Channel Power (Psi): If the owner is 15th level or higher, he can manifest powers through the 
psicrystal to a distance of up to 1 mile. The psicrystal is treated as the power's originator, and all ranges 
are calculated from its location. 

When channeling a power through his psicrystal, the owner manifests the power by paying its 
power point cost. He is still subject to attacks of opportunity and other hazards of manifesting a power, 
if applicable (for instance, he becomes visible when manifesting an offensive power if invisible, as does 
the psicrystal). 

Psicrystal Personality (Ex): Each psicrystal has a distinct personality, chosen by its owner at the time of 
its creation from among those given on the following table. At 1st level, its owner typically gets a feel for 
a psicrystal's personality only through occasional impulses, but as the owner increases in level the 
psicrystal's personality becomes more pronounced. At higher levels, it is not uncommon for a psicrystal 
to constantly ply its owner with observations and advice, often severely slanted toward the psicrystal's 
particular worldview. The owner always sees a bit of himself in his psicrystal, even if magnified and 
therefore distorted. 



Psicrystal Personalities 



Personality 


Benefit to Owner 


Artiste 


+3 bonus on Craft checks 


Bully 


+3 bonus on Intimidate checks 


Coward 


+3 bonus on Stealth checks 


Friendly 


+3 bonus on Diplomacy checks 


Hero 


+2 bonus on Fortitude saves 


Liar 


+3 bonus on Bluff checks 


Meticulous 


+3 bonus on Perception checks 


Nimble 


+2 bonus on Initiative checks 


Observant 


+3 bonus on Perception checks 


Poised 


+3 bonus on Acrobatics checks 


Resolved 


+2 bonus on Will saves 


Sage 


+3 bonus on checks involving any one 




Knowledge skill owner already knows; 




once chosen, this does not vary 


Single- 


+3 bonus on concentration checks 


minded 




Sneaky 


+3 bonus on Stealth checks 


Sympathetic 


+3 bonus on Sense Motive checks 



PSIONIC POWERS OVERVIEW 
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Psionic powers spring from sentient minds. Even a being that has no physical form can create a reserve 
of inner strength necessary to manifest powers, as long as it has an Intelligence score of at least 1. 
Vermin possessed of a hive mind ability are an exception to this rule. 

A psionic power is a one-time psionic effect. Psionic characters and creatures need not prepare 
their powers for use ahead of time. They either have sufficient power points to manifest a power or they 
do not. 

A power is manifested when a psionic character pays its power point cost. Some psionic 
creatures automatically manifest powers, called psi-like abilities, without paying a power point cost. 
Other creatures pay power points to manifest their powers, just as characters do. 

Each power has a specific effect. A power known to a psionic character can be used whenever 
he or she has power points to pay for it. 

MANIFESTING POWERS 

Psionic characters and creatures manifest powers. Whether they cost power points when manifest by a 
psionic character, or are manifested as psi-like abilities, powers' effects remain the same. The process of 
manifesting a power is akin to casting a power, but with significant differences. 

CHOOSING A POWER 

First you must choose which power to manifest. You can select any power you know, provided you are 
capable of manifesting powers of that level or higher. To manifest a power, you must pay power points, 
which count against your daily total. You can manifest the same power multiple times if you have points 
left to pay for it. 

CONCENTRATION 

To manifest a power, you must concentrate. If something threatens to interrupt your concentration 
while you're manifesting a power, you must succeed on a concentration check or lose the power points 
without manifesting the power. The more distracting the interruption and the higher the level of the 
power that you are trying to manifest, the higher the DC. (Higher-level powers require more mental 
effort.) 

Injury: Getting hurt or being affected by hostile psionics while trying to manifest a power can break your 
concentration and ruin a power. If you take damage while trying to manifest a power, you must make a 
concentration check (DC 10 + points of damage taken + the level of the power you're manifesting). The 
interrupting event strikes during manifestation if it occurs between when you start and when you 
complete manifesting a power (for a power with a manifesting time of 1 round or longer) or if it comes 
in response to your manifesting the power (such as an attack of opportunity provoked by the 
manifesting of the power or a contingent attack from a readied action). 

If you are taking continuous damage half the damage is considered to take place while you are 
manifesting a power. You must make a concentration check (DC 10 + 1/2 the damage that the 
continuous source last dealt + the level of the power you're manifesting). 

If the last damage dealt was the last damage that the effect could deal then the damage is over, 
and it does not distract you. 

Repeated damage does not count as continuous damage. 
Power: If you are affected by a power while attempting to manifest a power of your own, you must 
make a concentration check or lose the power you are manifesting. If the power affecting you deals 
damage, the concentration DC is 10 + points of damage + the level of the power you're manifesting. If 
the power interferes with you or distracts you in some other way, the concentration DC is the power's 
save DC + the level of the power you're manifesting. For a power with no saving throw, it's the DC that 
the power's saving throw would have if a save were allowed. 
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Grappling or Pinned: To manifest a power while grappling or pinned, you must make a concentration 
check (DC 20 + the level of the power you're manifesting) or lose the power. 

Vigorous Motion: If you are riding on a moving mount, taking a bouncy ride in a wagon, on a small boat 
in rough water, belowdecks in a storm-tossed ship, or simply being jostled in a similar fashion, you must 
make a concentration check (DC 10 + the level of the power you're manifesting) or lose the power. 
Violent Motion: If you are on a galloping horse, taking a very rough ride in a wagon, on a small boat in 
rapids or in a storm, on deck in a storm-tossed ship, or being tossed roughly about in a similar fashion, 
you must make a concentration check (DC 15 + the level of the power you're manifesting) or lose the 
power. 

Violent Weather: If you are in a high wind carrying blinding rain or sleet, the DC is 5 + the level of the 
power you're manifesting. If you are in wind-driven hail, dust, or debris, the DC is 10 + the level of the 
power you're manifesting. In either case, you lose the power if you fail the concentration check. If the 
weather is caused by a power, use the rules in the Power subsection above. 

Manifesting Powers on the Defensive: If you want to manifest a power without provoking attacks of 
opportunity, you need to dodge and weave. You must make a concentration check (DC 15 + the level of 
the power you're manifesting) to succeed. You lose the power points without successful manifestation if 
you fail. 

Entangled: If you want to manifest a power while entangled in a net or while affected by a power with 
similar effects you must make a DC 15 concentration check to manifest the power. You lose the power if 
you fail. 

MAN I FESTER LEVEL 

The variables of a power's effect often depend on its manifester level, which is equal to your psionic 
class level. A power that can be augmented for additional effect is also limited by your manifester level 
(you can't spend more power points on a power than your manifester level). See Augment under 
Descriptive Text, below. 

You can manifest a power at a lower manifester level than normal, but the manifester level 
must be high enough for you to manifest the power in question, and all level-dependent features must 
be based on the same manifester level. 

In the event that a class feature or other special ability provides an adjustment to your 
manifester level, this adjustment applies not only to all effects based on manifester level (such as range, 
duration, and augmentation potential) but also to your manifester level check to overcome your target's 
power resistance and to the manifester level used in dispel checks (both the dispel check and the DC of 
the check). 

POWER FAILURE 

If you try to manifest a power in conditions where the characteristics of the power (range, area, and so 
on) cannot be made to conform, the manifestation fails and the power points are wasted. 
Powers also fail if your concentration is broken (see Concentration, above). 

THE POWER'S RESULT 

Once you know which creatures (or objects or areas) are affected, and whether those creatures have 
made successful saving throws (if any were allowed), you can apply whatever results a power entails. 

SPECIAL POWER EFFECTS 

Certain special features apply to all powers. 

Attacks: Some powers refer to attacking. All offensive combat actions, even those that don't damage 
opponents, such as disarm and bull rush, are considered attacks. All powers that opponents can resist 
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with saving tlirows, tliat deal damage, or that otherwise harm or hamper subjects are considered 
attacl<s. Astral construct and similar powers are not considered attacks because the powers themselves 
don't harm anyone. 

Bonus Types: Many powers give creatures bonuses to ability scores. Armor Class, attacks, and other 
attributes. Each bonus has a type that indicates how the power grants the bonus. The important aspect 
of bonus types is that two bonuses of the same type don't generally stack. With the exception of dodge 
bonuses, most circumstance bonuses, and genotype bonuses, only the better bonus works. The same 
principle applies to penalties— a character taking two or more penalties of the same type applies only 
the worst one. 

POWERS AND POWER POINTS 

Psionic characters manifest powers, which involve the direct manipulation of personal mental energy. 
These manipulations require natural talent and personal meditation. A psionic character's level limits 
the number of power points available to manifest powers. A psionic character's relevant high score 
might allow him to gain extra power points. He can manifest the same power more than once, but each 
manifestation subtracts power points from his daily limit. Manifesting a power is an arduous mental 
task. To do so, a psionic character must have a key ability score of at least 10 + the power's level. 
Daily Power Point Acquisition: To regain used daily power points, a psionic character must have a clear 
mind. To clear his mind, he must first sleep for 8 hours. The character does not have to slumber for 
every minute of the time, but he must refrain from movement, combat, manifesting powers, skill use, 
conversation, or any other demanding physical or mental task during the rest period. If his rest is 
interrupted, each interruption adds 1 hour to the total amount of time he has to rest to clear his mind, 
and he must have at least 1 hour of rest immediately prior to regaining lost power points. If the 
character does not need to sleep for some reason, he still must have 8 hours of restful calm before 
regaining power points. 

Recent Manifesting Limit/Rest Interruptions: If a psionic character has manifested powers recently, the 
drain on his resources reduces his capacity to regain power points. When he regains power points for 
the coming day, all power points he has used within the last 8 hours count against his daily limit. 
Peaceful Environment: To regain power points, a psionic character must have enough peace, quiet, and 
comfort to allow for proper concentration. The psionic character's surroundings need not be luxurious, 
but they must be free from overt distractions, such as combat raging nearby or other loud noises. 
Exposure to inclement weather prevents the necessary concentration, as does any injury or failed saving 
throw the character might incur while concentrating on regaining power points. 

Regaining Power Points: Once the character has rested in a suitable environment, it takes only an act of 
concentration spanning 1 full round to regain all power points of the psionic character's daily limit. 

ADDING POWERS 

Psionic characters can learn new powers when they attain a new level. An esper can learn any power on 
the power list. 

Powers Gained at a New Level: Espers perform a certain amount of personal meditation between 
adventures in an attempt to unlock latent mental abilities. Each time an esper attains a new level, he or 
she learns additional powers according to his class description. Espers learn new powers of their choice 
in this fashion. These powers represent abilities unlocked from latency. The powers must be of levels 
the characters can manifest. 

USING STORED POWER POINTS 



91 



A variety of psionic items exist to store power points for later use, in particular a storage device called a 
cognizance crystal. Regardless of what sort of item stores the power points, all psionic characters must 
follow strict rules when tapping stored power points. 

A Single Source: When using power points from a storage item to manifest a power, a psionic character 
may not pay the power's cost with power points from more than one source. He must either use an 
item, his own power point reserve, or some other discrete power point source to pay the manifestation 
cost. 

Recharging: Most power point storage devices allow psionic characters to "recharge" the item with their 
own power points. Doing this depletes the character's power point reserve on a 1-for-l basis as if he had 
manifested a power; however, those power points remain indefinitely stored. The opposite is not true— 
psionic characters may not use power points stored in a storage item to replenish their own power point 
reserves. 

SPECIAL ABILITIES 

Psionic creatures can create psionic effects without having levels in a psionic class (although they can 
take a psionic class to further enhance their abilities); such creatures have the psionic subtype. 

Characters using dorjes, cognizance crystals, and other psionic items can also create psionic 
effects. Some creatures have psi-like abilities. (Psionic creatures may also have extraordinary and 
natural abilities.) 

Psi-Lil<e Abilities (Ps): The manifestation of powers by a psionic character is considered a psi-like ability, 

as is the manifestation of powers by creatures without a psionic class (creatures with the psionic 
subtype, also simply called psionic creatures). Usually, a psionic creature's psi-like ability works just like 
the power of that name. A few psi-like abilities are unique; these are explained in the text where they 
are described. 

Psi-like abilities have no verbal, somatic, or material components, nor do they require a focus. 
The user activates them mentally. Armor never affects a psi-like ability's use. A psi-like ability has a 
manifesting time of 1 standard action unless noted otherwise in the ability description. In all other ways, 
a psi-like ability functions just like a power. However, a psionic creature does not have to pay a psi-like 
ability's power point cost. 

Psi-like abilities are subject to power resistance and to being dispelled by dispel psionics. They 
do not function in areas where psionics is suppressed or negated. 

PSIONIC MALADIES 

Ability Burn: This is a special form of ability damage that cannot be psionically healed. It is 
caused by the use of certain psionic feats and powers. It returns only through natural healing. 

Disease, Cascade Flu: Spread by brain moles and other vermin; injury; DC 13; incubation one 
day; damage psionic cascade. 

A psionic cascade is a loss of control over psionic abilities. Using power points becomes 
dangerous for a character infected by cascade flu, once the incubation period has run its course. Every 
time an afflicted character manifests a power, she must make a DC 16 Concentration check. On a failed 
check, a psionic cascade is triggered. The power operates normally, but during the following round, 
without the character's volition, two additional powers she knows manifest randomly, and their power 
cost is deducted from the character's reserve. During the next round, three additional powers manifest, 
and so on, until all the psionic character's power points are drained. Powers with a range of personal or 
touch always affect the diseased character. For other powers that affect targets, roll d%: On a 01-50 
result, the power affects the diseased character, and 51-00 indicates that the power targets other 
creatures in the vicinity. Psionic creatures (those that manifest their powers without paying points) 
cascade until all the powers they know have manifested at least twice. 
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As with any disease, a psionic character who is injured or attacl<ed by a creature carrying a 
disease or parasite, or who otherwise has contact with contaminated material, must mal<e an 
immediate Fortitude save. On a success, the disease fails to gain a foothold. On a failure, the character 
takes damage (or incurs the specified effect) after the incubation period. Once per day afterward, the 
afflicted character must make a successful Fortitude save to avoid repeating the damage. Two successful 
saving throws in a row indicate she has fought off the disease. 

Disease, Cerebral Parasites: Spread by contact with infected psionic creatures; contact; DC 15; 
incubation ld4 days; damage ld8 power points. 

Cerebral parasites are tiny organisms, undetectable to normal sight. An afflicted character may 
not even know he carries the parasites— until he discovers he has fewer power points for the day than 
expected. Psionic creatures with cerebral parasites are limited to using each of their known powers only 
once per day (instead of freely manifesting them). See the note about diseases under Cascade Flu, 
above. 

Negative Levels: Psionic characters can gain negative levels just like members of other character 
classes. A psionic character loses access to one power per negative level from the highest level of power 
he can manifest; he also loses a number of power points equal to the cost of that power. If two or more 
powers fit these criteria, the esper decides which one becomes inaccessible. The lost power becomes 
available again as soon the negative level is removed, providing the esper is capable of using it at that 
time. Lost power points also return. 

POWER DESCRIPTIONS 

The description of each power is presented in a standard format. Each category of information is 
explained and defined below. 

NAME 

The first line of every power description gives the name by which the power is generally known. A power 
might be known by other names in some locales, and specific espers might have names of their own for 
their powers. 

DISCIPLINE (SUBDISCIPLINE) 

Beneath the power name is a line giving the discipline (and the subdiscipline in parentheses, if 
appropriate) that the power belongs to. 

Every power is associated with one of six disciplines. A discipline is a group of related powers that work 
in similar ways. Each of the disciplines is discussed below. 

Clairsentience 

Clairsentience powers enable you to learn secrets long forgotten, to glimpse the immediate future and 
predict the far future, to find hidden objects, and to know what is normally unknowable. 

Many clairsentience powers have cone-shaped areas. These move with you and extend in the 
direction you look. The cone defines the area that you can sweep each round. If you study the same area 
for multiple rounds, you can often gain additional information, as noted in the descriptive text for the 
power. 

Scrying: A power of the scrying subdiscipline creates an invisible sensor that sends you 
information. Unless noted otherwise, the sensor has the same powers of sensory acuity that you 
possess. This includes any powers or effects that target you, but not powers or effects that emanate 
from you. However, the sensor is treated as a separate, independent sensory organ of yours, and thus 
functions normally even if you have been blinded, deafened, or otherwise suffered sensory impairment. 
Any creature with an Intelligence score of 12 or higher can notice the sensor by making a DC 20 
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Intelligence check. The sensor can be dispelled as if it were an active power. Lead sheeting or psionic 
protection blocks scrying powers, and you sense that the power is so blocked. 

Metacreativity 

Metacreativity powers create objects, creatures, or some form of matter. Creatures you create usually, 
but not always, obey your commands. 

A metacreativity power draws raw ectoplasm from the Astral Plane to create an object or 
creature in the place the psionic character designates (subject to the limits noted above). Objects 
created in this fashion are as solid and durable as normal objects, despite their originally diaphanous 
substance. Psionic creatures created with metacreativity powers are considered constructs, not 
outsiders. 

A creature or object brought into being cannot appear inside another creature or object, nor can 
it appear floating in an empty space. It must arrive in an open location on a surface capable of 
supporting it. The creature or object must appear within the power's range, but it does not have to 
remain within the range. 

Creation: A power of the creation subdiscipline creates an object or creature in the place the 
manifester designates (subject to the limits noted above). If the power has a duration other than 
instantaneous, psionic energy holds the creation together, and when the power ends, the created 
creature or object vanishes without a tgenotype, except for a thin film of glistening ectoplasm that 
quickly evaporates. If the power has an instantaneous duration, the created object or creature is merely 
assembled through psionics. It lasts indefinitely and does not depend on psionicsfor its existence. 

Psychokinesis 

Psychokinesis powers manipulate energy or tap the power of the mind to produce a desired end. Many 
of these powers produce spectacular effects above and beyond the power's standard display (see 
Display, below), such as moving, melting, transforming, or blasting a target. Psychokinesis powers can 
deal large amounts of damage. 

Psychometabolism 

Psychometabolism powers change the physical properties of some creature, thing, or condition. 

Healing: Psychometabolism powers of the healing subdiscipline can remove damage from 
creatures. However, psionic healing usually falls short of divine psionical healing, in direct comparisons. 

Psychoportation 

Psychoportation powers move the manifester, an object, or another creature through space and time. 

Teleportation: A power of the teleportation subdiscipline transports one or more creatures or 
objects a great distance. The most potent of these powers can cross planar boundaries. Usually the 
transportation is one-way (unless otherwise noted) and not dispellable. Teleportation is instantaneous 
travel through the Astral Plane. Anything that blocks astral travel also blocks teleportation. 

Telepathy 

Telepathy powers can spy on and affect the minds of others, influencing or controlling their behavior. 
Most telepathy powers are mind-affecting. 

Charm: A power of the charm subdiscipline changes the way the subject views you, typically 
making it see you as a good friend. 

Compulsion: A power of the compulsion subdiscipline forces the subject to act in some manner 
or changes the way her mind works. Some compulsion powers determine the subject's actions or the 
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effects on the subject, some allow you to determine the subject's actions when you manifest them, and 
others give you ongoing control over the subject. 

[DESCRIPTOR] 

Appearing on the same line as the discipline and subdiscipline (when applicable) is a descriptor that 
further categorizes the power in some way. Some powers have more than one descriptor. 
The descriptors that apply to powers are acid, cold, death, electricity, evil, fire, force, good, language- 
dependent, light, mind-affecting, and sonic. 

Most of these descriptors have no game effect by themselves, but they govern how the power 
interacts with other powers, with special abilities, with unusual creatures, with alignment, and so on. 

A language-dependent power uses intelligible language as a medium. 

A mind-affecting power works only against creatures with an Intelligence score of 1 or higher. 

LEVEL 

The next line of the power description gives a power's level, a number between 1 and 9 that defines the 
power's relative strength. 

DISPLAY 

When a power is manifested, a display may accompany the primary effect. This secondary effect may be 
auditory, material, mental, olfactory, or visual. No power's display is significant enough to create 
consequences for the psionic creatures, allies, or opponents during combat. The secondary effect for a 
power occurs only if the power's description indicates it. If multiple powers with similar displays are in 
effect simultaneously, the displays do not necessary become more intense. Instead, the overall display 
remains much the same, though with minute spikes in intensity. A Psicraft check (DC 10 + 1 per 
additional power in use) reveals the exact number of simultaneous powers in play. 

Dispense with Displays: Despite the fact that almost every power has a display, a psionic 
character can always choose to manifest the power without the flashy accompaniment. To manifest a 
power without any display (no matter how many displays it might have), a manifester must make a 
concentration check (DC 15 + the level of the power). This check is part of the action of manifesting the 
power. If the check is unsuccessful, the power manifests normally with its display. 

Even if a manifester manifests a power without a display, he is still subject to attacks of 
opportunity in appropriate circumstances. (Of course, another concentration check can be made as 
normal to either manifest defensively or maintain the power if attacked.) 

Auditory: A bass-pitched hum issues from the manifester's vicinity or in the vicinity of the 
power's subject (manifester's choice), eerily akin to many deep-pitched voices. The sound grows in a 
second from hardly noticeable to as loud as a shout strident enough to be heard within 100 feet. At the 
manifester's option, the instantaneous sound can be so soft that it can be heard only within 15 feet with 
a successful DC 10 Perception check. Some powers describe unique auditory displays. 

Material: The subject or the area is briefly slicked with a translucent, shimmering substance. The 
glistening substance evaporates after 1 round regardless of the power's duration. Sophisticated psions 
recognize the material as ectoplasmic seepage from the Astral Plane; this substance is completely inert. 

Mental: A subtle chime rings once in the minds of creatures within 15 feet of either the 
manifester or the subject (at the manifester's option). At the manifester's option, the chime can ring 
continuously for the power's duration. Some powers describe unique mental displays. 

Olfactory: An odd but familiar odor brings to mind a brief mental flash of a long-buried memory. 
The scent is difficult to pin down, and no two individuals ever describe it the same way. The odor 
originates from the manifester and spreads to a distance of 20 feet, then fades in less than a second (or 
lasts for the duration, at the manifester's option). 
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Visual: The manifester's eyes burn like points of silver fire while the power remains in effect. A 
rainbow-flash of light sweeps away from the manifester to a distance of 5 feet and then dissipates, 
unless a unique visual display is described. This is the case when the Display entry includes "see text," 
which means that a visual effect is described somewhere in the text of the power. 

MANIFESTING TIME 

Most powers have a manifesing time of 1 standard action. Others take 1 round or more, while a few 
require only a free action. 

A power that takes 1 round to manifest requires a full-round action. It comes into effect just 
before the beginning of your turn in the round after you began manifesting the power. You then act 
normally after the power is completed. 

A power that takes 1 minute to manifest comes into effect just before your turn 1 minute later 
(and for each of those 10 rounds, you are manifesting a power as a full-round action, as noted above for 
1-round manifesting times). These actions must be consecutive and uninterrupted, or the power points 
are lost and the power fails. 

When you use a power that takes 1 round or longer to manifest, you must continue the 
concentration from the current round to just before your turn in the next round (at least). If you lose 
concentration before the manifesting time is complete, the power points are lost and the power fails. 

You make all pertinent decisions about a power (range, target, area, effect, version, and so 
forth) when the power comes into effect. 

RANGE 

A power's range indicates how far from you it can reach, as defined in the Range entry of the power 
description. A power's range is the maximum distance from you that the power's effect can occur, as 
well as the maximum distance at which you can designate the power's point of origin. If any portion of 
the area would extend beyond the range, that area is wasted. Standard ranges include the following. 
Personal: The power affects only you. 

Touch: You must touch a creature or object to affect it. A touch power that deals damage can 
score a critical hit just as a weapon can. A touch power threatens a critical hit on a natural roll of 20 and 
deals double damage on a successful critical hit. Some touch powers allow you to touch multiple targets. 
You can touch as many willing targets as you can reach, but all targets of the power must be touched in 
the same round that you manifest the power. 

Close: The power reaches as far as 25 feet away from you. The maximum range increases 5 feet 
for every two manifester levels you have. 

Medium: The power reaches as far as 100 feet + 10 feet per manifester level. 

Long: The power reaches as far as 400 feet + 40 feet per manifester level. 

Range Expressed in Feet: Some powers have no standard range category, just a range expressed 

in feet. 

AIMING A POWER 

You must make some choice about whom the power is to affect or where the power's effect is to 
originate, depending on the type of power. The next entry in a power description defines the power's 
target (or targets), its effect, or its area, as appropriate. 

Target or Targets: Some powers have a target or targets. You manifest these powers on 
creatures or objects, as defined by the power itself. You must be able to see or touch the target, and you 
must specifically choose that target. However, you do not have to select your target until you finish 
manifesting the power. 
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If you manifest a targeted power on the wrong type of target the power has no effect. If the 
target of a power is yourself (the power description has a line that reads "Target: You"), you do not 
receive a saving throw and power resistance does not apply. The Saving Throw and Power Resistance 
lines are omitted from such powers. 

Some powers can be manifested only on willing targets. Declaring yourself as a willing target is 
something that can be done at any time (even if you're flat-footed or it isn't your turn). Unconscious 
creatures are automatically considered willing, but a character who is conscious but immobile or 
helpless (such as one who is bound, cowering, grappling, paralyzed, pinned, or stunned) is not 
automatically willing. The Saving Throw and Power Resistance lines are usually omitted from such 
powers, since only willing subjects can be targeted. 

Effect: Some powers, such as most metacreativity powers, create things rather than affect 
things that are already present. Unless otherwise noted in the power description, you must designate 
the location where these things are to appear, either by seeing it or defining it. Range determines how 
far away an effect can appear, but if the effect is mobile, it can move regardless of the power's range 
once created. 

Ray: Some effects are rays. You aim a ray as if using a ranged weapon, though typically you 
make a ranged touch attack rather than a normal ranged attack. As with a ranged weapon, you can fire 
into the dark or at an invisible creature and hope you hit something. You don't have to see the creature 
you're trying to hit, as you do with a targeted power. Intervening creatures and obstacles, however, can 
block your line of sight or provide cover for the creature you're aiming at. 

If a ray power has a duration, it's the duration of the effect that the ray causes, not the length of 
time the ray itself persists. 

If a ray power deals damage, you can score a critical hit just as if it were a weapon. A ray power 
threatens a critical hit on a natural roll of 20 and deals double damage on a successful critical hit. 

Spread: Some effects spread out from a point of origin (which may be a grid intersection, or may 
be the manifester) to a distance described in the power. The effect can extend around corners and into 
areas that you can't see. Figure distance by actual distance traveled, taking into account turns the effect 
may take. When determining distance for spread effects, count around walls, not through them. As with 
movement, do not tgenotype diagonals across corners. You must designate the point of origin for such 
an effect (unless the effect is centered on you), but you need not have line of effect (see below) to all 
portions of the effect. 

(S) Shapeable: If an Effect line ends with "(S)" you can shape the power. A shaped effect can 
have no dimension smaller than 10 feet. 

Area: Some powers affect an area. Sometimes a power description specifies a specially defined 
area, but usually an area falls into one of the categories defined below. 

Regardless of the shape of the area, you select the point where the power originates, but 
otherwise you usually don't control which creatures or objects the power affects. The point of origin of a 
power that affects an area is always a grid intersection. When determining whether a given creature is 
within the area of a power, count out the distance from the point of origin in squares just as you do 
when moving a character or when determining the range for a ranged attack. The only difference is that 
instead of counting from the center of one square to the center of the next, you count from intersection 
to intersection. 

You can count diagonally across a square, but every second diagonal counts as 2 squares of 
distance. If the far edge of a square is within the power's area, anything within that square is within the 
power's area. If the power's area touches only the near edge of a square, however, anything within that 
square is unaffected by the power. 

Burst, Emanation, or Spread: Most powers that affect an area function as a burst, an emanation, 
or a spread. In each case, you select the power's point of origin and measure its effect from that point. A 
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burst power affects whatever it catches in its area, even including creatures that you can't see. It can't 
affect creatures with total cover from its point of origin (in other words, its effects don't extend around 
corners). The default shape for a burst effect is a sphere, but some burst powers are specifically 
described as cone-shaped. 

A burst's area defines how far from the point of origin the power's effect extends. 

An emanation power functions like a burst power, except that the effect continues to radiate 
from the point of origin for the duration of the power. 

A spread power spreads out like a burst but can turn corners. You select the point of origin, and 
the power spreads out a given distance in all directions. Figure the area the power effect fills by taking 
into account any turns the effect takes. 

Cone, Line, or Sphere: Most powers that affect an area have a particular shape, such as a cone, 
line, or sphere. A cone-shaped power shoots away from you in a quarter-circle in the direction you 
designate. It starts from any corner of your square and widens out as it goes. Most cones are either 
bursts or emanations (see above), and thus won't go around corners. 

A line-shaped power shoots away from you in a line in the direction you designate. It starts from 
any corner of your square and extends to the limit of its range or until it strikes a barrier that blocks line 
of effect. A line-shaped power affects all creatures in squares that the line passes through or touches. 
A sphere-shaped power expands from its point of origin to fill a spherical area. Spheres may be bursts, 
emanations, or spreads. 

Other: A power can have a unique area, as defined in its description. 

Line of Effect: A line of effect is a straight, unblocked path that indicates what a power can 
affect. A solid barrier cancels a line of effect, but it is not blocked by fog, darkness, and other factors that 
limit normal sight. You must have a clear line of effect to any target that you manifest a power on or to 
any space in which you wish to create an effect. You must have a clear line of effect to the point of 
origin of any power you manifest. 

A burst, cone, or emanation power affects only an area, creatures, or objects to which it has line 
of effect from its origin (a spherical burst's center point, a cone-shaped burst's starting point, or an 
emanation's point of origin). An otherwise solid barrier with a hole of at least 1 square foot through it 
does not block a power's line of effect. Such an opening means that the 5-foot length of wall containing 
the hole is no longer considered a barrier for the purpose of determining a power's line of effect. 

DURATION 

A power's Duration line tells you how long the psionic energy of the power lasts. 

Timed Durations: Many durations are measured in rounds, minutes, hours, or some other 
increment. When the time is up, the psionic energy sustaining the effect fades, and the power ends. If a 
power's duration is variable it is rolled secretly. 

Instantaneous: The psionic energy comes and goes the instant the power is manifested, though 
the consequences might be long-lasting. 

Permanent: The energy remains as long as the effect does. This means the power is vulnerable 
to dispel psionics. 

Concentration: The power lasts as long as you concentrate on it. Concentrating to maintain a 
power is a standard action that does not provoke attacks of opportunity. Anything that could break your 
concentration when manifesting a power can also break your concentration while you're maintaining 
one, causing the power to end. You can't manifest a power while concentrating on another one. Some 
powers may last for a short time after you cease concentrating. In such a case, the power keeps going 
for the given length of time after you stop concentrating, but no longer. Otherwise, you must 
concentrate to maintain the power, but you can't maintain it for more than a stated duration in any 
event. If a target moves out of range, the power reacts as if your concentration had been broken. 
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Subjects, Effects, and Areas: If the power affects creatures directly the result travels with the 
subjects for the power's duration. If the power creates an effect, the effect lasts for the duration. The 
effect might move or remain still. Such an effect can be destroyed prior to when its duration ends. If the 
power affects an area then the power stays with that area for its duration. Creatures become subject to 
the power when they enter the area and are no longer subject to it when they leave. 

Touch Powers and Holding the Charge: In most cases, if you don't discharge a touch power on 
the round you manifest it, you can hold the charge (postpone the discharge of the power) indefinitely. 
You can make touch attacks round after round. If you touch anything with your hand while holding a 
charge, the power discharges. If you manifest another power, the touch power dissipates. 

Some touch powers allow you to touch multiple targets as part of the power. You can't hold the 
charge of such a power; you must touch all the targets of the power in the same round that you finish 
manifesting the power. You can touch one friend (or yourself) as a standard action or as many as six 
friends as a full round action. 

Discharge: Occasionally a power lasts for a set duration or until triggered or discharged. 

(D) Dismissible: If the Duration line ends with "(D)," you can dismiss the power at will. You must 
be within range of the power's effect and must mentally will the dismissal, which causes the same 
display as when you first manifested the power. Dismissing a power is a standard action that does not 
provoke attacks of opportunity. A power that depends on concentration is dismissible by its very nature, 
and dismissing it does not take an action or cause a display, since all you have to do to end the power is 
to stop concentrating on your turn. 

SAVING THROW 

Usually a harmful power allows a target to make a saving throw to avoid some or all of the effect. The 
Saving Throw line in a power description defines which type of saving throw the power allows and 
describes how saving throws against the power work. 

Negates: The power has no effect on a subject that makes a successful saving throw. 

Partial: The power causes an effect on its subject, such as death. A successful saving throw 
means that some lesser effect occurs (such as being dealt damage rather than being killed). 

Half: The power deals damage, and a successful saving throw halves the damage taken (round 

down). 

None: No saving throw is allowed. 

(object): The power can be manifested on objects, which receive saving throws only if they are 
psionic or if they are attended (held, worn, grasped, or the like) by a creature resisting the power, in 
which case the object uses the creature's saving throw bonus unless its own bonus is greater. (This 
notation does not mean that a power can be manifested only on objects. Some powers of this sort can 
be manifested on creatures or objects.) A psionic item's saving throw bonuses are each equal to 2 + one- 
half the item's manifester level. 

(harmless): The power is usually beneficial, not harmful, but a targeted creature can attempt a 
saving throw if it desires. 

Saving Throw Difficulty Class: A saving throw against your power has a DC 10 + the level of the 
power + your Wisdom modifier. 

Succeeding on a Saving Throw: A creature that successfully saves against a power that has no 
obvious physical effects feels a hostile force or a tingle, but cannot deduce the exact nature of the 
attack. Likewise, if a creature's saving throw succeeds against a targeted power you sense that the 
power has failed. You do not sense when creatures succeed on saves against effect and area powers. 

Failing a Saving Throw against IVIind-Affecting Powers: If you fail your save, you are unaware 
that you have been affected by a power. 
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Automatic Failures and Successes: A natural 1 (the d20 comes up 1) on a saving throw is always 
a failure, and the power may deal damage to exposed items (see Items Surviving after a Saving Throw, 
below). A natural 20 (the d20 comes up 20) is always a success. 

Voluntarily Giving up a Saving Throw: A creature can voluntarily forego a saving throw and 
willingly accept a power's result. Even a character with a special resistance to psionics can suppress this 
quality. 

Items Surviving after a Saving Throw: Unless the descriptive text for the power specifies 
otherwise, all items carried or worn by a creature are assumed to survive a psionic attack. If a creature 
rolls a natural 1 on its saving throw against the effect, however, an exposed item is harmed (if the attack 
can harm objects). Refer to Table: Items Affected by Psionic Attacks. 

Determine which four objects carried or worn by the creature are most likely to be affected and 
roll randomly among them. The randomly determined item must make a saving throw against the attack 
form or take whatever damage the attack deals. 



Table: Items Affected by Psionic Attacks 



Order^ 


Item 


1st 


Shield 


2nd 


Armor 


3rd 


Psionic helmet, or psicrown 


4th 


Item in hand (including weapon, dorje, or the like) 


5th 


Psionic cloak 


6th 


Stowed or sheathed weapon 


7th 


Psionic bracers 


8th 


Psionic clothing 


9th 


Psionic jewelry (including rings) 


10th 


Anything else 



1 In order of most likely to least likely to be affected. 



POWER RESISTANCE 

Power resistance is a special defensive ability. If your power is being resisted by a creature with power 
resistance, you must make an manifester level check (d20 + manifester level) at least equal to the 
creature's power resistance for the power to affect that creature. The defender's power resistance 
functions like an Armor Class against psionic attacks. Include any adjustments to your manifester level 
on this manifester level check. 

The Power Resistance line and the descriptive text of a power description tell you whether 
power resistance protects creatures from the power. In many cases, power resistance applies only when 
a resistant creature is targeted by the power, not when a resistant creature encounters a power that is 
already in place. 

The terms "object" and "harmless" mean the same thing for power resistance as they do for 
saving throws. A creature with power resistance must voluntarily lower the resistance (a standard 
action) to be affected by a power noted as harm less. In such a case, you do not need to make the 
manifester level check described above. 

POWER POINTS 

All powers have a Power Points line, indicating the power's cost. 

The esper character class tables show how many power points an esper has access to each day, 
depending on level. 
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A power's cost is determined by its level, as shown below. Every power's cost is noted in its 
description for ease of reference. 

Table: Power Points by Power Level 

Power Level 123456 7 8 9 

Power Point Cost 1 3 5 7 9 11 13 15 17 

Power Point Limit: Some powers allow you to spend more than their base cost to achieve an 
improved effect, or augment the power. The maximum number of points you can spend on a power (for 
any reason) is equal to your manifester level. 

IVIaterial Cost: On the same line that the power point cost of a power is indicated, the cost of 
material components expended in manifesting the power, if any, is noted. You cannot manifest a power 
that requires costly material components unless you an adequate supply of the required component on 
your person (in hand or in a pouch, pocket, or other worn container). The costly materials are expended 
when you manifest the power, whether or not the manifestation succeeds. 

DESCRIPTIVE TEXT 

This portion of a power description details what the power does and how it works. If one of the previous 
lines in the description included "see text," this is where the explanation is found. If the power you're 
reading about is based on another power you might have to refer to a different power for the "see text" 
information. If a power is the equivalent of a Pathfinder RPG power an entry of "see power text" directs 
you to the appropriate power description. 

Augment: Many powers have variable effects based on the number of power points you spend 
when you manifest them. The more points spent, the more powerful the manifestation. How this extra 
expenditure affects a power is specific to the power. Some augmentations allow you to increase the 
number of damage dice, while others extend a power's duration or modify a power in unique ways. Each 
power that can be augmented includes an entry giving how many power points it costs to augment and 
the effects of doing so. However, you can spend only a total number of points on a power equal to your 
manifester level. 

Augmenting a power takes place as part of another action (manifesting a power). Unless 
otherwise noted in the Augment section of an individual power description, you can augment a power 
only at the time you manifest it. 

POWER LIST 

An * appearing at the end of a power's name in the power lists denotes an augmentable power. An 
denotes a power with a material cost paid by the manifester. 

Power Chains: Some powers reference other powers that they are based upon. Only 
information in a power later in the power chain that is different from the base power is covered in the 
power being described. Header entries and other information that are the same as the base power are 
not repeated. The same holds true for powers that are the equivalents of Pathfinder Roleplaying Game 
Core Rulebool< spells, only the way the power varies from the spell is noted, such as power point cost. 
Order of Presentation: In the power lists and the power descriptions that follow them, the powers are 
presented in alphabetical order by name— except for those belonging to certain power chains and those 
that are psionic equivalents of Pathfinder Roleplaying Game Core Rulebook spells. When a power's name 
begins with "lesser," "greater," "mass," or a similar kind of qualifier, the power description is 
alphabetized under the second word of the power description instead. When the effect of a power is 
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essentially the same as that of a Pathfinder Roleplaying Game Core Rulebook spell, the power's name is 
simply "Psionic" followed by the name of the spell, and it is alphabetized according to the spell name. 

Manifester Level: A power's effect often depends on the manifester level, which is the 
character's combined class levels in psionic classes. A creature with no classes has a manifester level 
equal to its Hit Dice unless otherwise specified. The word "level" in the power lists always refers to 
manifester level. 

Creatures and Characters: "Creatures" and "characters" are used synonymously in the power 
descriptions. 

Augment: Many powers vary in strength depending on how many power points you put into 
them. The more power points you spend, the more powerful the manifestation. However, you can 
spend only a total number of points on a power equal to your manifester level, unless you have an 
ability that increases your effective manifester level. 

Many powers can be augmented in more than one way. When the Augment section contains 
numbered paragraphs, you need to spend power points separately for each of the numbered options. 
When a paragraph in the Augment section begins with "In addition," you gain the indicated benefit 
according to how many power points you have already decided to spend on manifesting the power. 



PSIONIC POWERS 



l^^-LEVEL PSIONIC POWERS 

Astral Construct*: Creates astral construct to fight for you. 

Astral Traveler: Enable yourself or another to join an astral corovon-enabled trip. 

Attraction*: Subject has an attraction you specify. 

Bite of the Wolf: Gain bite attack for ld8 damage. 

Bolt*: You create a few enhanced short-lived bolts, arrows, or bullets. 

Burst: Gain +10 ft. to speed this round. 

Call to Mind: Gain additional Knowledge check with +4 competence bonus. 

Call Weaponry*: Create temporary weapon. 

Catfall*: Instantly save yourself from a fall. 

Charm, Psionic*: Makes one person your friend. 

Claws of the Beast*: Your hands become deadly claws. 

Compression*: You grow smaller. 

Conceal Thoughts: You conceal your motives. 

Control Flames*: Take control of nearby open flame. 

Control Light: Adjust ambient light levels. 

Control Object: Telekinetically animate a small object. 

Create Sound: Create the sound you desire. 

Crystal Shard*: Ranged touch attack for ld6 points of piercing damage. 

Daze, Psionic*: Humanoid creature of 4 HD or less loses next action. 

Deceleration*: Target's speed is halved. 

Deja Vu*: Your target repeats his last action. 

Demoralize*: Enemies become shaken. 

Destiny Dissonance: Your dissonant touch sickens a foe. 

Detect Psionics: You detect the presence of psionics. 

Detect Teleportation*: Know when teleportation powers are used in close range. 
Disable*: Subjects incorrectly believe they are disabled. 
Dissipating Touch*: Touch deals ld6 damage. 
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Distract: Target gets -4 penalty on Perception and Sense Motive ciiecks. 

Ecto Protection*: An astral construct gains bonus against dismiss ectoplasm. 

Empathy'^: You know the subject's surface emotions. 

Empty Mind*: You gain +2 on Will saves until your next action. 

Energy Ray*: Deal ld6 energy (cold, electricity, fire, or sonic) damage. 

Entangling Ectoplasm: You entangle a foe in sticky goo. 

Expansion*: Become one size category larger. 

Far Hand*: Move small objects at a limited distance. 

Float*: You buoy yourself in water or other liquid. 

Force Screen*: Invisible disc provides +4 shield bonus to AC. 

Grease, Psionic: Makes 10-ft. square or one object slippery. 

Grip of Iron*: Your iron grip gives +4 bonus on grapple checks. 

Hammer*: Melee touch attack deals ld8/round. 

Inertial Armor*: Tangible field of force provides you with +4 armor bonus to AC. 
Know Direction and Location: You discover where you are and what direction you face. 
Matter Agitation: You heat a creature or object. 

Metaphysical Claw*: Your natural attack gains a +1 enhancement bonus. 

Metaphysical Weapon*: Your melee weapon or ammunition gains a +1 enhancement bonus. 

Mindlink*: You forge a limited mental bond with another creature. 

Mind Thrust*: Deal IdlO damage. 

Minor Creation, Psionic: Creates one cloth or wood object. 
Missive*: Send a one-way telepathic message to subject. 
My Light*: Your eyes emit 20-ft. cone of light. 
Precognition: Gain +2 insight bonus to one roll. 

Precognition, Defensive*: Gain +1 insight bonus to AC and saving throws. 

Precognition, Offensive*: Gain +1 insight bonus on your attack rolls. 

Prescience, Offensive*: Gain +2 insight bonus on your damage rolls. 

Prevenom*: Your claws gain a poison coating. 

Prevenom Weapon*: Your weapon is mildly venomous. 

Sense Link*: You sense what the subject senses (single sense). 

Skate: Subject slides skillfully along the ground. 

Stomp*: Subjects fall prone and take ld4 nonlethal damage. 

Synesthete: You receive one kind of sense when another sense is stimulated. 

Telempathic Projection: Alter the subject's mood. 

Thicken Skin*: Gain +1 enhancement bonus to your AC for 10 min./level. 

Vigor*: Gain 5 temporary hit points. 

2ND-LEVEL PSIONIC POWERS 

Animal Affinity*: Gain +4 enhancement to one ability. 

Aversion*: Subject has aversion you specify. 

Bestow Power*: Subject receives 2 power points. 

Biofeedback*: Gain damage reduction 2/-. 

Body Equilibrium: You can walk on nonsolid surfaces. 

Brain Lock*: Subject cannot move or take any mental actions. 

Chameleon: Gain +10 enhancement bonus on Stealth checks. 

Clairvoyant Sense: See and hear a distant location. 

Cloud Mind: You erase knowledge of your presence from target's mind. 

Concussion Blast*: Deal ld6 force damage to target. 
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Control Air*: You have control over wind speed and direction. 
Control Sound: Create very specific sounds. 

Detect Hostile Intent: You can detect hostile creatures within 30 ft. of you. 
Dinnension Swap*: You and ally or two allies switch positions. 
Ego Whip*: Deal ld4 Cha damage and daze for 1 round. 

Elfsight: Gain low-light vision, +2 bonus on Perception checks, and notice secret doors. 

Empathic Transfer*: Transfer another's wounds to yourself. 

Energy Adaptation, Specified*: Gain resistance 10 against one energy type. 

Energy Missile*: Deal 3d6 energy damage to up to five subjects. 

Energy Push*: Deal 2d6 damage and knock subject back. 

Energy Stun*: Deal ld6 damage and stun target if it fails both saves. 

Feat Leech*: Borrow another's psionic or metapsionic feats. 

Id Insinuation*: Swift tendrils of thought disrupt and confuse your target. 

Identify, Psionic: Learn the properties of a psionic item. 

Inflict Pain*: Telepathic stab gives your foe -4 on attack rolls, or -2 if he makes the save. 
Knocl<, Psionic: Opens locked or psionically sealed door. 

Levitate, Psionic: You move up and down, forward and back via mental support. 
Mental Disruption*: Daze creatures within 10 feet for 1 round. 
Missive, Mass*: You send a one-way telepathic message to an area. 
Object Reading*: Learn details about an object's previous owner. 
Psionic Lock: Secure a door, chest, or portal. 

Psionic Repair Damage: Repairs construct of 3d8 hit points +1 hp/level. 
Read Thoughts: Detect surface thoughts of creatures in range. 
Recall Agony*: Foe takes 2d6 damage. 
Sense Link, Forced: Sense what subject senses. 

Sensitivity to Psychic Impressions: You can find out about an area's past. 
Share Pain: Willing subject takes some of your damage. 
Suggestion, Psionic: Compels subject to follow stated course of action. 
Sustenance: Go without food and water for one day. 

Swarm of Crystals*: Crystal shards are sprayed forth doing 3d4 slashing damage. 
Thought Shield*: Gain PR 13 against mind-affecting powers. 
Tongues, Psionic: You can communicate with intelligent creatures. 

3RD-LEVEL PSIONIC POWERS 

Astral Caravan*: You lead astral trove/er-enabled group to a planar destination. 

Body Adjustment*: You heal ldl2 damage. 

Body Purification*: You restore 2 points of ability damage. 

Concealing Amorpha, Greater: Quasi-real membrane grants you total concealment. 

Crisis of Breath*: Disrupt subject's breathing. 

Danger Sense*: You gain +4 bonus against traps. 

Darkvision, Psionic: See 60 ft. in total darkness. 

Dismiss Ectoplasm: Dissipates ectoplasmic targets and effects. 

Dissolving Touch*: Your touch deals 4d6 acid damage. 

Dissolving Weapon*: Your weapon deals 4d6 acid damage. 

Dispel Psionics*: Cancels psionic powers and effects. 

Ectoplasmic Cocoon*: You encapsulate a foe so it can't move. 

Ectoplasmic Form: You gain benefits of being insubstantial and can fly slowly. 

Empathic Transfer, Hostile*: Your touch transfers your hurt to another. 



Energy Bolt*: Deal 5d6 energy damage in 120-ft. line. 
Energy Burst*: Deal 5d6 energy damage in 40-ft. burst. 
Energy Cone*: Deal 5d6 energy damage in 60-ft. cone. 

Energy Retort*: Ectoburst of energy automatically targets your attacker for 4d6 damage once each 
round. 

Energy Wall: Create wall of your chosen energy type. 

Eradicate Invisibility*: Negate invisibility in 50-ft. burst. 

Escape Detection: You become difficult to detect with clairsentience powers. 

False Sensory Input*: Subject sees what isn't there. 

Fate Link*: You link the fates of two targets. 

Hustle: Instantly gain a move action. 

Keen Edge, Psionic: Doubles normal weapon's threat range. 

Mental Barrier*: Gain +4 deflection bonus to AC until your next action. 

Mind Trap*: Drain ld6 power points from anyone who attacks you with a telepathy power. 

Painful Strike*: Your natural weapons deal an extra ld6 nonlethal damage. 

Prowess: Instantly gain another attack of opportunity. 

Psionic Blast: Stun creatures in 30-ft. cone for 1 round. 

Psionic Lion's Charge*: You can make full attack in same round you charge. 

Psionic Scent: Gain the scent ability. 

Share Pain, Forced*: Unwilling subject takes some of your damage. 

Solicit Psicrystal*: Your psicrystal takes over your concentration power. 

Strength of My Enemy*: Siphon away your enemy's strength and grow stronger. 

Telekinetic Force*: Move an object with the sustained force of your mind. 

Telekinetic Thrust*: Hurl objects with the force of your mind. 

Time Hop*: Subject hops forward in time 1 round/level. 

Touchsight*: Your telekinetic field tells you where everything is. 

Ubiquitous Vision: You have all-around vision. 

Wall Walker: Grants ability to walk on walls and ceilings. 

4TH-LEVEL PSIONIC POWERS 

Anchored Navigation*: Establish a mishap-free teleport beacon. 

Aura Sight*: Reveals creatures, objects, or powers of selected alignment axis. 

Claw of Energy: Your claws deal additional energy damage. 

Claws of the Vampire: Heal half of your claw's base damage. 

Control Body*: Take rudimentary control of your foe's limbs. 

Correspond: Hold mental conversation with another creature at any distance. 

Death Urge*: Implant a self-destructive compulsion. 

Detect Remote Viewing: You know when others spy on you remotely. 

Dimension Door, Psionic: Teleports you short distance. 

Dimension Slide*: Teleports you very short distance. 

Dimensional Anchor, Psionic: Bars extra dimensional movement. 

Dismissal, Psionic: Forces a creature to return to its native plane. 

Divination, Psionic: Provides useful advice for specific proposed action. 

Dominate, Psionic*: Control target telepathically. 

Duodimensional Claw: Increases your natural weapon's threat range. 

Empathic Feedback*: When you are hit in melee, your attacker takes damage. 

Energy Adaptation*: Your body converts energy to harmless light. 

Energy Ball*: Deal 7d6 energy damage in 20-ft. radius. 
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Fabricate, Psionic: Transforms raw goods to finished items. 
Fly, Psionic: You fly at a speed of 60 ft. 

Freedom of IVIovement, Psionic: You cannot be held or otherwise rendered immobile. 
Graft Weapon: Your hand is replaced seamlessly by your weapon. 
Inertial Barrier: Gain DR 5/-. 

Intellect Fortress*: Those inside fortress take only half damage from all powers and psi-like abilities until 
your next action. 

Metannorphosis: Assume shape of creature or object. 

Mindlink, Thieving*: Borrow knowledge of a subject's power. 

Mindwipe*: Subject's recent experiences wiped away, bestowing negative levels. 

Modify Memory, Psionic: Changes 5 minutes of subject's memories. 

Personality Parasite: Subject's mind calves self-antagonistic splinter personality for 1 round/level. 

Power Leech: Drain ld6 power points/round while you maintain concentration; you gain 1/round. 

Psychic Reformation'^: Subject can choose skills, feats, and powers anew for previous levels. 

Psychic Vampire: Touch attack drains 2 power points/level from foe. 

Quintessence: You collapse a bit of time into a physical substance. 

Remote Viewing"*": See, hear, and potentially interact with subjects at a distance. 

Schism: Your partitioned mind can manifest lower level powers. 

Telekinetic Maneuver*: Telekinetically bull rush, disarm, grapple, or trip your targe. 

Trace Teleport*: Learn destination of subject's teleport. 

Vampiric Blade: You heal half of your base weapon damage. 

Wall of Ectoplasm: You create a protective barrier. 

5TH-LEVEL PSIONIC POWERS 

Adapt Body: Your body automatically adapts to hostile environments. 
Baleful Teleport*: Destructive teleport deals 9d6 damage. 
Catapsi*: Psychic static inhibits power manifestation. 
Clairtangent Hand*: Emu late /or hone/ at a distance. 

Ectoplasmic Shambler: Foglike predator deals 1 point of damage/two levels each round to an area. 

Energy Current*: Deal 9d6 damage to one foe and half to another foe as long as you concentrate. 

Exhalation of the Black Dragon*: Your acid breath deals 3d6 damage to a close target. 

Fiery Discorporation*: Cheat death by discorporating into nearby fire for one day. 

Hail of Crystals*: A crystal explodes in an area, dealing 9d4 slashing damage. 

Immovability: You are almost impossible to move and gain DR 15/-. 

Incarnate"^: Make some powers permanent. 

Leech Field*: Leech power points each time you make a saving throw. 

Major Creation, Psionic: As psionic minor creation, plus stone and metal. 

Metaconcert*: Mental concert of two or more increases the total power of the participants. 

Mind Probe: You discover the subject's secret thoughts. 

Plane Shift, Psionic: Travel to other planes. 

Power Resistance: Grant PR equal to 12 + level. 

Psionic Revivify*'^. Return the dead to life before the psyche leaves the corpse. 

Psychic Crush*: Brutally crush subject's mental essence, reducing subject to -1 hit points. 

Psychofeedback: Boost Strength, Dexterity, or Constitution at the expense of one or more other scores. 

Restore Extremity: Return a lost digit, limb, or other appendage to subject. 

Satter Mind Blank: Cancels target's mind blank effect. 

Second Chance*^: Gain a reroll. 

Steadfast Perception: Gain immunity to illusory effects, +6 bonus on Perception checks. 
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Teleport, Psionic: Instantly transports you as far as 100 miles/level. 
Teleport Trigger: Predetermined event triggers teleport. 

Tower of Iron Will*: Grant PR 19 against mind-affecting powers to all creatures within 10 ft. until your 
next turn. 

True Seeing, Psionic*: See all things as they really are. 
Truevenom: Your natural weapons are covered in horrible poison. 
Truevenom Weapon: Your weapon is horribly poisonous. 
Weapon of Energy: Weapon deals additional energy damage. 

6TH-LEVEL PSIONIC POWERS 

Aura Alteration*: Repairs psyche or makes subject seem to be something it is not. 
Banishment, Psionic*: Banishes extraplanar creatures. 
Breath of the Black Dragon*: Breathe acid for lld6 damage. 

Cloud Mind, Mass: Erase knowledge of your presence from the minds of one creature/level. 

Contingency, Psionic'^: Sets trigger condition for another power. 

Co-opt Concentration: Take control of foe's concentration power. 

Crystallize: Turn subject permanently to crystal. 

Disintegrate, Psionic*: Turn one creature or object to dust. 

Dispelling Buffer: Subject is buffered from one dispel psionics effect. 

Fabricate, Greater Psionic: Transforms a lot of raw goods to finished items. 

Form of Doom*: You transform into a frightening tentacled beast. 

Fuse Flesh*: Fuse subject's flesh, creating a helpless mass. 

Mind Switch* '^: You switch minds with another. 

Null Psionics Field: Create a field where psionic power does not function. 

Overland Flight, Psionic: You fly at a speed of 40 ft. and can hustle over long distances. 

Precognition, Greater: Gain +4 insight bonus to one roll. 

Remote View Trap: Deal 8d6 points electricity damage to those who seek to view you at a distance. 

Restoration, Psionic: Restores level and ability score drains. 

Retrieve*: Teleport to your hand an item you can see. 

Suspend Life: Put yourself in a state akin to suspended animation. 

Temporal Acceleration*: Your time frame accelerates for 1 round. 

7TH-LEVEL PSIONIC POWERS 

Crisis of Life*: Stop subject's heart. 

Decerebrate: Remove portion of subject's brain stem. 

Divert Teleport: Choose destination for another's teleport. 

Dream Travel*: Travel to other places through dreams. 

Ectoplasmic Cocoon, Mass: You encapsulate all foes in a 20-ft. radius. 

Energy Conversion: Offensively channel energy you've absorbed. 

Energy Wave*: Deal 13d4 damage of your chosen energy type in 120-ft. cone. 

Ethereal Jaunt, Psionic: Become ethereal for 1 round/level. 

Evade Burst*: You take no damage from a burst on a successful Reflex save. 

Fate of One: Reroll any roll you just failed. 

Fission: You briefly duplicate yourself. 

Insanity*: Subject is permanently confused. 

Mind Blank, Personal: You are immune to scrying and mental effects. 

Moment of Prescience, Psionic: You gain insight bonus on single attack roll, check, or save. 

Oak Body*: Your body becomes as hard as oak. 
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Phase Door, Psionic: Invisible passage through wood or stone. 
Reddopsi: Powers targeting you rebound on manifester. 

Sequester, Psionic'^: Subject invisible to sight and remote viewing; renders subject comatose. 
Ultrablast^ Deal 13d6 damage in 15-ft. radius. 

8TH-LEVEL PSIONIC POWERS 

Astral Seed: You plant the seed of your rebirth from the Astral Plane. 

Bend Reality'*'': Alters reality within power limits. 

Fusion'^: You combine your abilities and form with another. 

Hypercognition: You can deduce almost anything. 

Iron Body, Psionic: Your body becomes living iron. 

Matter Manipulation'^: Increase or decrease an object's base hardness by 5. 

Mind Blank, Psionic: Subject immune to mental/emotional effects, scrying, and remote viewing. 

Mind Seed'^: Subject slowly becomes you. 

Recall Death: Subject dies or takes 5d6 damage. 

Shadow Body: You become a living shadow (not the creature). 

Telekinetic Sphere, Psionic: Mobile force globe encapsulates creature and moves it. 

Teleport, Psionic Greater: As psionic teleport, but no range limit and no off-target arrival. 

Time Hop, Mass*: Willing subjects hop forward in time. 

True Metabolisnn: You regenerate 10 hit points/round. 

9TH-LEVEL PSIONIC POWERS 

Affinity Field: Effects that affect you also affect others. 
Apopsi'^: You delete target's psionic powers. 
Assimilate: Incorporate creature into your own body. 
Etherealness, Psionic: Become ethereal for 1 min./level. 
Genesis'^: You instigate a new demiplane on the Astral Plane. 
Metafaculty'*": You learn details about any one creature. 

Metamorphosis, Greater'^: Assume shape of any nonunique creature or object each round. 
Microcosm*: Creature or creature lives forevermore in world of his own imagination. 
Mind Switch, True'*": A permanent brain swap. 

Psychic Chirurgery'*": You repair psychic damage or impart knowledge of new powers. 
Reality Revision'^: Break the laws of reality. 

Teleportation Circle, Psionic: Circle teleports any creatures inside to designated spot. 
Time Regression'*": Relive the last round. 

Timeless Body: Ignore all harmful, and helpful, effects for 1 round. 

Tornado Blast*: Vortex of air subjects your foes to 17d6 damage and moves them. 

True Creation'*": As psionic major creation , except items are completely real. 



PSIONIC POWER DESCRIPTIONS 



Adapt Body 

Psychometa holism 
Level: Esper 5 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 



Target: You 

Duration: 1 hour/level (D) 
Power Points: 9 

Your body automatically adapts to hostile environments. You can adapt to underwater, extremely hot, 
extremely cold, or airless environments, allowing you to survive as if you were a creature native to that 
environment. You can breathe and move (though penalties to movement and attacks, if any for a 
particular environment, remain), and you take no damage simply from being in that environment. You 
need not specify what environment you are adapting to when you manifest this power; simply activate 
it, and your body will instantly adapt to any hostile environment as needed throughout the duration. 

You can somewhat adapt to extreme environmental features such as acid, lava, fire, and 
electricity. Any environmental feature that normally directly deals 1 or more dice of damage per round 
deals you only half the usual amount of damage. 

Affinity Field 

Psychometa holism 
Level: Esper 9 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: 20 ft. 

Area: 20-ft.-radius emanation, centered on you 
Duration: 1 round/level (D) 

Saving Tlirow: Fortitude negates (potentially harmless) 
Power Resistance: Yes 
Power Points: 17 

You create an affinity feedback loop with all creatures within the area. While the duration lasts, affected 
creatures take all damage (including ability damage) as you do and heal all wounds as you do. Hit points 
gained or lost persist after this power ends. 

Creatures in range are also subject to psionic effects of 3rd level or lower. Creatures that have 
an affinity to you gain a saving throw against each new power transferred through the affinity field as if 
the power were manifested upon them normally. All psionic effects transferred to subjects fade at the 
end of this power's duration, although instantaneous effects remain. If you suddenly become immune to 
a particular effect or power, the effect or power to which you are immune cannot be transferred to 
creatures that have affinity to you. 

Anchored Navigation 

Clairsentience 
Level: Esper 4 

Display: Material and olfactory 
IVtanifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 hour/level 
Power Points: 7 

You know where you are in relation to a fixed starting point, which is essential for setting up a mishap- 
free teleport beacon. While the duration lasts, you are aware of your exact distance and route (physical 
or psychoportive) back to a fixed starting point. The "anchored" starting point is your exact location 
when you manifest the power. To designate other anchored starting points, you must manifest this 
power multiple times and be present at the desired locations when you do so. 
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You can also retrace your steps through a maze automatically while the power lasts, without 
resorting to a map. 

Anchored navigation grants you a mindlinl< with one designated creature who remains within a 
60-foot radius of the starting point, regardless of the distance between you and the creature. The use of 
anchored navigation is confined to the plane of existence where you manifest it. 
Augment: If you spend 6 additional power points, the effect of this power extends across all planar 
boundaries. 

Animal Affinity 

Psychometa holism 
Level: Esper 2 
Display: Material 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 min./level 
Power Points: 3 

You forge a psychometabolic affinity with an idealized animal form, thereby boosting one of your ability 
scores (choose either Strength, Dexterity, Constitution, Intelligence, Wisdom, or Charisma). The power 
grants a +4 enhancement bonus to the ability score you choose, adding the usual benefits provided by a 
high ability bonus. Because you are emulating the idealized form of an animal, you also take on minor 
aspects of the animal you choose. If you choose to increase the ability you use to manifest powers, you 
do not gain the benefit of an increased ability score long enough to gain any bonus power points for a 
high ability score, but the save DCs of your powers increase for the duration of this power. 
Augment: For every 5 additional power points you spend, this power grants a +4 enhancement bonus to 
another ability. 

Apopsi 

Telepathy [Mind-Affecting] 
Level: Esper 9 

Display: Auditory, material, and visual 
Manifesting Time: 1 round 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One living psionic creature 
Duration: Instantaneous 
Saving Tlirow: Fortitude negates 
Power Resistance: Yes 
Power Points: 17, cost 

By using this power, you delete ld4 powers permanently from the subject's mind. You specify the level 
of each power, and the GM randomly determines which of the subject's powers is actually deleted. 
Psychic chirurgery or reality revision can be used to restore the lost powers, but it must be performed 
within 1 week of losing the powers. 
Material Cost: 250 domars per level of the deleted powers. 

Assimilate 
Psychometa holism 
Level: Esper 9 

Display: Auditory and visual 
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Manifesting Time: 1 standard action 
Range: Touch 

Target: One living creature touched 
Duration: Instantaneous and 1 hour; see text 
Saving Throw: Fortitude half 
Power Resistance: Yes 
Power Points: 17 

Your pointing finger turns black as obsidian. A creature touched by you is partially assimilated into your 
form and takes 20d6 points of damage. Any creature reduced to 0 or fewer hit points by this power is 
killed, entirely assimilated into your form, leaving behind only a trace of fine dust. An assimilated 
creature's equipment is unaffected. 

A creature that is partially assimilated into your form (that is, a creature that has at least 1 hit 
point following your use of this power) grants you a number of temporary hit points equal to half the 
damage you dealt for 1 hour. 

A creature that is completely assimilated grants you a number of temporary hit points equal to 
the damage you dealt and a +4 bonus to each of your ability scores for 1 hour. If the assimilated 
creature knows psionic powers, you gain knowledge of one of its powers for 1 hour. You gain some 
semblance of a creature you completely assimilate for 1 hour, granting you a +10 bonus on Disguise 
checks made to appear as that creature during that time. 

Astral Caravan 

Psychoportation 
Level: Esper 3 
Display: None 
IVIanifestingTime: 1 hour 
Range: Personal 

Targets: You and touched willing creatures 
Duration: See text 
Power Points: 5 

You lead a caravan into the Astral Plane, leaving the Material Plane behind. Since the Astral Plane 
touches upon other planes, you can travel astrally to any of these other planes as you wish, but only if 
you know your way (see below). 

You can bring other willing creatures with you, provided that these subjects have each 
manifested astral traveler and are linked hand to hand with you at the time of the astral caravan's 
manifestation. These fellow travelers are dependent upon you and must accompany you at all times. If 
something happens to you during the journey that causes you to break hand-to-hand contact, your 
companions are stranded wherever you leave them. Because the planes are a dangerous place, those 
who lead astral caravans usually choose to manifest this power only if they have a large party of 
travelers assembled. Sometimes groups of lower-level adventurers may hire you to lead forays beyond 
the Material Plane. 

The astral caravan power lasts while you and your fellow travelers maintain your original 
formation, until (1) you reach your intended destination plane, (2) you desire to end the power while 
still traversing the Astral Plane, (3) you or anyone traveling with you breaks the hand-to-hand chain 
connecting the travelers for 2 consecutive rounds, or (4) the power is terminated by some outside 
means, such as dispel psionics. When the power ends, you and your fellow travelers halt in whatever 
portion of the Astral Plane you happen to be traversing (the Astral Plane is in many ways subjective in 
location; in any event, one place on the Astral looks much like any other). 
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While you are traveling through the Astral Plane, those natives who happen to glimpse you and 
your fellow travelers perceive you to be moving at a speed of 30 feet (you can't run), with you flying in 
the lead and your fellow travelers strung out behind you, each linked to the next by one hand. 

Depending on your knowledge of the planes, your journey through the subjective space that is 
the Astral Plane may take a longer or shorter period of time. For each 24 hours you travel, make a 
Knowledge [planes] check. Unless a location is particularly hard to find and well guarded, or conversely 
easy to find and well advertised, the average DC for an astral caravan journey should be set at 20. You 
cannot take 20 on this check, though you can take 10. Each check may be modified by your degree of 
familiarity with the destination or by some connection you have with the place; see the tables below. 



Destination Knowledge [planes] 



Knowledge 


Check Modifier 


None* 


n/a 


Secondhand (you have heard of the 


-10 


destination) 




Firsthand (you have visited before) 


+0 


Familiar (you have visited three or more 


+5 


times) 





*lf you have no direct knowledge of your destination, you must 
have some connection to it in order to travel there; see below. 



Knowledge [planes] 



Connection 






Check Modifier 


Likeness or picture of destination 


+2 


Object from destination 


+4 


Planar Cartographer's map of destination 


+10 



Each successful check indicates that you are one step closer to your goal. To finally arrive at your 
location, you must succeed on six checks within a span of 12 days. (If you fail to make six successful 
checks within the first 12 days, you can continue to make one check per day until you get the requisite 
six successes within a span of 12 consecutive days). When you successfully make the requisite number 
of checks, the journey ends, and you appear on your chosen plane within 10-1,000 (ld% x 10) miles of 
your intended destination on that plane. 

Augment: If you spend 2 additional power points, this power weaves a quasi-real filmy membrane 
around yourself and all those adjacent to each other in the caravan (being linked by hand is not required 
if this membrane is used). You remain visible within the translucent, amorphous enclosure. You can pick 
up or drop willing passengers, easily reaching through the film. Anything you hold is enveloped by the 
film. Any attacks made through the enclosure in either direction have a 25% miss chance due to the 
rippling membrane. 

When you manifest this power in its augmented form, your apparent speed to those observing 
on the Astral Plane is 40 feet, and you can make a Knowledge [planes] check once every 12 hours to 
attempt to make it to your destination (six successful checks within 12 consecutive days still sees you to 
your desired goal). 

Astral Construct 

Metacreativity (Creation) 
Level: Esper 1 
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Display: Visual; see text 
Manifesting Time: 1 round 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: One created astral construct 
Duration: 1 round/level (D) 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 

This power creates one Ist-level astral construct of solidified ectoplasm that attacks your enemies. It 
appears where you designate and acts immediately, on your turn. It attacks your opponents to the best 
of its ability. As a free action, you can mentally direct it not to attack, to attack particular enemies, or to 
perform other actions. The astral construct acts normally on the last round of the power's duration and 
dissipates at the end of its turn. 

Astral constructs are not summoned; they are created on the plane you inhabit (using ectoplasm 
drawn from the Astral Plane). Thus, they are not subject to effects that hedge out or otherwise affect 
outsiders; they are constructs, not outsiders. 

Augment: For every 2 additional power points you spend, the level of the astral construct increases by 
one. 

Astral Seed 

Metacreativity 

Level: Esper 8 

Display: Material; see text 

Manifesting Time: 10 minutes 

Range: Oft. 

Effect: One storage crystal 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 15 

This power weaves strands of astral ectoplasm into a crystal containing the seed of your living mind 
(hardness 1 and 1 hit point). You can have only one astral seed in existence at any one time. Until such 
time as you perish, the astral seed (also called the storage crystal) is utterly inert. If you are slain at 
some later date, your soul transfers into the storage crystal, which begins to dimly glow. 

Upon transference, your physical remains (should they still exist) become inert matter and 
cannot thereafter be restored to life. The transfer from the slain body to the astral seed works over any 
distance, physical or extradimensional. 

Once your body's physical demise activates the storage crystal, you have the abilities of a 
psicrystal of the appropriate level, plus all the powers you knew and the maximum power points you 
possessed when astral seed was manifested— but you also have a negative level that cannot be healed 
and that does not convert to real level loss in your current crystalline form. You have thirty days to grow 
an organic body, after which time your sentience fades and your soul passes on if it hasn't entered a 
new body. 

To grow a body, you (in the storage crystal) must spend ten days in uninterrupted solitude. The 
body's constituent parts are pulled as ectoplasm from the Astral Plane, then slowly molded and 
transformed into a living, breathing body that is an exact duplicate of your body at the time you 
manifested astral seed (the crystal itself breaks down and becomes a part of the new organic body). 
When the tenth day ends, you completely and totally inhabit the new body. You possess all the abilities 



113 



you possessed when astral seed was manifested, at one level lower, but you have none of your 
equipment. 

If the body is strucl< for any amount of damage during the ten-day period when it is growing, it is 
destroyed and your soul passes on. 

Conceivably, you could manifest mind switch to utilize a temporary body, but only an evil 
creature would smash his own temporarily empty storage crystal to permanently usurp a subject's 
organic body (unless the subject is itself irredeemably evil). 

Astral Traveler 

Psychoportation 
Level: Esper 1 
Display: None 
Manifesting Time: 1 hour 
Range: Touch 
Target: Creature touched 
Duration: See text 

Saving Throw: Will negates (harmless) 
Power Resistance: Yes (harmless) 
Power Points: 1 

This power allows you or a creature you touch to participate in an astral caravan created through use of 
the astral caravan power. While participating in a journey allowed by the astral caravan power, you 
must hold the hand of both your fellow passenger ahead of you (or the caravan leader) and your fellow 
passenger behind you (unless you happen to be the last in the hand-linked line). If you or any one of 
your fellow passengers breaks the hand-to-hand link for 2 consecutive rounds, the impetus through the 
Astral Plane provided by astral caravan fails. See the astral caravan power for more information. 

All those who are part of the caravan who are capable of performing purely mental actions, such 
as manifesting a power, may do so while maintaining hand-to-hand contact with their fellow travelers. 
When astral travelers begin their journey, each one is connected to the Material Plane by an 
insubstantial silvery cord. Very few weapons exist that can damage a silvery cord. 

The last creature in the line of those making up the caravan is sometimes referred to as the rear 
guard, because he or she has one hand free and can use it to wield a weapon without relinquishing his 
or her grip on the next traveler inline. The weightless, subjective environment of the Astral Plane allows 
the caravan to flex and bend as necessary to bring the rear guard's weapon to bear. 

Attraction 

Telepathy (Charm) [Mind-Affecting] 
Level: Esper 1 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 
Duration: 1 hour/level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 1 

You plant a compelling attraction in the mind of the subject. The attraction can be toward a particular 
person or an object. The subject will take reasonable steps to meet, get close to, attend, or find the 
object of its implanted attraction. For the purpose of this power, "reasonable" means that, while 
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attracted, the subject doesn't suffer from blind obsession. He will act on this attraction only when not 
engaged in combat. The subject won't perform obviously suicidal actions. He can still recognize danger 
but will not flee unless the threat is immediate. If you make the subject feel an attraction to yourself, 
you can't command him indiscriminately, although he will be willing to listen to you (even if he 
disagrees). This power grants you a +4 bonus on any interaction checks you make involving the subject 
(such as Bluff, Diplomacy, Intimidate, and Sense Motive). 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1 and the 
bonus on interaction checks increases by 1. 

Aura Alteration 

Telepathy [Mind-Affecting] 
Level: Esper 6 
Display: Material 

Manifesting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft./ level) 

Target: One willing creature 

Duration: 10 min./level or instantaneous; see text 

Power Points: 11 

You can use this power in one of two ways: to disguise the subject's aura (alignment) and level, or to 
remove a compulsion or charm effect from the subject. 

Disguise: If you use this power to disguise the subject's alignment and level, the power has a 
duration of 10 minutes per level. You can change the subject's alignment by only one step. You can 
adjust the subject's apparent level up or down by a number equal to one-half your own level (rounded 
down) or less. 

Remove Compulsion: If you use this power to attempt to cleanse the subject's aura of a baleful 
or controlling effect, the duration is instantaneous. This power can negate any charm and compulsion 
powers of 6th level or lower, such as crisis of breath or death urge. When aura alteration is manifested 
for this purpose, the subject gains another saving throw to remove the compulsion afflicting it against 

the original save DC, but with a +2 bonus. 

Augment: You can augment this power in one or both of the following ways. 

1. For every additional power point you spend, the duration of the disguise aura increases by 10 
minutes. 

2. If you spend 2 additional power points, the subject's alignment shifts an additional step; if you spend 
4 additional power points, the subject's alignment changes to its opposite. 

Aura Sight 

Clairsentience 
Level: Esper 4 
Display: Visual 

Manifesting Time: 1 standard action 
Range: 60 ft. 

Area: Cone-shaped emanation centered on you 
Duration: Concentration, up to 10 min./level 
Saving Throw: None 
Power Resistance: No 
Power Points: 7 

You discern auras. Auras are invisible to the naked eye, but to a psionic viewer manifesting this power 
they appear as glowing halos or envelopes of colored light that surround all objects. The color of each 
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aura reveals information to the psionic character. The amount of information revealed depends on how 
long you study a particular area. 

1st Round: Presence of good and evil auras in the area. You can't pin an aura to a particular 
object or individual at this stage; instead, you see a colored haze suffusing the area. (This power can 
detect lawful and chaotic auras as well, but doing so requires a separate manifestation that focuses only 
on that alignment axis.) 

2ncl Round: Number of auras (creatures, objects, or powers) in the area. You know how many 
auras are in the area, even though each aura doesn't resolve to its actual location quite yet. 

3rd Round: The owner of each aura is revealed, unless the individual is outside your line of sight. 
If a creature whose aura you detect has 5 or more Hit Dice than you do, you are overwhelmed by its 
presence and dazed for 1 round, and the power ends. 

Augment: For every 2 additional power points you spend, this power's range increases by 5 feet. 
Aversion 

Telepathy (Compulsion) [Mind-Affecting] 
Level: Esper 2 

Display: Auditory and material 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 
Duration: 1 hour/level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 3 

You plant a powerful aversion in the mind of the subject. If the object of the implanted aversion is an 
individual or a physical object, she will prefer not to approach within 30 feet of it. If it is a word, she will 
try not to utter it; if it is an action, she will not willingly attempt to perform it; and if it is an event, she 
will not willingly attend it. The subject will take reasonable steps to avoid the object of its aversion, but 
will not put herself in jeopardy by doing so. 

If the subject is forced into taking an action she has an aversion to, she takes a -2 penalty on any 
attack rolls, ability checks, or skill checks involved. 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1 and the 
duration increases by 1 hour. 

Baleful Teleport 

Psychoportation (Teleportation) 
Level: Esper 5 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One corporeal creature 
Duration: Instantaneous 
Saving Throw: Fortitude half 
Power Resistance: Yes 
Power Points: 9 

You psychoportively disperse minuscule portions of the subject, dealing 9d6 points of damage. Targets 
can be protected from the effects of baleful teleport by dimensional anchor. 
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Augment: For every additional power point you spend, this power's damage increases by ld6 points. For 
each extra 2d6 points of damage, this power's save DC increases by 1 and your manifester level 
increases by 1 for the purpose of overcoming power resistance. 

Banishment, Psionic 

Psychoportation 
Level: Esper 6 

Display: Auditory and material 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 

Targets: One or more extraplanar creatures, no two of which can be more than 30 ft. apart 
Duration: Instantaneous 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 11 

As the banishment power, except as noted here. 

Psions gain no benefit from presenting objects or substances that the target hates, fears, or 
otherwise opposes. 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1 and your 
manifester level increases by 1 for the purpose of overcoming power resistance. 

Bend Reality 

Clairsentience 
Level: Esper 8 
Display: Visual 

Manifesting Time: 1 standard action 
Range: See text 

Target, Effect, or Area: See text 
Duration: See text 
Saving Throw: None; see text 
Power Resistance: Yes 
Power Points: 15, cost 

Bend reality lets you create nearly any type of effect. For example, bend reality can do any of the 
following: 

• Duplicate any psion power of 6th level or lower, provided the power is not of a discipline prohibited to 
you. 

• Duplicate any other power (but not a power) of 5th level or lower, provided the power is not of a 
discipline prohibited to you. 

• Duplicate any psion power of 5th level or lower, even if it's of a prohibited discipline. 

• Duplicate any other power (but not a power) of 4th level or lower, even if it's of a prohibited 
discipline. 

• Undo the harmful effects of many powers, such as psionic dominate, geas/quest, or insanity. 

• Produce any other effect whose power level is in line with the above effects, such as a single creature 
automatically hitting on its next attack or taking a -8 penalty on its next saving throw. 

A duplicated power allows saving throws and power resistance as normal (but the save DC is for 
an 8th-level power). 

When bend reality duplicates a power with a material component, you must expend an equal 
amount of the material component or 1,500 domars, whichever is greater. 
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Material Cost: 1,500 domars or more (see above). 

Bestow Power 

Telepathy [Mind-Affecting] 
Level: Esper 2 
Display: Mental 

Manifesting Time: 1 standard action 
Range: 20 ft. 

Target: One psionic creature 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 3 

You link your mind with another psionic creature's mind, creating a brief conduit through which mental 
energy can be shared. When you manifest this power, the subject gains up to 2 power points. You can 
transfer only as many power points to a subject as it has manifester levels. 

Because of the intimate nature of this power, it cannot be fabricated into a psionic item— only 
power points generated by a psionic creature in the moment can be shared using bestow power. 
Augment: For every 3 additional power points you spend, the subject gains 2 additional power points. 

Biofeedback 

Psychometa holism 
Level: Esper 2 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level (D) 
Power Points: 3 

You can toughen your body against wounds, lessening their impact. During the duration of this power, 
you gain damage reduction 2/-. 

Augment: For every 3 additional power points you spend, your damage reduction increases by 1. 

Biteofttie Wolf 

Psychometabolism 
Level: Esper 1 
Display: Visual; see text 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 min./level 
Power Points: 1 

Your posture becomes stooped forward, and you grow a muzzle complete with fangs. You gain one bite 
attack each round, instead of or in addition to any other attacks you have, that deals ld8 points of 
damage (assuming you are a Medium creature) when it hits. 

Your bite attack is a natural weapon, so you are considered armed when attacking with it, and it 
can be affected by powers, powers, and effects that enhance or improve natural weapons. You can 
choose to deal nonlethal damage with your bite, taking the standard -4 penalty on your attack roll. If 
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you bite as your only attack, you use your highest base attacl< bonus on the attacl< roll, and you can 
apply your full Strength bonus to damage. If you bite in addition to making other attacks, the bite is a 
secondary attack. 

If you are not a Medium creature, your bite attack's base damage varies as follows: Fine ld2. 
Diminutive ld3. Tiny ld4. Small ld6. Large 2d6, Huge 2d8, Gargantuan 4d6, Colossal 6d6. 

Based on your manifester level, your bite increases in ferocity as noted here: at 5th level your 
bite deals an extra ld8 points of damage, at 10th level an extra 2d8, at 15th level an extra 3d8, and at 
20th level an extra 4d8 points. 

Body Adjustment 

Psychometabolism (Healing) 
Level: Esper 3 

Display: Auditory and material 
Manifesting Time: 1 round 
Range: Personal 
Target: You 

Duration: Instantaneous 
Power Points: 5 

You take control of your body's healing process, curing yourself of ldl2 points of damage. As usual, 

when regular damage is healed, an equal amount of nonlethal damage is also healed. 

Augment: For every 2 additional power points you spend, this power heals an additional ldl2 points of 

damage. 

Body Equilibrium 

Psychometabolism 
Level: Esper 2 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level (D) 
Power Points: 3 

You can adjust your body's equilibrium to correspond with any solid or liquid that you stand on. Thus, 
you can walk on water, quicksand, or even a spider's web without sinking or breaking through (this 
effect does not confer any resistance to particularly sticky webs). You can move at your normal speed, 
but you cannot run (x4 speed) on an unfirm surface without sinking or breaking through. 

If you fall from any height while using this power, damage from the impact is halved. 

Body Purification 

Psychometabolism (Healing) 
Level: Esper 3 

Display: Auditory and material 
Manifesting Time: 1 round 
Range: Personal 
Target: You 

Duration: Instantaneous 
Power Points: 5 
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You restore up to 2 points of damage to a single ability score. You cannot use body purification to heal 
ability drain. 

Augment: For every additional power point you spend, this power heals 1 additional point of damage to 
the same ability score. 

Bolt 

Metacreativity (Creation) 
Level: Esper 1 
Display: Material 

Manifesting Time: 1 standard action 
Range: Oft. 

Effect: A normal bolt, arrow, or sling bullet 
Duration: 1 min./level 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 

You create 2d4 ectoplasmic crossbow bolts, arrows, or sling bullets, appropriate to your size, which 
dissipate into their constituent ectoplasmic particles when the duration ends or after being fired. 
Ammunition you create has a +1 enhancement bonus on attack rolls and damage rolls. 
Augment: For every 3 additional power points you spend, this power improves the ammunition's 
enhancement bonus on attack rolls and damage rolls by 1. 

Brain Lock 

Telepathy (Compulsion) [Mind-Affecting] 
Level: Esper 2 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Target: One humanoid 
Duration: Concentration + 1 round 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 3 

The subject's higher mind is locked away. He stands dazed, unable to take any psionic actions (including 
manifesting powers or using psionic feats that require a decision to be used) nor any mental actions at 
all. 

A brain locked subject is not stunned, so attackers get no special advantage against him. 
A brain locl<ed flyer must descend to the closest safe level area below it. An air-breathing 
swimmer must make for the surface. 

Augment: You can augment this power in one or both of the following ways. 

1. If you spend 2 additional power points, this power can also affect an animal or monstrous humanoid. 

2. If you spend 4 additional power points, this power can also affect an aberration or outsider in addition 
to the creature types mentioned above. 

Breath of the Black Dragon 
Psychometabolism [Acid] 
Level: Esper 6 
Display: Visual 
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Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Area: Cone-shaped burst centered on you 
Duration: Instantaneous 
Saving Throw: Reflex half 
Power Resistance: Yes 
Power Points: 11 

Your mouth spews forth vitriolic acid that deals lld6 points of acid damage to any targets in the area. 
Augment: For every additional power point you spend, this power's damage increases by ld6 points. 

Burst 

Psychoportation 

Level: Esper 1 

Display: Auditory 

IVIanifesting Time: 1 swift action 

Range: Personal 

Target: You 

Duration: 1 round 

Power Points: 1 

This power increases your land speed by 10 feet. (This adjustment counts as an enhancement bonus to 
speed.) 

You can manifest this power with an instant thought, quickly enough to gain the benefit of the 
power on your turn before you move. Manifesting this power is a swift action, like manifesting a 
quickened power, and it counts toward the normal limit of one quickened power per round. You cannot 
manifest this power when it isn't your turn. 

Call to Mind 

Telepathy [Mind-Affecting] 
Level: Esper 1 
Display: Mental 
Manifesting Time: 1 minute 
Range: Personal 
Target: You 

Duration: Instantaneous 
Power Points: 1 

By meditating on a subject, you can recall natural memories and knowledge otherwise inaccessible to 
you. 

On a failed Knowledge check, you can manifest this power to gain a new check with a +4 
competence bonus. If successful, you instantly recall what was previously buried in your subconscious. 

Call Weaponry 

Psychoportation (Teleportation) 
Level: Esper 1 
Display: Material 
Manifesting Time: 1 round 
Range: 0 ft. 

Effect: One weapon; see text 
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Duration: 1 min./level; see text (D) 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 

You call a weapon "from thin air" into your waiting hand (actually, it is a real weapon hailing from 
another location in space and time). You don't have to see or know of a weapon to call it— in fact, you 
can't call a specific weapon; you just specify the kind. If you call a projectile weapon, it comes with 3d6 
nonpsionical bolts, arrows, or sling bullets, as appropriate. The weapon is made of ordinary materials as 
appropriate for its kind. If you relinquish your grip on the weapon you called for 2 or more consecutive 
rounds, it automatically returns to wherever it originated. 

Weapons gained by call weaponry are distinctive due to their astral glimmer. They are 
considered psionic weapons and thus are effective against damage reduction that requires a psionic 
weapon to overcome. 

Augment: For every 4 additional power points you spend, this power improves the weapon's 
enhancement bonus on attack rolls and damage rolls by 1. 

Catapsi 

Telepathy [Mind-Affecting] 
Level: Esper 5 
Display: Mental and visual 
Manifesting Time: 1 standard action 
Range: 30 ft. 

Area: 30-ft.-radius emanation centered on you 

Duration: 1 round/level 

Saving Throw: Will negates; see text 

Power Resistance: Yes 

Power Points: 9 

By manifesting this power, you generate psychic static, interfering with the ability of other psionic 
characters to manifest their powers or use psi-like abilities (you are not affected by your own catapsi 
manifestation). All psionic activity within the area requires 4 more power points to manifest than 
normal, unless a character makes a Will save each time he attempts to manifest a power. Using a psi-like 
ability becomes a full-round action, instead of a standard action, in a cotops/ field. If two or more fields 
of catapsi overlap, the effects are not cumulative. 

The limit on the number of power points a subject can spend on a power remains in effect; thus, 
a subject may not be able to manifest its highest-level powers. If manifesting a power would cause the 
manifester to exceed his available power points or his spending limits, the manifestation fails 
automatically, but no power points are expended. 

Augment: For every 4 additional power points you spend, this power's range and the radius of its area 
both increase by 5 feet. 

Catfall 

Psychoportation 
Level: Esper 1 
Display: Auditory 

Manifesting Time: 1 immediate action 
Range: Personal 
Target: You 

Duration: Until landing or 1 round/ level 
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Power Points: 1 

You recover instantly from a fall and can absorb some damage from falling. You land on your feet no 
matter how far you fall, and you take damage as if the fall were 10 feet shorter than it actually is. This 
power affects you and anything you carry or hold (up to your maximum load). You can manifest this 
power with an instant thought, quickly enough to gain the benefit of the power while you fall. 
Manifesting the power is an immediate action, like manifesting a quickened power, and it counts toward 
the normal limit of one quickened power per round. You can manifest this power even when it isn't your 
turn. 

Augment: For every additional power point you spend, this power reduces your damage as if the fall 
were an additional 10 feet shorter. 

Chameleon 

Psychometa holism 
Level: Esper 2 
Display: Olfactory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level (D) 
Power Points: 1 

Your skin and equipment take on the color and texture of nearby objects, including floors and walls. You 
receive a +10 enhancement bonus on Stealth checks. 

Charm, Psionic 

Telepathy (Charm) [Mind-Affecting] 
Level: Esper 1 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One humanoid 
Duration: 1 hour/level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 1 

As the charm person power, except as noted here. 

Augment: You can augment this power in one or more of the following ways. 

1. If you spend 2 additional power points, this power can also affect an animal, fey, giant, psionical 
beast, or monstrous humanoid. 

2. If you spend 4 additional power points, this power can also affect an aberration, dragon, elemental, or 
outsider in addition to the creature types mentioned above. 

3. If you spend 4 additional power points, this power's duration increases to one day per level. 

In addition, for every 2 additional power points you spend to achieve any of these effects, this power's 
save DC increases by 1. 

Clairtangent Hand 

Clairsentience (Scrying) 
Level: Esper 5 

Display: Auditory, mental, and visual 



123 



Manifesting Time: 1 standard action 
Range: See text 
Area: See text 

Duration: Up to 1 min./level; see text (D) 
Saving Throw: None 
Power Resistance: No 
Power Points: 9 

You can emulate a far hand effect at any distance while simultaneously emulating clairvoyant sense to 
target "^our far hand; see the appropriate power descriptions. Clairtangent hand's duration is up to 1 
minute per level when used with a far hand effect. 

Augment: If you spend 8 additional power points, you can emulate clairvoyant sense in conjunction with 
either telekinetic force, telekinetic maneuver, or telekinetic thrust, but this power's duration expires as 
soon as any of the noted telekinetic powers deals damage. 

Clairvoyant Sense 
Clairsentience (Scrying) 
Level: Esper 2 

Display: Auditory and visual 
Manifesting Time: 1 standard action 
Range: See text 
Effect: Psionic sensor 
Duration: 1 min./level (D) 
Saving Throw: None 
Power Resistance: No 
Power Points: 3 

You can see and hear a distant location almost as if you were there. You don't need line of sight or line 
of effect, but the locale must be known— a place familiar to you or an obvious one, such as behind a 
door, around a corner, or in a grove of trees. Once you have selected the locale, the focus of your 
clairvoyant sense doesn't move, but you can rotate it in all directions to view the area as desired. Unlike 
other scrying powers, this power does not allow psionically or supernaturally enhanced senses to work 
through it. 

If the chosen locale is psionically or psionically dark, you see nothing. If it is naturally pitch black, 
you can see in a 10- foot radius around the center of the power's effect or out to the extent of your 
natural darkvision. The power does not work across planes. 

Claw of Energy 

Psychokinesis [see text] 
Level: Psychic warrior 4 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level 
Power Points: 7 

If you have a claw attack (either from an actual natural weapon or from an effect such as claws of the 
beast), you can use this power to energize that weapon. The claw attack deals an extra ld6 points of 
cold, electricity, or fire damage (as chosen by you at the time of manifestation) on a successful hit. On a 
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critical hit, it deals an extra IdlO points of energy damage. If the claw's critical multiplier is x3, add 2dl0 
points of energy damage instead; if the multiplier is x4, add 3dlO points of energy damage. 

This power can be manifested on a claw attack that already deals energy damage, but if the claw 
already deals the same type of damage as the power, the effects stack. If this power is manifested on a 
claw attack already benefiting from the effect of the power, the newer manifestation supersedes the 
older manifestation, even if both manifestations are of different energy types. 

This power's subtype is the same as the type of energy infused in the natural weapon. 

Claws of the Beast 

Psychometa holism 
Level: Esper 1 
Display: Visual 

Manifesting Time: 1 swift action 
Range: Personal 
Target: You 
Duration: 1 hour/level 
Power Points: see text 

You call forth the aggressive nature of the beast inherent in yourself, psionically transforming your 
hands into deadly claws. You gain two natural attacks with your claws, each dealing ld4 points of 
damage (ld6 if you are Large, or ld3 if you are Small) plus your Strength bonus. 

Your claws are natural weapons, so you are considered armed when attacking with them, and 
they can be affected by powers and effects that enhance or improve natural. You can choose to deal 
nonlethal damage with your claws, taking the standard -4 penalty on your attack roll. 

Your claws work just like the natural weapons of many monsters. You can make an attack with 
one claw or a full attack with two claws at your normal attack bonus, replacing your normal attack 
routine. You take no penalties for two-weapon fighting, and neither attack is a secondary attack. If your 
base attack bonus is +6 or higher, you do not gain any additional attacks— you simply have two claw 
attacks at your normal attack bonus. 

You can manifest this power with an instant thought, quickly enough to gain the benefit of the 
power on your turn before you attack. Manifesting this power is a swift action, like manifesting a 
quickened power, and it counts toward the normal limit of one quickened power per round. You cannot 
manifest this power when it isn't your turn. 

You can call or dismiss the claws as a swift action during the duration of the power. If you attack 
with a manufactured weapon or another natural attack, you can't make any claw attacks in that round. 
You can still hold and manipulate items with your claws or cast powers just as well as you could with 
your hands. 

Augment: If you spend additional power points, you can create larger, sharper, and more deadly claws, 
as shown on the table below. 



Power 




Claw Damage 




Points 


Small 


IVIedium 


Large 


1 


ld3 


ld4 


ld6 


3 


ld4 


ld6 


Ida 


5 


ld6 


Ids 


2d6 


7 


Ids 


2d6 


3d6 


11 


2d6 


3d6 


4d6 


15 


3d6 


4d6 


5d6 



19 4d6 5d6 6d6 
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Claws of the Vampire 

Psychometabolism 
Level: Esper 3 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level 
Power Points: 5 

If you have a claw attack (either from an actual natural weapon or from an effect such as claws of the 
beast), you can use this power to change the nature of that weapon. When this power is manifested, 
your claws take on an ominous glimmer. Each time you make a successful claw attack against a living 
creature of Small or larger size, you are healed of some amount of damage. 

You heal a number of hit points equal to half the base damage dealt by your claws of the 
vampire, rounded down (additional damage dealt because of a high Strength score or other 
enhancements does not count toward the amount you heal). You heal as many hit points as can be 
gained while the creature remains at 1 hit point or higher. Any damage that would reduce the creature 
to 0 or fewer hit points does not benefit you. 

You do not heal damage if your attack deals nonlethal damage, such as when you attack a 
creature that has the regeneration ability. Moreover, you gain no healing from attacking any creature 
that is under the effect of biofeedback. Us'mg fission on yourself and then attacking your duplicate also 
fails to grant any healing. 

Cloud Mind 

Telepathy [Mind-Affecting] 
Level: Esper 2 
Display: None 

IVIanifestingTime: 1 standard action 
Range: Close (25 ft. +5 ft./2 levels) 
Target: One creature 
Duration: 1 min./level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 3 

You make yourself completely undetectable to the subject by erasing all awareness of your presence 
from its mind. This power has the following effects. 

First, you are invisible and inaudible to the creature. It cannot even detect your presence by 
means of blindsense, blindsight, scent, or tremorsense. It cannot pinpoint your location by any means. 
Second, the subject remains unaware of your actions, provided you do not make any attacks or cause 
any obvious or directly threatening changes in the subject's environment. If you attack the subject 
creature, the effect ends. 

If you take an action that creates a sustained and obvious change in the subject's environment— 
for example, attacking a creature aside from the subject or moving a large or attended object the 
subject can see— the subject immediately gains a new saving throw against the power. An ally of the 
subject creature that is able to see or perceive you can use a move action to warn the subject and 
thereby grant it a new saving throw. 
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Cloud Mind, Mass 
Telepathy [Mind-Affecting] 
Level: Esper 6 
Target: One creature/level 
Power Points: 11 

As cloud mind, except as noted above. Each creature is affected individually. 

Compression 

Psychometabolism 
Level: Esper 1 
Display: Olfactory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level (D) 
Power Points: 1 

This power causes instant diminution, halving your height, length, and w/idth and dividing your weight by 
8. This decrease changes your size category to the next smaller one. You gain a +2 size bonus to 
Dexterity, a -2 size penalty to Strength (to a minimum effective Strength score of 1), a +1 size bonus on 
attack rolls, and a +1 size bonus to Armor Class due to your reduced size. You take a -1 size penalty to 
your Combat Maneuverability Bonus and Combat Maneuverability Defense. If your new size is Tiny, you 
have a space of 2 1/2 feet and a natural reach of 0 feet (meaning that you must enter an opponent's 
square to attack). If your new size is Diminutive, you have a space of 1 foot and a natural reach of 0 feet. 
This power doesn't change your speed. 

All your equipment, worn or carried, is similarly reduced by the power. Melee and projectile 
weapons deal less damage. Other psionic or psionical properties are not affected by this power. Any 
affected item that leaves your possession (including a projectile or thrown weapon) instantly returns to 
its normal size. This means that thrown weapons deal their normal damage (projectiles deal damage 
based on the size of the weapon that fired them). Multiple effects that reduce size do not stack, which 
means (among other things) that you can't use a second manifestation of this power to further reduce 
yourself. 

Augment: You can augment this power in one or more of the following ways. 

1. If you spend 6 additional power points, this power decreases your size by two size categories. You 
gain a +4 size bonus to Dexterity, a -4 size penalty to Strength (to a minimum effective Strength score of 
1), a +2 size bonus on attack rolls, and a +2 size bonus to Armor Class due to your reduced size. 

2. If you spend 6 additional power points, you can manifest this power as a swift action instead of a 
standard action. 

3. If you spend 2 additional power points, this power's duration is 1 minute per level rather than 1 round 
per level. 

Conceal Thoughts 

Telepathy [Mind-Affecting] 
Level: Esper 1 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One willing creature 
Duration: 1 hour/level 
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Saving Throw: Will negates (harmless) 
Power Resistance: Yes (harmless) 
Power Points: 1 

You protect the subject's thoughts from analysis. While the duration lasts, the subject gains a +10 
circumstance bonus on Bluff checks against those attempting to discern its true intentions with Sense 
Motive. It also gains a +4 bonus on its saving throw against any power or power used to read its mind 
(such as read thoughts or mind probe). 

Concealing Amorpha 

Metacreativity (Creation) 

Level: Esper 2 

Display: Material; see text 

Manifesting Time: 1 standard action 

Range: Oft. 

Effect: Quasi-real amorphous film centered on you 
Duration: 1 min./level (D) 
Power Points: 3 

Using concealing amorpha, you weave a quasi-real membrane around yourself. You remain visible 
within the translucent, amorphous enclosure. This distortion grants you concealment (opponents have a 
20% miss chance), thanks to the rippling membrane encasing your form. You can pick up or drop 
objects, easily reaching through the film. Anything you hold is enveloped by the amorpha. Likewise, you 
can engage in melee, make ranged attacks, and manifest powers without hindrance. 

Concealing Amorpha, Greater 

Metacreativity (Creation) 
Level: Shaper 3, psychic warrior 3 
Duration: 1 round/level (D) 
Power Points: 5 

As concealing amorpha, except the quasi-real membrane so distorts your image and actual position that 
you gain total concealment (opponents have a 50% miss chance), but for a shorter period of time. 

Concussion Blast 

Psychokinesis [Force] 
Level: Esper 2 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Target: One creature or object 
Duration: Instantaneous 
Saving Tlirow: None 
Power Resistance: Yes 
Power Points: 3 

A subject you select is pummeled with telekinetic force for ld6 points of force damage. You can choose 
to have the power deal an equal amount of nonlethal damage instead. Concussion blast always affects a 
subject within range that you can see, even if the subject is in melee or has cover or concealment (you 
cannot use this power against creatures with total cover or total concealment). 

Nonpsionical, unattended objects (including doors, walls, locks, and so on) may also be damaged 
by this power. 
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Augment: You can augment this power in one or both of the following ways. 

1. For every 2 additional power points you spend, this power's damage increases by ld6 points. 

2. For every 2 additional power points you spend, this power can affect an additional target. Any 
additional target cannot be more than 15 feet from another target of the power. 

Contingency, Psionic 

Clairsentience 
Level: Esper 6 
Display: Olfactory 

Manifesting Time: 10 minutes or longer; see text 
Range: Personal 
Target: You 

Duration: One day/level (D) or until discharged 
Power Points: 11, cost 

You can place another power upon your person so that it comes into effect under some condition you 
dictate when manifesting psionic contingency. The psionic contingency power and the companion power 
are manifest at the same time. The 10-minute manifesting time is the minimum total for both 
manifestations; if the companion power has a manifesting time longer than 10 minutes, use that 
instead. The power to be brought into effect by the psionic contingency must be one that affects your 
person and be of a power level no higher than one-third your manifester level (rounded down, 
maximum 6th level). 

The conditions needed to bring the power into effect must be clear, although they can be 
general. In all cases, the psionic contingency immediately brings into effect the companion power, the 
latter being "manifested" instantaneously only when the prescribed circumstances occur. If complicated 
or convoluted conditions are prescribed, the power combination [psionic contingency and the 
companion power) may fail when called on. 

You can use only one psionic contingency companion power at a time; if a second is manifested, 
the first one (if still active) is dismissed. 
Material Cost: 75 domars. 

Control Air 

Psychokinesis 
Level: Esper 2 
Display: Mental 

Manifesting Time: 1 standard action 

Range: Long (400 ft. + 40 ft./level) 

Area: 50-ft.-radius spread 

Duration: Concentration, up to 1 min./level 

Saving Throw: None 

Power Resistance: No 

Power Points: 3 

You have some control over wind speed and direction. The speed of the wind within the area of this 
power can be increased or decreased by up to 10 miles per hour. 

You can spend as many as 5 additional power points to augment this power, with each point 
allowing you to modify the wind speed by an additional 10 miles per hour, to a maximum change in 
wind speed of 60 miles per hour. 

This power also gives you the ability to alter the direction of the wind by as much as 90 degrees. 
Powerful enough winds can cause creatures to be blown away, knocked down, or checked. 
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Augment: See above. 

Control Body 

Psychokinesis 
Level: Esper 4 
Display: Material 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./level) 

Target: One Medium or smaller creature with humanoid physiology 
Duration: Concentration, up to 1 min./level 
Saving Throw: Fortitude negates 
Power Resistance: Yes 
Power Points: 7 

You psychokinetically control the actions of any humanoid (including undead or outsiders with a 
humanoid physiology) that is within range and to which you have line of sight. Control body doesn't 
require mental contact with the subject, since you are actually forcing limb movements independent of 
the target's mind. You can force the subject to stand up, sit down, walk, turn around, and so on, but 
operating the vocal cords is too difficult. You can also hold the subject immobile, rendering it helpless. 
You cannot force the subject to manifest powers, cast powers, or use any special ability that is not a 
function of just its body movements. If you lose line of sight to the subject, the effect of this power ends. 
If you force the subject to engage in combat, its attack bonus is equal to your base attack bonus + your 
Intelligence bonus, and its bonus on damage rolls is equal to your Intelligence bonus. A subject of this 
power cannot make attacks of opportunity. The subject gains no benefit to Armor Class from its 
Dexterity, but it does gain a bonus to its AC equal to your Intelligence bonus. 

Although the subject's body is under your control, the subject's mind is not. Creatures capable 
of taking purely mental actions (such as manifesting powers) can do so. 

Augment: For every 2 additional power points you spend, this power can affect a target one size 
category larger. 

Control Flames 

Psychokinesis [Fire] 
Level: Esper 1 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./level) 
Area: One nonpsionical fire source; see text 
Duration: Concentration, up to 1 min./level 
Saving Throw: See text 
Power Resistance: No 
Power Points: 1 

You pyrokinetically control the intensity or movements of one fire source. A nonpsionical fire source can 
be controlled if it is equal to or smaller than the maximum size of fire you can control according to your 
manifester level, as noted on the accompanying table. You can freely switch control between fire 
sources, or change the nature of your control, while you maintain concentration, but only one specified 
change (keeping a fire burning, animating it, or altering its size) can be made to one fire source in a 
round. When your control over a fire source lapses, that fire immediately returns to its original state (or 
goes out if it has no fuel or has been moved away from its original location). With this power, you can 
artificially keep a fire burning that would normally expire for lack of fuel; even dousing a controlled 
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flame with water does not put it out (though completely submerging the flame would). Normally, a 
creature at risk of catching on fire can avoid this fate by making a DC 15 Reflex saving throw, with 
success indicating that the fire has gone out. If the fire is one that has been kept burning by the use of 
control flames, then the DC of the Reflex save needed to put out the flames increases to 25. 

This power also enables you to make a fire move as if it were a living creature. You can animate 
only a naturally burning fire; if you attempt to animate one that has been increased or decreased in size 
by your augmentation of this power, the fire immediately returns to its original size. An animated fire 
moves at a speed of 30 feet. A fire that moves away from its fuel or its original location dies as soon as 
your control over it lapses. 

An animated fire can enter any square, even if a creature already occupies it. If an animated fire 
enters a square occupied by a creature, that creature can make a Reflex save to get out of the way (DC 
11 + the number of dice of damage the fire does + your Int modifier if you are a psion or your Cha 
modifier if you are a wilder). A successful Reflex save moves the creature to the nearest unoccupied 
square. The flames deal the indicated damage to any creature that is either on fire or surrounded by the 
flames (in the fire's space); see the accompanying table). 

At the start of your turn, the animated fire deals damage to any creature in its space, and the 
creature catches on fire unless it makes a Reflex save (DC as noted above). A victim on fire takes ld6 
points of damage each round. Additional rounds in the same space as the animated fire occupies mean 
additional chances of ignition. The damage from multiple normal fires stacks, but the victim gets a 
saving throw each round to negate each fire. It is possible to switch control from the animated fire 
(causing it to disappear) to intensify f lames that are already burning (thus denying the foe Ref lex saves 
after the first). 



Control Flames 









Maximum 










Damage per 




Manifester Level 


Fire Size 


Example 


Round 


Space 


lst-2"^ 


Fine 


Tindertwig 


1 


1 foot square 


3rd-4*'' 


Diminutive 


Torch 


ld3 


1 foot square 


5th-6*' 


Tiny 


Small campfire 


ld6 


1 foot square 


7th-8*' 


Small 


Large campfire 


2d6 


1 foot square 


9th-10*'' 


Medium 


Forge 


3d6 


1 foot square 


llth-12*'' 


Large 


Bonfire 


4d6 


2-by-2-foot square 


13th-14*'' 


Huge 


Burning shack 


5d6 


3-by-3-foot square 


15th-16''' 


Gargantuan 


Burning tavern 


6d6 


4-by-4-foot square 


17th or higher 


Colossal 


Burning inn 


7d6 


5-by-5-foot square 



Augment: You can augment this power in one or both of the following ways. 

1. For every 2 additional power points you spend, you can increase the size of a fire you want to control 
by one step, up to the maximum size of fire you can control according to your manifester level. 

2. For every 2 additional power points you spend, you can decrease the size of a fire you want to control 
by one step. You can reduce a Tiny or smaller fire to nothing, extinguishing it. 

Control Light 

Psychokinesis [Light] 
Level: Esper 1 
Display: Visual 
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Manifesting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft./ievel) 

Area: Nine 10-ft. cubes + three 10-ft. cubes/level 

Duration: Concentration, up to 1 min./level, or 1 round; see text 

Saving Throw: None 

Power Resistance: No 

Power Points: 1 

By manipulating the ambient light level, you can decrease or increase the illumination of an area. The 
change in illumination can be gradual (taking as long as 1 minute) or sudden (occurring immediately 
when you manifest this power). You can alter the level of illumination from its original level at any time 
during the power's duration. 

Decrease: You can decrease the illumination of an area by as little as 5% (barely perceptible) or 
as much as 100% (total darkness). If you decrease the light by 50% or more, the visual ability of 
creatures that depend on light to see declines accordingly.lf you decrease the ambient light in an area 
by 100%, even those with lowlight vision are unable to see within the affected area. For each 25% 
decrease in ambient light, characters in the area gain a cumulative +1 circumstance bonus on Stealth 
checks (to a maximum of +4 when all the light is gone). 

Increase: You can increase the illumination of an area by as little as 5% (barely perceptible) or as 
much as 100%. If you increase the light by 50% or more, the visual ability of creatures that depend on 
light to see improves accordingly. 

You can use this power to increase the illumination of an area by 200% (improving visual 
abilities accordingly), but in such a case the power's duration is only 1 round. 

Control Object 

Psychokinesis 
Level: Esper 1 
Display: Material 

IVlanifesting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft./ level) 

Target: One unattended object weighing up to 100 lb. 

Duration: Concentration, up to 1 round/level 

Saving Throw: None 

Power Resistance: No 

Power Points: 1 

You telekinetically "bring to life" an inanimate object. Though it is not actually alive, the object moves 
under your control. Live vegetation cannot be controlled in this fashion, nor can already animated 
objects or undead. The controlled object moves like a puppet, with jerky and clumsy movements, at a 
speed of up to 20 feet. If its form is rigid, it makes creaking, groaning, or grating sounds as you control it. 

A controlled object can attack an opponent if you direct it to do so. It has one slam attack, at a 
base attack bonus equal to your base attack bonus plus your Intelligence modifier. If the attack hits, it 
deals points of damage equal to ld6 plus your Intelligence modifier. A controlled object has its usual 
hardness and hit points. 

You can use this power on a lock, making it move in such a way as to attempt to unlock itself. If 
another character makes an Open Lock check involving a lock that you are concentrating on controlling, 
the character gains a +4 bonus on the check. 

Control Sound 

Psychokinesis [Sonic] 
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Level: Esper 2 

Display: Auditory; see text 

Manifesting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft./ level) 

Target: One sound or mixture of related sounds 

Duration: Concentration, up to 1 min./level; see text 

Saving Throw: None 

Power Resistance: No 

Power Points: 3 

You shape and alter existing sounds. You can target one sound, such as a person speaking or singing, or 
a group of related sounds, such as the patter of many raindrops or the tramp of soldiers passing by. A 
sound as quiet as a snapping finger can be controlled. You can substitute any sound you have heard for 
the target sound. If you attempt to exactly duplicate the voice of a specific individual, or an inherently 
terrifying sound (such as a monstrous roar), you must succeed on a Bluff check with a +5 circumstance 
bonus opposed by the intended listener's Sense Motive check to avoid arousing suspicion. 

You can entirely muffle a noise or magnify a sound to such loudness that it drowns out all other 
conversation in the immediate area. In this way, you can provide yourself or any with a +4 circumstance 
bonus on Stealth and Perception checks. 

Alternatively, you can use up the power in an instant. You do this by modulating a sound into a 
one-time destructive impetus that shatters nonpsionical/nonpsionic, unattended objects of crystal, 
glass, ceramics, or porcelain (vials, bottles, flasks, jugs, mirrors, and so forth) in the area. 

Co-Opt Concentration 

Telepathy (Compulsion) [Mind-Affecting] 
Level: Esper 6 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Target: One creature 

Duration: Concentration, up to 1 round/level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 11 

You take over control of a power that was manifested by the subject and that must be maintained 
through concentration. Once you wrest control of the power from the subject, you have 
several options. 

• Allow the power to function as normal. 

• Keep the power targeted on the subject (if a personal power) but decide how the power fulfills its 
function each round. 

• Retarget the power on yourself (if a personal power). 

• Choose not to concentrate on the co-opted power in the next round, ending the power at that point. 

When the duration of co-opt concentration expires, the power you took control of ends (even if 
this would mean that the power ends earlier than normal). 

Correspond 

Telepathy [Mind-Affecting] 
Level: Esper 4 
Display: Mental 
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Manifesting Time: 10 minutes 
Range: See text 

Target: One creature with an Intelligence score of 3 or higher 
Duration: 1 round/level 
Saving Throw: None 
Power Resistance: No 
Power Points: 7 

You forge a passive mental link with a creature with which you have previously had physical or mental 
contact. The subject need not be within sight or even on the same plane as you are. The subject 
recognizes you, and you can mentally communicate with it for the duration (though nothing forces the 
subject to respond to you), exchanging messages of twenty-five words or less once per round. Receiving 
a message is not an action and does not provoke attacks of opportunity; however, sending a message is 
equivalent to a standard action that can provoke attacks of opportunity. 

Create Sound 

Metacreativity (Creation) [Sonic] 
Level: Esper 1 
Display: Auditory; see text 
IVIanifestingTime: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Sounds; see text 
Duration: 1 round/level (D) 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 

You create a volume of sound that rises, recedes, approaches, or remains at a fixed place. You choose 
what type of sound the power creates when manifesting it and cannot thereafter change its basic 
character. The volume of sound created, however, depends on your level. You can produce as much 
noise as four normal humans per manifester level (maximum twenty humans). Thus, talking, singing, 
shouting, walking, marching, or running sounds can be created. The noise produced can be virtually any 
type of sound within the volume limit. A horde of rats running and squeaking is about the same volume 
as eight humans running and shouting. A roaring lion is equal to the noise from sixteen humans, while a 
roaring dire lion is equal to the noise from twenty humans. 

If you wish to create a specific message, up to twenty-five words can be created, and those 
words repeat over and over until the duration expires or the power is dismissed. If you attempt to 
exactly duplicate the voice of a specific individual or an inherently terrifying sound (such as a monstrous 
roar), you must succeed on a Bluff check with a +2 circumstance bonus opposed by the listener's Sense 
Motive check to avoid arousing suspicion. 

Create sound can be used to bring sounds into existence that you later manipulate by 
manifesting control sound. 

Crisis of Breath 

Telepathy (Compulsion) [Mind-Affecting] 
Level: Esper 3 
Display: Auditory 

IVIanifestingTime: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Target: One breathing humanoid 
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Duration: 1 round/level 

Saving Throw: Will negates. Fortitude partial; see text 
Power Resistance: Yes 
Power Points: 5 

You compel the subject to purge its entire store of air in one explosive exhalation, and thereby disrupt 
the subject's autonomic breathing cycle. The subject's lungs do not automatically function again while 
the power's duration lasts. 

If the target succeeds on a Will save when crisis ofbreatti is manifested, it is unaffected by this 
power. If it fails its Will save, it can still continue to breathe by taking a standard action in each round to 
gasp for breath. 

An affected creature can attempt to take actions normally (instead of consciously controlling its 
breathing), but each round it does so, beginning in the round when it failed its Will save, the subject 
risks blacking out from lack of oxygen. It must succeed on a Fortitude save at the end of any of its turns 
in which it did not consciously take a breath. The DC of this save increases by 1 in every consecutive 
round after the first one that goes by without a breath; the DC drops back to its original value if the 
subject spends an action to take a breath. 

If a subject fails a Fortitude save, it is disabled (0 hp). In the following round, it drops to -1 hit 
points and is dying. Curing powers can revive a dying subject normally, so long as this power's duration 
has expired; if the power is still in effect, a revived creature is still subject to Fortitude saves in each 
round when it does not consciously breathe. 

Augment: You can augment this power in one or more of the following ways. 

1. If you spend 2 additional power points, this power can also affect an animal or monstrous humanoid. 

2. If you spend 4 additional power points, this power can also affect an aberration or outsider in addition 
to the creature types mentioned above. 

3. If you spend 6 additional power points, this power can affect up to four creatures all within a 20-ft.- 
radius burst. 

In addition, for every 2 additional power points you spend to achieve any of these effects, this 
power's save DC increases by 1. 

Crisis of Life 

Telepathy [Mind-Affecting, Death] 
Level: Esper 7 
Display: Mental 

Manifesting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft./ level) 

Target: One creature 

Duration: Instantaneous 

Saving Throw: Fortitude partial; see text 

Power Resistance: Yes 

Power Points: 13 

You interrupt the subject's autonomic heart rhythm, killing it instantly on a failed saving throw if it has 
11 Hit Dice or less. If the target makes its saving throw or has more than 11 Hit Dice, it takes 7d6 points 
of damage. 

Augment: For every additional power point you spend, this power can kill a subject that has Hit Dice 
equal to 11 + the number of additional points. 

Crystal Shard 

Metacreativity (Creation) 
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Level: Esper 1 

Display: Auditory and material 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 

Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 

Upon manifesting this power, you propel a razor-sharp crystal shard at your target. You must succeed on 
a ranged touch attack with the ray to deal damage to a target. The ray deals ld6 points of piercing 
damage. 

Augment: For every additional power point you spend, this power's damage increases by ld6 points. 

Crystallize 

Metacreativity 
Level: Esper 6 
Display: Auditory 

Manifesting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft./ level) 

Target: One living creature 

Duration: Permanent 

Saving Throw: Fortitude negates 

Power Resistance: Yes 

Power Points: 11 

You seed the subject's flesh with supersaturated crystal. In an eyeblink, the subject's form seems to 
freeze over, as its flesh and fluids are instantly crystallized. Following the application of this power, the 
subject appears lifeless. In fact, it is not dead (though no life can be detected with powers that detect 
such). 

This power has a chance of being dispelled only by a manifester of a higher level than you when 
you manifested this power. When the power is dispelled, crystal melts back into flesh, and the subject is 
in exactly the state he was prior being affected by crystallize. 

Danger Sense 
Clairsentience 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 hour/level (D) 
Power Points: 5 

You can sense the presence of danger before your senses would normally allow it. Your intuitive sense 
alerts you to danger from traps, giving you a +4 insight bonus on Ref lex saves to avoid traps and a +4 
insight bonus to Armor Class against attacks by traps. 

Augment: If you spend 3 additional power points, this power also gives you the uncanny dodge ability; if 
you spend 6 additional power points, this power gives you the improved uncanny dodge ability as well. 
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Darkvision, Psionic 

Clairsentience 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 hour/level 
Power Points: 5 

As the darkvision power, except as noted here. 
Daze, Psionic 

Telepathy (Connpulsion) [Mind-Affecting] 
Level: Esper 1 

Display: Material and mental 

Manifesting Time: 1 standard action 

Range: Close (25 ft. + 5 ft./2 levels) 

Target: One humanoid creature that has 4 HD or less 

Duration: 1 round 

Saving Throw: Will negates 

Power Resistance: Yes 

Power Points: 1 

As the daze power, except as noted here. 

Augment: For every additional power point you spend, this power can affect a target that has Hit Dice 
equal to 4 + the additional points. 

Death Urge 

Telepathy (Compulsion) [Mind-Affecting] 
Level: Esper 4 
Display: Mental 

Manifesting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft./ level) 

Target: One living creature 

Duration: 1 round 

Saving Throw: Will negates 

Power Resistance: Yes 

Power Points: 7 

You plant a hidden death-urge impulse in the subject's unconscious. On the subject's next turn, it looks 
for the quickest method to end its life and attempts to do so. The subject takes no other action on its 
turn except attempting to harm itself. 

If armed, the subject attacks itself as a full-round action. The attack automatically succeeds and 
deals damage as a critical hit. If unarmed, the subject moves adjacent to the nearest enemy and 
provokes an attack of opportunity, offering its opponent an opening, which the opponent may or may 
not choose to take advantage of. 

If the subject is unarmed and no enemy is nearby, the subject simply does nothing at all. A 
subject close to an immediate and lethal hazard such as a cliff or a fire might hurl itself off the cliff or 
into the fire instead of striking itself with a weapon. 
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Augment: For every 4 additional power points you spend, this power's save DC increases by 2 and its 
duration increases by 1 round. 

Deceleration 

Psyclioportation 
Level: Esper 1 

Display: Auditory and material 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./level) 
Target: One Medium or smaller creature 
Duration: 1 min./level 
Saving Throw: Reflex negates 
Power Resistance: Yes 
Power Points: 1 

You warp space around an individual, hindering the subject's ability to move. The subject's speed (in any 
movement mode it possesses) is halved. A subsequent manifestation of deceleration on the subject does 
not further decrease its speed. 

Augment: For every 2 additional power points you spend, this power can affect a target one size 
category larger. 

Decerebrate 

Psychoportation [Teleportation] 
Level: Esper 7 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./level) 
Target: One living creature 
Duration: Instantaneous 
Saving Throw: Fortitude negates 
Power Resistance: Yes 
Power Points: 13 

With decerebrate, you selectively remove a portion of the subject's brain stem. The creature loses all 
cerebral function, vision, hearing, and other sensory abilities, and all voluntary motor activity. The 
subject becomes limp and unresponsive. Without extreme measures, such as greater restoration or 
some other suitable effect of 7th level or higher, the creature perishes in ld4 days. 

Deja Vu 

Telepathy [Mind-Affecting] 
Level: Esper 1 
Display: Mental 

Manifesting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft./level) 

Target: One creature 

Duration: 1 round 

Saving Throw: Will negates 

Power Resistance: Yes 

Power Points: 1 
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Your mental impulse forces the subject to repeat the actions it took on its previous turn. If the situation 
has changed in such a way that the subject can't take the same actions again (if its foe is dead, or the 
subject has run out of power points, and so on), the subject stands still and takes no actions for 1 round. 
In any event, the subject can still defend itself, and it retains its Dexterity bonus to AC even if it stands 
still. 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1. 
Demoralize 

Telepathy [Mind-Affecting] 
Level: Esper 1 

Display: Mental and olfactory 
Manifesting Time: 1 standard action 
Range: 30 ft. 

Area: 30-ft.-radius spread centered on you 
Duration: 1 min./level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 1 

You fill your enemies with self-doubt. Any enemy in the area that fails its save becomes shaken for the 
duration of the power. Allies and creatures without an Intelligence score are unaffected. 
Augment: For every 2 additional power points you spend, this power's range and the radius of its area 
both increase by 5 feet, and the power's save DC increases by 1. 

Destiny Dissonance 

Clairsentience 
Level: Esper 1 

Display: Material and mental 

IVlanifesting Time: 1 standard action 

Range: Touch 

Target: Creature touched 

Duration: 1 round/level 

Saving Throw: None 

Power Resistance: Yes 

Power Points: 1 

Your mere touch grants your foe an imperfect, unfocused glimpse of the many possible futures in store. 
Unaccustomed to and unable to process the information, the subject becomes sickened for 1 round per 
level of the manifester. 

Detect Hostile Intent 

Telepathy [Mind-Affecting] 
Level: Esper 2 
Display: Olfactory 

IVlanifesting Time: 1 standard action 
Range: 30 ft. 

Area: 30-ft.-radius emanation centered on you 
Duration: 10 min./level (D) 
Saving Throw: None 
Power Resistance: No 
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Power Points: 3 

While the duration of this power lasts, you become aware of the presence of any creatures with hostile 
intent within 30 feet of you, and their direction from you (but not their specific location). The power 
detects active aggression, as opposed to vigilance. In addition, while this power is active you cannot be 
surprised or caught flatfooted by creatures that are susceptible to mind-affecting powers. 

While under the effect of this power, you can make Sense Motive checks as a free action against 
anyone within 30 feet of you. 

The power can penetrate barriers, but 3 feet of stone, 3 inches of common metal, 1 inch of lead, 
or 6 feet of wood or dirt blocks it. 

Detect Psionics 
Clairsentience 
Level: Esper 1 

Display: Auditory and visual 
IVIanifestingTime: 1 standard action 
Range: 60 ft. 

Area: Cone -shaped emanation centered on you 
Duration: Concentration, up to 1 min./level (D) 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 

You detect psionic auras. A psionic aura is given off by any active or permanent power, or during the use 
of any psionic feat. Characters who have levels in the esper class, creatures with the psionic subtype, 
and creatures with the Wild Talent feat possess psionic auras. The amount of information revealed by 
the manifestation of this power depends on how long you study a particular area or subject. 
1st Round: Presence or absence of psionic auras. 

2ncl Round: Number of different psionic auras and the strength of the most potent aura. 
3rd Round: The strength and location of each aura. If the items or creatures bearing the auras are in line 
of sight, you can make Psicraft checks to determine the discipline involved in each aura. (Make one 
check per aura; DC 15 + power level, or 15 + one-half manifester level for an effect that is not created by 
a power, such as that of a psionic item.) 

Psionically charged locations, multiple disciplines, or strong local psionic emanations may 
confuse or conceal weaker auras. 

Aura Strength: A psionic aura's strength depends on a functioning power's level or an item's manifester 
level. If an aura falls into more than one category, detect psionics indicates the stronger of the two. 
Detection of an overwhelming aura (see the accompanying table) dazes you for 1 round and the power 
ends. 



Detect Psionics 



Aura Strength 


Power or Item 


Faint 


Moderate Strong 


Overwhelming 


Functioning power 


3rd or lower 


4th-6th 7th-9th 


10th+ 


(power level) 






(deity-level) 


Psionic item 


5th or lower 


6th-llth 12th-20th 


21st+ 


(manifester level) 






(artifact) 



Lingering Aura: A psionic aura lingers after its original source dissipates (in the case of a power) or is 
destroyed (in the case of a psionic item). If detect psionics is manifested and directed at such a location. 
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the power indicates an aura of dim (even weaker than a faint aura). How long the aura lingers at this 
dim level depends on its original strength: 



Original Strength 


Duration 


Faint 


ld6 minutes 


Moderate 


ld6 X 10 minutes 


Strong 


ld6 hours 


Overwhelming 


ld6 days 



Each round, you can turn to detect psionics in a new area. You can tell the difference between psionical 
and psionic auras. The power can penetrate barriers, but 1 foot of stone, 1 inch of common metal, a thin 
sheet of lead, or 3 feet of wood or dirt blocks it. 

Detect Remote Viewing 

Clairsentience 

Level: Esper 4 

Display: Mental and visual 

Manifesting Time: 1 standard action 

Range: 40 ft. 

Area: 40-ft.-radius emanation centered on you 
Duration: 24 hours 
Saving Throw: None 
Power Resistance: No 
Power Points: 7 

You immediately become aware of any attempt to observe you by means of a clairsentience (scrying) 
power. The power's effect radiates from you and moves as you move. You know the location of every 
psionic sensor within the power's area. 

If the viewing attempt originates within the area, you also know the viewer's location. 
Otherwise, you and the remote viewer immediately make opposed manifester level checks (ld20 + 
manifester level, or viewer's caster level as appropriate). If you at least match the remote viewer's 
result, you get a visual image of the remote viewer and an accurate sense of the remote viewer's 
direction and distance from you. 

Detect Teleportation 

Clairsentience 
Level: Esper 1 
Display: Visual 

Manifesting Time: 1 standard action 
Range: 40 ft. 

Area: 40-ft.-radius emanation centered on you 
Duration: Concentration, up to 1 minute (D) 
Saving Throw: No 
Power Resistance: No 
Power Points: 1 

You sense the use of any effects of the teleportation subdiscipline within the area. You sense the use of 
these powers whether or not you have line of sight or line of effect (although a force effect prevents this 
detection). When you sense the use of an appropriate power, you know the direction in which the 
power was used, though not the distance or the exact effect. 
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Augment: If you spend 2 additional power points, this power's range increases to Medium (100 ft. + 10 
ft./level). 

Dimension Door, Psionic 

Psychoportation (Teleportation) 
Level: Esper 4 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Long (400 ft. + 40 ft./level) 

Target or Targets: You and touched objects or other touched willing creatures 

Duration: Instantaneous 

Saving Throw: None and Will negates (object) 

Power Resistance: No and Yes (object) 

Power Points: 7 

As the dimension door power, except as noted here. 

Augment: If you spend 6 additional power points, you can manifest this power as a move action. 

Dimension Siide 

Psychoportation (Teleportation) 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: You; see text 
Duration: Instantaneous 
Power Points: 5 

You instantly transfer yourself from your current location to any other spot within range to which you 
have line of sight. You can bring along possessions that amount to as much as a medium load, including 
living creatures that weigh as much as 20 pounds. Movement caused by the use of dimension slide does 
not provoke attacks of opportunity. 

If you somehow attempt to transfer yourself to a location occupied by a solid body or a location 
you can't see the power simply fails to function. 

Augment: If you spend 4 additional power points, you can manifest this power as a move action. 

Dimension Swap 

Psychoportation (Teleportation) 
Level: Esper 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 

Targets: You and one ally in range, or any two allies in range; see text 

Duration: Instantaneous 

Saving Throw: Will negates (harmless, object) 

Power Resistance: Yes (harmless, object) 

Power Points: 3 

You instantly swap positions between your current position and that of a designated ally in range. 
Alternatively, you can swap the positions of any two allies in range. This power affects creatures of Large 
or smaller size. You can bring along objects, but not other creatures. 
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Augment: For every 2 additional power points you spend, this power can affect a target one size 
category larger. 

Dimensional Anchor, Psionic 

Psychoportation 
Level: Esper 4 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Effect: Ray 

Duration: 1 min./level 
Saving Throw: None 
Power Resistance: Yes (object) 
Power Points: 7 

As the dimensional anchor power, except as noted here. 
Disable 

Telepathy (Compulsion) [Mind-Affecting] 
Level: Esper 1 
Display: Visual 

Manifesting Time: 1 standard action 
Range: 20 ft. 

Area: Cone-shaped emanation centered on you 
Duration: 1 min./level (D) 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 1 

You broadcast a mental compulsion that convinces one or more creatures of 4 Hit Dice or less that they 
are disabled (see injury and death in Pathfinder RPG). Creatures with the fewest HD are affected first. 
Among creatures with equal Hit Dice, those who are closest to the power's point of origin are affected 
first. Hit Dice that are not sufficient to affect a creature are wasted. Creatures that are rendered helpless 
or are destroyed when they reach 0 hit points cannot be affected. 

Creatures affected by this power believe that they have somehow been brought to the brink of 
unconsciousness and must act accordingly. While it's possible for an important nonplayer character to 
attempt some sort of "heroic" action, common NPCs and creatures under the effect of this power 
typically cower or retreat. 

Any creature that attempts to take a standard action immediately breaks the compulsion and 
can act normally. A creature that attempts to heal itself or that receives healing is likewise freed of the 
compulsion, and if it is not actually wounded, the healing is wasted. A creature that takes damage is also 
instantly freed of the compulsion (although the damage still counts against its actual current hit points). 
Augment: For every 2 additional power points you spend, this power's range increases by 5 feet and its 
save DC increases by 1. 

In addition, for every additional power point you spend to increase the range and the save DC, 
this power can affect targets that have Hit Dice equal to 4 + the number of additional points. 

Disintegrate, Psionic 
Psychoportation 
Level: Esper 6 
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Display: Auditory, material, and visual 
Manifesting Time: 1 standard action 
Range: IVledium (100 ft. + 10 ft./ level) 
Effect: Ray 

Duration: Instantaneous 

Saving Throw: Fortitude partial (object) 

Power Resistance: Yes 

Power Points: 11 

A thin, green ray springs from your pointing finger. You must make a successful ranged touch attack to 
hit. Any creature struck by the ray takes 22d6 points of damage. Any creature reduced to 0 or fewer hit 
points by this power is entirely disintegrated, leaving behind only a trace of fine dust. A disintegrated 
creature's equipment is unaffected. 

When used against an object, the ray simply disintegrates as much as one 10-foot cube of 
nonliving matter. Thus, the power disintegrates only part of any very large object or structure targeted. 
The ray affects even objects constructed entirely of force, but not psionic effects such as a null psionics 
field. 

A creature or object that makes a successful Fortitude save is partially affected, taking only 5d6 
points of damage. If this damage reduces the creature or object to 0 or fewer hit points, it is entirely 
disintegrated. 

Only the first creature or object struck can be affected; that is, the ray affects only one target 

per manifestation. 

Augment: For every additional power point you spend, the damage this power deals to a subject that 
fails its saving throw increases by 2d6 points. Augmenting this power does not change the amount of 
damage the target takes if it succeeds on its saving throw. 

Dismissal, Psionic 
Psychoportation 
Level: Esper 4 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One extraplanar creature 
Duration: Instantaneous 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 7 

As the dismissal power, except as noted here. 

Dismiss Ectoplasm 

Metacreativity 
Level: Esper 3 

Display: Auditory and visual 
Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Area: 30-ft.-radius burst 
Duration: Instantaneous 
Saving Throw: Will negates; see text 
Power Resistance: No 
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Power Points: 5 

You dismiss creatures, objects, or effects composed of ectoplasm, such as astral constructs or the 
ectoplasmic cocoon power, or that were formerly composed of ectoplasm, such as items created by 
metacreativity (creation) powers. 

An ectoplasmic creature that fails its Will saving throw dissipates into so much constituent 
ectoplasm, which evaporates immediately. 

A creature under the effect of the ectoplasmic form power that fails its saving throw is either 
destroyed out right or physically shifted to a random location on the Astral Plane (50% chance for either 
result). 

Other ongoing powers that create ectoplasmic objects or effects, such as ectoplasmic cocoon, 
are dismissed if you succeed on a manifester level check (ld20 + your manifester level, maximum +10) 
against a DC of 11 + the power's manifester level. 

Dispel Psionics 
Psychokinesis 
Level: Esper 3 
Display: Visual 

IVIanifestingTime: 1 standard action 
Range: Medium (100 ft. + 10 ft./level) 

Target or Area: One manifester, creature, or object; or 20-ft.-radius burst 
Duration: Instantaneous or ld4 rounds; see text 
Saving Til row: None 
Power Resistance: No 
Power Points: 5 

You can use dispel psionics to end ongoing powers that have been manifested on a creature or object, to 
temporarily suppress the psionic abilities of a psionic item, or to end ongoing powers (or at least their 
effects) within an area. A dispelled power ends as if its duration had expired. Some powers, as detailed 
in their descriptions, can't be defeated by dispel psionics, or can be ended only if you manifest dispel 
psionics at a high enough manifester level. 

The effect of a power with an instantaneous duration can't be dispelled, because the psionic 
effect is already over before the dispel psionics can take effect. 

You choose to use dispel psionics in one of two ways: a targeted dispel or an area dispel. 
Targeted Dispel: One object, creature, or power is the target of the dispel psionics power. You make a 
dispel check (ld20 + your manifester level, maximum +10) against the power or against each ongoing 
power currently in effect on the object or creature. The DC for this dispel check is 11 + the power's 
manifester level. If you succeed on a particular check, that power is dispelled; if you fail, that power 
remains in effect. 

If you target an object or creature that is the effect of an ongoing power or is under the effect of 
an ongoing power, you make a dispel check to end the power or its effect. If the object that you target is 
a psionic item, you make a dispel check against the item's manifester level. If you succeed, all the item's 
psionic properties are suppressed for ld4 rounds, after which the item recovers on its own. A 
suppressed item becomes nonpsionic for the duration of the effect. An interdimensional interface is 
temporarily closed. A psionic item's physical properties are unchanged: A suppressed psionic sword is 
still a sword (a masterwork sword, in fact). 

You automatically succeed on your dispel check against any power that you manifested yourself. 
Area Dispel: When dispel psionics is used in this way, the power affects everything within a 20-foot 
radius. For each creature within the area that is the subject of one or more powers, you make a dispel 
check against the power with the highest manifester level. If that check fails, you make dispel checks 
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against progressively weal<er powers until you dispel one power (which discharges the dispel psionics 
power so far as that target is concerned) or until you fail all your checks. The creature's psionic items are 
not affected. 

For each object within the area that is the target of one or more powers, you mal<e dispel checks 
as with creatures. Psionic items are not affected by an area dispel. 

For each ongoing area or effect power whose point of origin is within the area of the dispel 
psionics power, you can make a dispel check to dispel the power. 

For each ongoing power whose area overlaps that of the dispel psionics power, you can make a 
dispel check to end the effect, but only within the overlapping area. 

If an object or creature that is the effect of an ongoing power is in the area, you can make a 
dispel check to end the power that created that object or construct in addition to attempting to dispel 
powers targeting the creature or object. You can choose to automatically succeed on dispel checks 
against any power that you have manifested. 

Augment: For every additional power point you spend, the bonus on your dispel check increases by 2 (to 
a maximum bonus of +20 for a 5-point expenditure). 

Dispelling Buffer 

Psychokinesis 
Level: Esper 6 

Display: Material and olfactory 

Manifesting Time: 1 standard action 

Range: Personal or close (25 ft. + 5 ft./2 levels); see text 

Target: You or one willing creature or one object (object weighing up to 100 Ib./level); see text 
Duration: 1 hour/level (D) 
Saving Throw: None 

Power Resistance: Yes (harmless, object) 
Power Points: 11 

You create a psychokinetic shield around the subject that improves the chance that any powers affecting 
the subject will resist a dispel psionics power or a negation effect that targets a specific power (such as 
shatter mind blank). When dispelling buffer is manifested on a creature or object, add +5 to the DC of 
the dispel check for each ongoing effect that is subject to being dispelled. 

Dispel psionics can negate dispelling buffer, but against a targeted dispel, dispelling buffer is 
always checked last (with the same +5 bonus). Against an area dispel, dispelling buffer is checked in the 
order according to its level (with the same +5 bonus). 

Dissipating Touch 

Psychoportation (Teleportation) 
Level: Esper 1 

Display: Auditory and visual 
Manifesting Time: 1 standard action 
Range: Touch 

Target: Creature or object touched 
Duration: Instantaneous 
Saving Tlirow: None 
Power Resistance: Yes (object) 
Power Points: 1 

Your mere touch can disperse the surface material of a foe or object, sending a tiny portion of it far 
away. This effect is disruptive; thus, your successful melee touch attack deals ld6 points of damage. 
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Augment: For every additional power point you spend, this power's damage increases by ld6 points. 

Dissolving Toucti 
Psychometabolism [Acid] 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Touch 

Target: Creature or object touched 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 3 

Your touch, claw, or bite is corrosive, and sizzling moisture visibly oozes from your natural weapon or 
hand. You deal 4d6 points of acid damage to any creature or object you touch with your successful 
melee touch attack. Acid you secrete denatures 1 round after use, losing all efficacy and ability to deal 
damage. You are immune to your own acid. 

Augment: For every 2 additional power points you spend, this power's damage increases by ld6 points. 

Dissolving Weapon 

Psychometabolism [Acid] 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 

Target: One held weapon; see text 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 3 

As dissolving touch, except your weapon is charged with acid until you make a successful attack. 
Distract 

Telepathy [Mind-Affecting] 
Level: Esper 1 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 

Duration: Concentration, up to 1 min./level (D) 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 1 

You cause your subject's mind to wander, distracting her. Subjects under the effect of distract make all 
Perception and Sense Motive checks at a -4 penalty. 

Divert Teleport 

Psychoportation (Teleportation) 
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Level: Esper 7 
Display: Visual 

Manifesting Time: 1 immediate action; see text 
Range: Medium (100 ft. + 10 ft./level) 

Area: A circle, centered on you, with a radius of 50 ft. + 10 ft./level 

Effect: Diverts the teleportation of any object or creature whose weight does not exceed your maximum 
load 

Duration: 10 min./level (D) 
Saving Throw: Will negates (foils diversion) 
Power Resistance: Yes (foils diversion) 
Power Points: 13 

Similar to detect teleportation, except that you know the intended destination, and you can divert the 
final destination of any teleportation attempt made by others within the area. This is an immediate 
action, like manifesting a quickened power, and counts toward the limit of one quickened power per 
round. You can manifest this power even if it is not your turn. 

You can divert the destination of both incoming and outgoing teleportations. You must 
overcome the power resistance of creatures that possess it to make a successful diversion, and the 
teleporting creature can make a Will save to foil the diversion as well. 

For the purpose of this power, "divert" means you choose the actual destination of any 
teleportation attempt you can affect, as if you yourself were teleporting to that location, regardless of 
the teleportation range of the effect you are diverting. The destination you choose must be a location 
with which you are very familiar or that you have studied carefully. 

Divination, Psionic 

Clairsentience 

Level: Esper 4 

Display: Mental and visual 

Manifesting Time: 10 minutes 

Range: Personal 

Target: You 

Duration: Instantaneous 
Power Points: 7 

As the divination power, except as noted here. 
Dominate, Psionic 

Telepathy (Compulsion) [Mind-Affecting] 

Level: Esper 4 

Display: Mental 

Manifesting Time: 1 round 

Range: Medium (100 ft. + 10 ft./level) 

Target: One humanoid 

Duration: Concentration 

Saving Throw: Will negates 

Power Resistance: Yes 

Power Points: 7 

As the dominate person power, except as noted here. 

Augment: You can augment this power in one or more of the following ways. 

1. If you spend 2 additional power points, this power can also affect an animal or monstrous humanoid. 
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2. If you spend 4 additional power points, this power can also affect an aberration or outsider in addition 
to the creature types mentioned above. 

3. For every 2 additional power points you spend, this power can affect an additional target. Any 
additional target cannot be nnore than 15 feet from another target of the power. 

In addition, for every 2 additional power points you spend to achieve any of these effects, this 
power's save DC increases by 1. 

Dream Travel 

Psychoportation 
Level: Esper 7 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Touch 

Targets: You and touched creature or creatures (up to one/level) 
Duration: 1 hour/level (D) 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 13 

You and any creature you touch are drawn along a crystal arc of reverie to the edge of conscious 
thought and into the region of dreams. You can take more than one creature along with you (subject to 
your level limit), but each one must be touching another one. You physically enter the land of dreams, 
leaving nothing behind. 

In the region of dreams, you move through a menagerie of thoughts, desires, and phantoms 
created by the minds of dreamers everywhere. For every minute you move through dream, you can 
"wake" to find yourself five miles displaced in the waking world. Thus, a character can use this power to 
travel rapidly by physically entering where only dreams normally prowl, moving the desired distance, 
and then stepping back into the waking world. You know where you will come out in the waking world. 
Dream travel can also be used to travel to other planes that contain creatures that dream, but doing this 
requires crossing into the dreams of outsiders, where you are subject to the vagaries of many dream 
realities— a potentially perilous proposition. Transferring to another plane of existence in this fashion 
requires ld4 hours of uninterrupted travel. 

Any creatures that come along when dream travel is manifested also make the transition to the 
borders of unconscious thought. A creature separated from you wanders off into the dreamscape. When 
the duration ends, all affected creatures return to the waking world as much as 1,000 miles (d%xlO) 
from their starting point. If a creature remains in the dreamscape, it is powerless to leave unless it can 
manifest the dream travel power itself or someone who manifests the power seeks out the lost 
creature. 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1. 

Duodimensional Claw 

Psychometa holism 
Level: Esper 4 
Display: Material 

IVIanifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level 
Power Points: 5 
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If you have a claw attack (either from an actual natural weapon or from an effect such as claws of the 
beast), you can use this power to improve that weapon. One of your claws becomes two-dimensional, 
making it razorsharp. The weapon is now psionically keen, increasing its threat range from 20 to 19-20. 
This benefit does not stack with other effects that improve a weapon's threat range. 

The third spatial component of your hand still exists but is temporarily shunted into the Ethereal 
Plane, so against ethereal or incorporeal targets this power is ineffective. 

Ecto Protection 

Metacreativity 

Level: Esper 1 

Display: Visual; see text 

Manifesting Time: 1 standard action; see text 

Range: Close (25 ft. + 5 ft./2 levels) 

Target: An astral construct you manifest 

Duration: 1 min./level 

Saving Throw: None 

Power Resistance: No 

Power Points: 1 

This power reinforces an astral construct created by the astral construct power, giving you a +1 bonus 
on any manifester level checks you make to protect it against dispel psionics or a similar effect, and a +1 
bonus on its saving throw to resist dismiss ectoplasm. This power can be manifested as a swift action in 
the same round that you manifest an astral construct, as long as the power points you spend to perform 
both actions does not exceed your manifester level. 

Augment: For every 2 additional power points you spend, your bonus on manifester level checks to 
protect your astral construct increases by 1, and your astral constructs bonus on its saving throw to 
resist dismiss ectoplasm increases by 1. 

Ectoplasmic Cocoon 

Metacreativity 
Level: Esper 3 

Display: Auditory and material 
IVIanifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Target: One Medium or smaller creature 
Duration: 1 round/level (D) 
Saving Tlirow: Reflex negates 
Power Resistance: No 
Power Points: 5 

You draw writhing strands of ectoplasm from the Astral Plane that wrap up the subject like a mummy. 
The subject can still breathe but is otherwise helpless, unable to see outside the cocoon, speak, or take 
any physical actions. The subject's nostrils are clear (air passes through the cocoon normally). The 
subject can execute purely mental actions (such as manifesting powers with no verbal, somatic, or 
material components). 

Cutting or damaging the cocoon can free a victim. The cocoon has hardness 8 and 20 hit points. 
Teleportation and other forms of travel provide a means of escape, but the cocoon extends into the 
Ethereal Plane, blocking ethereal travel. An ectoplasmic cocoon can't be affected by dispel psionics, but 
it can be dismissed with dismiss ectoplasm, or otherwise destroyed by extreme measures or items. 
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The creature within the cocoon is visible only as a vague shape (substantial enough to interrupt 
line of sight) and cannot be directly harmed or interacted with unless the cocoon is destroyed. The 
cocooned creature can be moved normally (the weight of the cocoon is negligible). 

A creature that is cocooned while aloft begins to fall immediately, and a creature that is 
cocooned while swimming or underwater may drown. 
Augment: You can augment this power in one or both of the following ways. 

1. For every 2 additional power points you spend, this power's save DC increases by 1. 

2. For every 2 additional power points you spend, this power can affect a target one size category larger. 

Ectoplasmic Cocoon, Mass 

Metacreativity 
Level: Esper 7 

Range: Medium (100 ft. + 10 ft./level) 
Area: 20-ft.-radius burst 
Duration: 1 hour/level (D) 
Saving Throw: Reflex negates 
Power Resistance: No 
Power Points: 13 

As ectoplasmic cocoon, except you can cocoon several creatures (or a single big creature that fits in a 20- 
footradius sphere or hemisphere) in a mass of writhing ectoplasm. Targets entirely within the area who 
fail their save are caught and cocooned. If a creature's body is only partially within the area, this power 
does not affect that creature. 

Augment: For every 2 additional power points you spend, the radius of this power's area increases by 5 
feet. 

Ectoplasmic Form 

Psychometabolism 
Level: Esper 3 
Display: Olfactory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level (D) 
Power Points: 5 

You and all your gear become a partially translucent mass of rippling ectoplasm that generally conforms 
to your normal shape. You gain damage reduction 10/psionics, and you gain immunity to poison and 
critical hits. Your material armor (including inertial armor) becomes meaningless, although your size, 
Dexterity, deflection bonuses, and armor bonuses from force effects (such as those gained by inertial 
armor) still apply to your Armor Class. 

You can manifest powers while in ectoplasmic form, but you must make a Concentration check 
(DC 20 + power level) for each power you attempt to manifest. 

You cannot physically attack or speak while in ectoplasmic form. You can't run, but you can fly at 
a speed of 20 feet (perfect). You can pass through small holes or narrow openings, even mere cracks, 
with all you were wearing or holding in your hands. You are subject to the effects of wind, and you can't 
enter water or other liquid. You also can't manipulate objects or activate items, even those carried along 
with you. Continuously active items remain active, though in some cases their effects may be moot 
(such as items that provide armor or natural armor bonuses). 
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Ectoplasmic Shambler 

Metacreativity (Creation) 
Level: Esper 5 

Display: Auditory, material, and olfactory; see text 
Manifesting Time: 1 round 
Range: Long (400 ft. + 40 ft./level) 

Effect: One ectoplasmic manifestation of a size equal to ten 10-ft. cubes (S) 
Duration: 1 min./level 
Saving Throw: None 
Power Resistance: No 
Power Points: 9 

You fashion an ephemeral, manylegged mass of pseudo-living ectoplasm called an ectoplasmic 
shambler. You can direct the shambler as a free action. It has a speed of 10 feet. It can completely 
surround objects (and opponents) over which it is manifested or onto which it moves, because it has the 
consistency of thick mist. The vision of those within the shambler is limited to 5 feet, and manifesting 
powers (or casting powers) within the shambler is difficult due to the constant turbulence felt by those 
caught in the shambler's form. 

Creatures enveloped by the shambler, regardless of Armor Class, take 1 point of damage for 
every two manifester levels you have in each round they become or remain within the roiling turbulence 
of the shambler. Anyone trying to manifest a power must make a Concentration check (DC 15 + power's 
or power's level) to successfully manifest a power or cast a power inside the shambler. 

A wind stronger than 20 miles per hour that blows against the shambler reduces its speed to 0 
feet during the first round, and in subsequent rounds moves it in the direction of the wind at a speed of 
5 feet. A wind stronger than 20 miles per hour that blows in the direction the shambler travels increases 
its speed to 15 feet. 

Ego Whip 

Telepathy [Mind-Affecting] 
Level: Esper 2 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. +10 ft./level) 
Target: One creature 
Duration: Instantaneous 
Saving Throw: Will half; see text 
Power Resistance: Yes 
Power Points: 3 

Your rapid mental lashings assault the ego of your enemy, debilitating its confidence. The target takes 
ld4 points of Charisma damage, or half that amount (minimum 1 point) on a successful save. A target 
that fails its save is also dazed for 1 round. 

Augment: For every 4 additional power points you spend, this power's Charisma damage increases by 
ld4 points and its save DC increases by 2. 

Elfsight 

Psychometa holism 
Level: Esper 2 
Display: Visual 

Manifesting Time: 1 standard action 
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Range: Personal 
Target: You 
Duration: 1 hour/level 
Power Points: 3 

You gain low-light vision for the duration of the power, as well as a +2 bonus on Perception checks. 

In addition, you gain the ability to notice secret or concealed doors by merely passing within 5 
feet of one, getting to make a Perception check as if you were actively looking for it. 

If elfsight is used in conjunction with my light, the cone of light extends out to 40 feet instead of 

20 feet. 

Empathic Feedback 

Telepathy [Mind-Affecting] 
Level: Esper 4 

Display: Auditory and material 
IVIanifestingTime: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level 
Power Points: 7 

You empathically share your pain and suffering with your attacker. Each time a creature strikes you in 
melee, it takes damage equal to the amount it dealt to you or 5 points, whichever is less. This damage is 
empathic in nature, so powers and abilities the attacker may have such as damage reduction and 
regeneration do not lessen or change this damage. The damage from empathic feedback has no type, so 
even if you took fire damage from a creature that has immunity to fire, empathic feedback \n\\\ damage 
your attacker. 

Augment: For every additional power point you spend, this power's damage potential increases by 1 
point. 

Empathic Transfer 

Psychometa holism 
Level: Esper 2 

Display: Auditory and material 
IVIanifestingTime: 1 standard action 
Range: Touch 

Target: Willing creature touched 
Duration: Instantaneous 
Power Points: 3 

You heal another creature's wounds, transferring some of its damage to yourself. When you manifest 
this power, you can heal as much as 2dlO points of damage. The target regains a number of hit points 
equal to the dice result, and you lose hit points equal to half of that amount. (This loss can bring you to 0 
or fewer hit points.) Powers and abilities you may have such as damage reduction and regeneration do 
not lessen or change this damage, since you are taking the target's pain into yourself in an empathic 
manner. The damage transferred by this power has no type, so even if you have immunity to the type of 
damage the target originally took, the transfer occurs normally and deals hit point damage to you. 

Alternatively, you can use this power to absorb one poison or one disease afflicting the target 
creature into yourself. When you absorb a poison or disease, you do not take any of the damage 
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previously dealt to the target by the affliction, but you do assume the burden of making the secondary 
and/or continuing Fortitude saves to combat the affliction. 

Finally, you can use this power to transfer up to 1 point of ability damage per manifester level 
from the target to yourself. 

Augment: For every additional power point you spend, you can heal an additional 2dl0 points of 
damage (to a maximum of lOdlO points per manifestation). 

Empathic Transfer, Hostile 

Telepathy [Mind-Affecting] 
Level: Esper 3 

Display: Auditory and material 

Manifesting Time: 1 standard action 

Range: Touch 

Target: Creature touched 

Duration: Instantaneous 

Saving Throw: Will half 

Power Resistance: Yes 

Power Points: 5 

You transfer your hurt to another. When you manifest this power and then make a successful touch 
attack, you can transfer 50 points of damage (or less, if you choose) from yourself to the touched 
creature. You immediately regain hit points equal to the amount of damage you transfer. 

You cannot use this power to gain hit points in excess of your full normal total. The transferred 
damage is empathic in nature, so powers and abilities the subject may have such as damage reduction 
and regeneration do not lessen or change this damage. 

The damage transferred by this power has no type, so even if the subject has immunity to the 
type of damage you originally took, the transfer occurs normally and deals hit point damage to the 
subject. 

Augment: You can augment this power in one or both of the following ways. 

1. For every additional power point you spend, you can transfer an additional 10 points of damage 
(maximum 90 points per manifestation). 

2. If you spend 6 additional power points, this power affects all creatures in a 20-foot-radius spread 
centered on you. 

Empathy 

Telepathy [Mind-Affecting] 
Level: Esper 1 
Display: Mental 

IVIanifesting Time: 1 standard action 
Range: 30 ft. 

Area: 30-ft.-radius spread centered on you 
Duration: Concentration, up to 1 min./level (D) 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 

You detect the surface emotions of any creature you can see that is in the power's area. You can sense 
basic needs, drives, and emotions. Thirst, hunger, fear, fatigue, pain, rage, hatred, uncertainty, curiosity, 
friendliness, and many other kinds of sensations and moods can all be perceived. 
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You gain a +2 insight bonus on any Bluff, Diplomacy, Intimidate, or Sense Motive checks that you 
make in the round when you cease concentrating on this power. 
Augment: You can augment this power in one or both of the following ways. 

1. For every additional power point you spend, this power's range and the radius of its area increases by 
5 feet. 

2. If you spend 2 additional power points, this power's maximum duration increases to 1 hour/level. 
Empty Mind 

Telepathy [Mind-Affecting] 
Level: Esper 1 
Display: Auditory 

Manifesting Time: 1 immediate action 
Range: Personal 
Target: You 
Duration: 1 round 
Power Points: 1 

You empty your mind of all transitory and distracting thoughts, improving your self-control. You gain a 
+2 bonus on all Will saves until your next action. 

You can manifest this power instantly, quickly enough to gain its benefit in an emergency. 
Manifesting this power is an immediate action, like manifesting a quickened power, and it counts 
toward the normal limit of one quickened power per round. You can use this power even when it is not 
your turn. 

Augment: For every 2 additional power points you spend, the bonus on your Will saves increases by 1. 

Energy Adaptation 
Psychometabolism [see text] 
Level: Esper 4 
Display: Visual; see text 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level 
Power Points: 7 

Your body assimilates some of the effect of an energy attack and converts it to harmless light. You gain 
resistance 10 against any attack that deals acid, cold, electricity, fire, or sonic damage. 

When you absorb damage, you can choose to radiate visible light that illuminates a 60-foot 
radius for a number of rounds equal to the points of damage you successfully resisted, or merely 
dissipate the energy without giving off a visual display. 

The energy resistance provided by this power increases to 20 points at 9th manifester level and 
to a maximum of 30 points at 13th level. The power protects your equipment as well. 

The resistance provided by this power does not stack with other forms of energy resistance. 

This power's subtype is the same as the type of damage it protects against. 
Augment: If you spend 4 additional power points, you can manifest this power as an immediate action. 

Energy Adaptation, Specified 
Psychometabolism [see text] 
Level: Esper 2 
Power Points: 3 
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As energy adaptation, except you must choose one type of energy to which you gain resistance when 
this power is manifested. 

This power's subtype is the same as the type of damage it protects against. 
Augment: If you spend 4 additional power points, you can manifest this power as an immediate action. 

Energy Ball 

Psychol<inesis [see text] 
Level: Esper 4 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Long (400 ft. + 40 ft./level) 
Area: 20-ft.-radius spread 
Duration: Instantaneous 

Saving Throw: Reflex half or Fortitude half; see text 
Power Resistance: Yes 
Power Points: 7 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. You create an explosion of 
energy of the chosen type that deals 7d5 points of damage to every creature or object within the area. 
The explosion creates almost no pressure. 

Cold: A ball of this energy type deals +1 point of damage per die. The saving throw to reduce damage 
from a cold ball is a Fortitude save instead of a Reflex save. 

Electricity: Manifesting a ball of this energy type provides a +2 bonus to the save DC and a +2 bonus on 
manifester level checks for the purpose of overcoming power resistance. 
Fire: A ball of this energy type deals +1 point of damage per die. 

Sonic: A ball of this energy type deals -1 point of damage per die and ignores an object's hardness. 
This power's subtype is the same as the type of energy you manifest. 

Augment: For every additional power point you spend, this power's damage increases by one die (d6). 
For each extra two dice of damage, this power's save DC increases by 1. 

Energy Bolt 

Psychokinesis [see text] 
Level: Esper 3 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: 120 ft. 
Area: 120-ft. line 
Duration: Instantaneous 

Saving Throw: Reflex half or Fortitude half; see text 
Power Resistance: Yes 
Power Points: 5 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. You release a powerful stroke of 
energy of the chosen type that deals 5d6 points of damage to every creature or object within the area. 
The beam begins at your fingertips. 

Cold: A bolt of this energy type deals +1 point of damage per die. The saving throw to reduce damage 
from a cold bolt is a Fortitude save instead of a Reflex save. 

Electricity: Manifesting a bolt of this energy type provides a +2 bonus to the save DC and a +2 bonus on 
manifester level checks for the purpose of overcoming power resistance. 
Fire: A bolt of this energy type deals +1 point of damage per die. 
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Sonic: A bolt of this energy type deals -1 point of damage per die and ignores an object's hardness. 
This power's subtype is the same as the type of energy you manifest. 

Augment: For every additional power point you spend, this power's damage increases by one die (d6). 
For each extra two dice of damage, this power's save DC increases by 1. 

Energy Burst 

Psychokinesis [see text] 
Level: Esper 3 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: 40 ft. 

Area: 40-ft-radius burst centered on you 
Duration: Instantaneous 

Saving Throw: Reflex half or Fortitude half; see text 
Power Resistance: Yes 
Power Points: 5 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. You create an explosion of 
unstable ectoplasmic energy of the chosen type that deals 5d5 points of damage to every creature or 
object within the area. The explosion creates almost no pressure. Since this power extends outward 
from you, you are not affected by the damage. 

Cold: A burst of this energy type deals +1 point of damage per die. The saving throw to reduce damage 
from a cold burst is a Fortitude save instead of a Reflex save. 

Electricity: Manifesting a burst of this energy type provides a +2 bonus to the save DC and a +2 bonus on 
manifester level checks for the purpose of overcoming power resistance. 
Fire: A burst of this energy type deals +1 point of damage per die. 

Sonic: A burst of this energy type deals -1 point of damage per die and ignores an object's hardness. 
This power's subtype is the same as the type of energy you manifest. 

Augment: For every additional power point you spend, this power's damage increases by one die (d6). 
For each extra two dice of damage, this power's save DC increases by 1. 

Energy Cone 

Psychokinesis [see text] 
Level: Esper 3 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: 60 ft. 

Area: Cone-shaped spread 
Duration: Instantaneous 

Saving Throw: Reflex half or Fortitude half; see text 
Power Resistance: Yes 
Power Points: 5 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. You create a cone of energy of 
the chosen type, extending outward from your hand, that deals 5d6 points of damage to every creature 
or object within the area. 

Cold: A cone of this energy type deals +1 point of damage per die. The saving throw to reduce damage 
from a cold cone is a Fortitude save instead of a Reflex save. 

Electricity: Manifesting a cone of this energy type provides a +2 bonus to the save DC and a +2 bonus on 
manifester level checks for the purpose of overcoming power resistance. 
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Fire: A cone of this energy type deals +1 point of damage per die. 

Sonic: A cone of this energy type deals -1 point of damage per die and ignores an object's hardness. 
This power's subtype is the same as the type of energy you manifest. 

Augment: For every additional power point you spend, this power's damage increases by one die (d6). 
For each extra two dice of damage, this power's save DC increases by 1. 

Energy Conversion 

Psychometabolism [see text] 
Level: Esper 7 
Display: IVIental 

Manifesting Time: 1 standard action 

Range: Personal and close (25 ft. + 5 ft./2 levels); see text 

Effect: Ray; see text 

Duration: 10 min./level 

Saving Throw: None 

Power Resistance: Yes 

Power Points: 13 

As energy adaptation, except that instead of radiating away energy as light, you store up the energy and 
can later discharge it as a ray. To discharge a ray requires a standard action. You can choose to fire any 
number of rays during the power's duration. The ray you fire must be of one of the energy types you 
have stored (if you have stored more than one type, you can choose what kind of energy to use for each 
ray). If a ray successfully strikes its target (requiring a ranged touch attack), the target takes damage 
equal to the amount of energy damage of that type you have stored, up to a maximum of three times 
your manifester level. As long as this power remains in effect, you can continue to absorb energy 
damage and fire additional rays using the stored damage. 

This power's subtype is the same as the type of energy you discharge in a ray; thus, its subtype 
can change during the course of the power's duration. 

Energy Current 

Psychokinesis [see text] 

Level: Esper 5 

Display: Visual; see text 

Manifesting Time: 1 standard action 

Range: Close (25 ft. + 5 ft./2 levels) 

Target: Any two creatures no more than 15 ft. apart 

Duration: Concentration, up to 1 round/level 

Saving Throw: Reflex half or Fortitude half; see text 

Power Resistance: Yes 

Power Points: 9 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. Your body's psionically fueled 
bioenergetic currents produce an arc of energy of the chosen type that targets a creature you designate 
as the primary foe for 9d6 points of damage in every round when the power remains in effect. Energy 
also arcs off the primary foe to strike one additional foe that is initially within 15 feet of the primary foe, 
or that subsequently moves within 15 feet of the primary foe while the duration lasts. Secondary foes 
take half the damage that the primary foe takes in every round while the duration lasts. 

Should either the primary or secondary foe fall to less than 0 hit points (or should a target 
completely evade the effect with a special ability or power), the energy current 's arc randomly retargets 
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another primary and/or secondary foe while the duration lasts. Targeted foes can move normally, 
possibly moving out of range of the effect, but each round they are targeted and remain in range they 
must make a saving throw to avoid taking full damage in that round. 

Concentrating to maintain energy current is a full-round action. If you take damage while 
maintaining energy current, you must make a successful Concentration check (DC 10 + damage dealt) to 
avoid losing your concentration on the power. 

Cold: A current of this energy type deals +1 point of damage per die. The saving throw to reduce damage 
from a cold current is a Fortitude save instead of a Reflex save. 

Electricity: Manifesting a current of this energy type provides a +2 bonus to the save DC and a +2 bonus 
on manifester level checks for the purpose of overcoming power resistance. 
Fire: A current of this energy type deals +1 point of damage per die. 

Sonic: A current of this energy type deals -1 point of damage per die and ignores an object's hardness. 
This power's subtype is the same as the type of energy you manifest. 
Augment: You can augment this power in one or both of the following ways. 

1. For every additional power point you spend, this power's damage increases by one die (d6). For each 
extra two dice of damage, this power's save DC increases by 1. 

2. For every 4 additional power points you spend, this power can affect an additional secondary target. 
Any additional secondary target cannot be more than 15 feet from another target of the power. 

Energy Missile 

Psychokinesis [see text] 
Level: Esper 2 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 

Targets: Up to five creatures or objects; no two targets can be more than 15 ft. apart. 
Duration: Instantaneous 

Saving Throw: Reflex half or Fortitude half; see text 
Power Resistance: Yes 
Power Points: 3 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. You release a powerful missile 
of energy of the chosen type at your foe. The missile deals 3d6 points of damage to each creature or 
object you target, to the maximum of five targets. You cannot hit the same target multiple times with 
the same manifestation of this power. 

Cold: A missile of this energy type deals +1 point of damage per die. The saving throw to reduce damage 
from a cold missile is a Fortitude save instead of a Reflex save. 

Electricity: Manifesting a missile of this energy type provides a +2 bonus to the save DC and a +2 bonus 
on manifester level checks for the purpose of overcoming power resistance. 
Fire: A missile of this energy type deals +1 point of damage per die. 

Sonic: A missile of this energy type deals -1 point of damage per die and ignores an object's hardness. 

This power's subtype is the same as the type of energy you manifest. 
Augment: For every additional power point you spend, this power's damage increases by one die (d6) 
and its save DC increases by 1. 

Energy Pusli 

Psychokinetic [see text] 
Level: Esper 2 

Display: Auditory and visual 
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Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Effect: Ray 

Duration: Instantaneous 

Saving Throw: Reflex half or Fortitude half; see text 
Power Resistance: Yes 
Power Points: 3 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. You project a solid blast of 
energy of the chosen type at a target, dealing it 2d6 points of damage. In addition, if a subject of up to 
one size category larger than you fails a Strength check (DC equal to the save DC of this power), the 
driving force of the energy blast pushes it back 5 feet plus another 5 feet for every 5 points of damage it 
takes. If a wall or other solid object prevents the subject from being pushed back, the subject instead 
slams into the object and takes an extra 2d6 points of damage from the impact (no save). The 
movement caused by energy push does not provoke attacks of opportunity. 

Cold: A blast of this energy type deals +1 point of damage per die (damage from impact remains at 2d6 
points). The saving throw to reduce damage from a cold push is a Fortitude save instead of a Reflex save. 
Electricity: Manifesting a blast of this energy type provides a +2 bonus to the save DC and a +2 bonus on 
manifester level checks for the purpose of overcoming power resistance. 

Fire: A blast of this energy type deals +1 point of damage per die (damage from impact remains at 2d6 
points). 

Sonic: A blast of this energy type deals -1 point of damage per die (damage from impact remains at 2d6 
points) and ignores an object's hardness. 

This power's subtype is the same as the type of energy you manifest. 
Augment: For every 2 additional power points you spend, this power's damage increases by one die (d6) 
and its save DC increases by 1. The damage increase applies to both the initial blast and any damage 
from impact with an object. 

Energy Ray 

Psychokinesis [see text] 
Level: Esper 1 
Display: Auditory 

IVlanifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 

Duration: Instantaneous 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 1 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. You create a ray of energy of 
the chosen type that shoots forth from your fingertip and strikes a target within range, dealing ld6 
points of damage, if you succeed on a ranged touch attack with the ray. 
Cold: A ray of this energy type deals +1 point of damage per die. 

Electricity: Manifesting a ray of this energy type provides a +3 bonus on your attack roll if the target is 
wearing metal armor and a +2 bonus on manifester level checks for the purpose of overcoming power 
resistance. 

Fire: A ray of this energy type deals +1 point of damage per die. 

Sonic: A ray of this energy type deals -1 point of damage per die and ignores an object's hardness. 
This power's subtype is the same as the type of energy you manifest. 
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Augment: For every additional power point you spend, this power's damage increases by one die (d6). 

Energy Retort 

Psychol<inesis [see text] 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal and close (25 ft. + 5 ft./2 levels); see text 
Targets: You and creature or object attacking you; see text 
Duration: 1 min./level 

Saving Throw: Reflex half or Fortitude half; see text 
Power Resistance: Yes 
Power Points: 5 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. You weave a field of potential 
energy of the chosen type around your body. The first successful attack made against you in each round 
during the power's duration prompts a response from the field with out any effort on your part. The 
attack may be physical, the effect of a power, or the effect of a mutation (or other extraordinary ability). 
An "ectoburst" discharges from the field, targeting the source of the attack and dealing 4d5 points of 
damage of the chosen energy type. To be affected, a target must be within close range, you must have 
line of sight and line of effect to it, and you must be able to identify the source of the attack. The 
ectoburst is a ranged touch attack made using your base attack bonus plus your key ability modifier for 
your manifesting class. 

Cold: A field of this energy type deals +1 point of damage per die. The saving throw to reduce damage 
from a cold retort is a Fortitude save instead of a Reflex save. 

Electricity: Manifesting a field of this energy type provides a +2 bonus to the save DC and a +2 bonus on 
manifester level checks for the purpose of overcoming power resistance. 
Fire: A field of this energy type deals +1 point of damage per die. 

Son/c; Afield of this energy type deals -1 point of damage per die and ignores an object's hardness. 

This power's subtype is the same as the type of energy you manifest. 
Augment: For every additional power point you spend, this power's duration increases by 1 minute. 

Energy Sturt 

Psychokinesis [see text] 
Level: Esper 2 
Display: Auditory 

IVlanifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Area: 5-ft.-radius burst 
Duration: Instantaneous 

Saving Tlirow: Reflex half or Fortitude half; see text 
Power Resistance: Yes 
Power Points: 3 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. You release a powerful stroke of 
the chosen energy type that encircles all creatures in the area, dealing ld6 points of damage to each of 
them. In addition, any creature that fails its save for half damage must succeed on a Will save or be 
stunned for 1 round. 

Cold: A stroke of this energy type deals +1 point of damage per die. The saving throw to reduce damage 
from a cold stun is a Fortitude save instead of a Reflex save. 
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Electricity: Manifesting a strol<e of this energy type provides a +2 bonus to the save DC and a +2 bonus 
on manifester level checks for the purpose of overcoming power resistance. 
Fire: A stroke of this energy type deals +1 point of damage per die. 

Sonic: A stroke of this energy type deals -1 point of damage per die and ignores an object's hardness. 

This power's subtype is the same as the type of energy you manifest. 
Augment: For every additional power point you spend, this power's damage increases by one die (d6) 
and its save DC increases by 1. 

Energy Wall 

Metacreativity (Creation) [see text] 
Level: Esper 3 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 

Area: An opaque sheet of energy up to 20 ft. long/level or a ring of energy with a radius of up to 5 ft./2 
levels 

Duration: Concentration + 1 round/ level 
Saving Throw: Reflex half or Fortitude half; see text 
Power Resistance: No 
Power Points: 5 

Upon manifesting this power, you choose cold, electricity, fire, or sonic. You create an immobile sheet of 
energy of the chosen type formed out of unstable ectoplasm. One side of the wall, selected by you, 
sends forth waves of energy, dealing 2d6 points of damage to creatures and objects within 10 feet and 
ld6 points of damage to those beyond 10 feet but within 20 feet. In addition, anyone passing though 
the energy wall takes 2d6 points of damage +1 point per manifester level (maximum +20). 

If you manifest the wall so that it appears where creatures are, each creature takes damage as if 
passing through the wall. 

If you manifest this power in the form of a ring of energy, you choose whether the waves of 
energy radiate inward or outward from the ring. 

Cold: A sheet of this energy type deals +1 point of damage per die. The saving throw to reduce damage 
from a cold wall is a Fortitude save instead of a Reflex save. 

Electricity: Manifesting a sheet of this energy type provides a +2 bonus to the save DC and a +2 bonus on 
manifester level checks for the purpose of overcoming power resistance. 
Fire: A sheet of this energy type deals +1 point of damage per die. 

Son/c; A sheet of this energy type deals -1 point of damage per die and ignores an object's hardness. 
This power's subtype is the same as the type of energy you manifest. 

Energy Wave 

Psychokinesis [see text] 
Level: Esper 7 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: 120 ft. 
Area: Cone-shaped spread 
Duration: Instantaneous 

Saving Throw: Reflex half or Fortitude half; see text 
Power Resistance: Yes 
Power Points: 13 
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Upon manifesting this power, you choose cold, electricity, fire, or sonic. You create a flood of energy of 
the chosen type out of unstable ectoplasm that deals 13d6 points of damage to each creature and 
object in the area. This power originates at your hand and extends outward in a cone. 
Cold: A wave of this energy type deals +1 point of damage per die. The saving throw to reduce damage 
from a cold wave is a Fortitude save instead of a Reflex save. 

Electricity: Manifesting a wave of this energy type provides a +2 bonus to the save DC and a +2 bonus on 
manifester level checks for the purpose of overcoming power resistance. 
Fire: A wave of this energy type deals +1 point of damage per die. 

Son/c; A wave of this energy type deals -1 point of damage per die and ignores an object's hardness. 

This power's subtype is the same as the type of energy you manifest. 
Augment: For every additional power point you spend, this power's damage increases by one die (d6). 
For each extra two dice of damage, this power's save DC increases by 1. 

Entangling Ectoplasm 

Metacreativity (Creation) 
Level: Esper 1 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One Medium or smaller creature 
Duration: 5 rounds 
Saving Throw: None 
Power Resistance: No 
Power Points: 1 

You draw forth a glob of ectoplasmic goo from the Astral Plane and immediately throw it as a ranged 
touch attack at any creature in range. On a successful hit, the subject is covered in goo and becomes 
entangled. The goo evaporates at the end of the power's duration. 

Augment: For every 2 additional power points you spend, this power can affect a target one size 
category larger. 

Eradicate Invisibility 

Psychokinesis 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
Range: 50 ft. 

Targets: You and all invisible creatures and objects in a 50-ft.-radius burst centered on you 
Duration: Instantaneous 
Saving Throw: Reflex negates 
Power Resistance: No 
Power Points: 5 

You radiate a psychokinetic burst that disrupts and negates all types of invisibility (though this power 
can't negate the effect of cloud mind). Any creature that fails its save to avoid the effect loses its 
invisibility. 

Creatures that are naturally invisible, such as an invisible stalker, are revealed as a dim outline 
for 1 round (until the beginning of your next turn) and do not have total concealment during this period. 
Augment: For every additional power point you spend, this power's range and the radius of the burst in 
which it functions both increase by 5 feet. 
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Escape Detection 

Clairsentience 
Level: Esper 3 
Display: None 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 hour/level 
Power Points: 5 

You (plus all your gear and any objects you carry) become difficult to detect by clairsentience powers 
such as clairvoyant sense, remote viewing, and psionic true seeing. If a clairsentience power or similar 
effect is attempted against you, tiie manifester of tiie power must succeed on a manifester level check 
(ld20 + manifester level) against a DC of 13 + your manifester level (maximum +10). 

EtherealJaunt, Psionic 

Psychoportation 
Level: Esper 7 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level (D) 
Power Points: 13 

As the etiiereai jaunt power, except as noted here. 

Etherealness, Psionic 

Psychoportation 
Level: Esper 9 

Manifesting Time: 1 standard action 
Range: Touch 

Targets: You and one other touched willing creature/three levels; all targets must be joined by linked 
hands 

Duration: 1 min./level (D) 
Saving Throw: None 
Power Resistance: Yes (harmless) 
Power Points: 17 

As the ethierealness power, except as noted here. 

Evade Burst 

Psychometabolism 
Level: Esper 7 
Display: Material 

Manifesting Time: 1 immediate action 
Range: Personal 
Target: You 

Duration: Instantaneous 
Power Points: 13 



164 



You throw off a faux ectoplasmic shell, allowing you to slide out of range of a damaging effect. When 
you manifest this power in conjunction with making a successful Reflex save against an attack that 
normally deals half damage on a successful save, you instead take no damage. 

You can manifest this power with an instant thought, quickly enough to save yourself if you 
unexpectedly come within range of a dangerous effect. Manifesting this power is an immediate action, 
like manifesting a quickened power, and it counts toward the normal limit of one quickened power per 
round. You can even manifest this power when it isn't your turn. 

Augment: If you spend 4 additional power points, you take only half damage on a failed Reflex save. 

Exhalation of the Black Dragon 

Psychometabolism [Acid] 
Level: Esper 5 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Effect: Ray 

Duration: Instantaneous 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 5 

You spit forth vitriolic acid, originating from your mouth, at your target. If you succeed on a ranged 
touch attack, the target takes 3d6 points of acid damage. 

Augment: For every 2 additional power points you spend, this power's damage increases by ld6 points. 

Expansion 
Psychometabolism 
Level: Esper 1 
Display: Olfactory 

IVIanifestingTime: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round./level (D) 
Power Points: 1 

This power causes instant growth, doubling your height, length, and width and multiplying your weight 
by 8. This increase changes your size category to the next larger one. You gain a +2 size bonus to 
Strength, a -2 size penalty to Dexterity (to a minimum effective Dexterity score of 1), a -1 size penalty 
on attack rolls, and a -1 size penalty to Armor Class due to your increased size. 

If your new size is Large or larger, you have a space of at least 10 feet and a natural reach of at 
least 10 feet. This power doesn't change your speed. If insufficient room is available for the desired 
growth, you attain the maximum possible size and can make a Strength check (using your increased 
Strength score) to burst any enclosures in the process. If you fail, you are constrained without harm by 
the materials enclosing you— you cannot crush yourself to death by increasing your size. 

All your equipment, worn or carried, is similarly expanded by this power. Melee and projectile 
weapons deal more damage. 

Other psionic properties are not affected by this power. Any affected item that leaves your possession 
(including a projectile or thrown weapon) instantly returns to its normal size. This means that thrown 
weapons deal their normal damage (projectiles deal damage based on the size of the weapon that fired 
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them). Multiple effects that increase size do not stacl<, which means (among other things) that you can't 
use a second manifestation of this power to further expand yourself. 
Augment: You can augment this power in one or more of the following ways. 

1. If you spend 6 additional power points, this power increases your size by two size categories instead 
of one. You gain a +4 size bonus to Strength, a -4 size penalty to Dexterity (to a minimum effective 
Dexterity score of 1), a -2 size penalty on attack rolls, and a -2 size penalty to Armor Class due to your 
increased size. 

2. If you spend 6 additional power points, you can manifest this power as a swift action instead of a 
standard action. 

3. If you spend 2 additional power points, this power's duration is 1 minute per level rather than 1 round 
per level. 

Fabricate, Psionic 

Metacreativity (Creation) 
Level: Esper 4 
Display: Material 

Manifesting Time: See power text 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: Up to 10 cu. ft./level; see power text 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 7 

As the fabricate power, except as noted here. 

Fabricate, Greater Psionic 

Metacreativity (Creation) 
Level: Esper 6 

Target: Up to 100 cu. ft./level 
Power Points: 11 

As psionic fabricate, except ten times as much material is affected by the power. 

False Sensory Input 
Telepathy [Mind-Affecting] 
Level: Esper 3 
Display: Mental 
Manifesting Time: 1 round 
Range: Long (400 ft. + 40 ft./level) 
Target: One creature 

Duration: Concentration, up to 1 min./level (D) 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 5 

You have a limited ability to falsify one of the subject's senses. The subject thinks she sees, hears, smells, 
tastes, or feels something other than what her senses actually report. You can't create a sensation 
where none exists, nor make the subject completely oblivious to a sensation, but you can replace the 
specifics of one sensation with different specifics. For instance, you could make a human look like a 
mutated animal (or one human look like another specific human), a closed door look like it is open, a vat 
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of acid smell like rose water, a parrot look like a bookend, stale rations taste like fresh fruit, a light pat 
feel like a dagger thrust, a scream sound like the howling wind, and so on. 

You can switch between senses you falsify round by round. You can't alter the size of an object 
by more than 50% by using this power. Thus, you couldn't make a castle look like a hovel, but you could 
make it look like a different castle, or a rough hillock of approximately the same size. If this power is 
used to distract an enemy manifester who is attempting to use his powers, the enemy must make a 
concentration check as if being grappling or pinned. 

Because you override a victim's senses, you can fool a victim who is using blindsight or some 
other method of gathering information, assuming you know that the victim is actively using such an 
effect and you can maintain concentration. 

Augment: For every 2 additional power points you spend, this power can affect an additional target. Any 
additional target cannot be more than 15 feet from another target of the power. 

Far Hand 

Psychokinesis 
Level: Esper 1 
Display: Visual 

Manifesting Time: 1 standard action 

Range: Close (25 ft. + 5 ft./2 levels) 

Target: An unattended object weighing up to 5 lb. 

Duration: Concentration, up to 1 min. 

Saving Throw: None 

Power Resistance: No 

Power Points: 1 

You can mentally lift and move an object at will from a distance. As a move action, you can propel the 
object as far as 15 feet in any direction, though the power ends if the distance between you and the 
object exceeds the power's range. 

Augment: You can augment this power in one or both of the following ways. 

1. For every 2 additional power points you spend, this power's range increases by 5 feet. 

2. For every additional power point you spend, the weight limit of the target increases by 2 pounds. 

Fate Link 

Clairsentience 
Level: Esper 3 
Display: Olfactory 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 

Target: Any two living creatures that are initially no more than 30 ft. apart. 
Duration: 10 min./level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 5 

You temporarily link the fates of any two creatures, if both fail their saving throws. If either linked 
creature experiences pain, both feel it. When one loses hit points, the other loses the same amount. If 
one takes nonlethal damage, so does the other. If one creature is subjected to an effect to which it is 
immune (such as a type of energy damage), the linked creature is not subjected to it either. If one dies, 
the other must immediately succeed on a Fortitude save against this power's save DC or gain two 
negative levels. 
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No other effects are transferred by the fate link. 
Augment: For every 2 additional power points you spend, tliis power's save DC increases by 1. 

Fate of One 

Clairsentience 

Level: Esper 7 

Display: Mental and visual 

Manifesting Time: 1 immediate action 

Range: Personal 

Target: You 

Duration: Instantaneous 
Power Points: 13 

Your limited omniscience allows you to reroll a saving throw, attack roll, or skill check. Whatever the 
result of the reroll, you must use it even if it is worse than the original roll. 

You can manifest this power instantly, quickly enough to gain its benefits in an emergency. 
Manifesting this power is an immediate action, like manifesting a quickened power, and it counts 
toward the normal limit of one quickened power per round. If you use the power to reroll a saving 
throw, you can manifest this power even when it is not your turn. 

Feat Leech 

Clairsentience 

Level: Esper 2 

Display: Mental and visual 

Manifesting Time: 1 standard action 

Range: Touch 

Target: Creature touched 

Duration: 1 min./level 

Saving Throw: Will negates; see text 

Power Resistance: Yes 

Power Points: 3 

You can use another's psionic or metapsionic feats for yourself. You make a melee touch attack against a 
target. If successful, you immediately are familiar with the target's psionic and metapsionic feats, if any, 
and you can choose a number of these feats to "leech" equal to your Wisdom modifier (minimum one). 

While the power lasts, you are treated as if you possessed the stolen feats, despite the fact that 
you have more feats than normally allowed. During this same period, the target can make no use of the 
stolen feats. When the power's duration expires, you lose access to the feats, and the target gains 
immediate use of them. This transfer occurs regardless of the distance between you and the target. 

If the duration of feat leech is extended by the use of a metapsionic feat, the target gains a Will 
saving throw every 10 minutes beyond the normal duration. If this save succeeds, the power's duration 
ends. If the target is killed before the duration expires, you immediately lose the benefit of the stolen 
feats. 

You cannot steal a feat for which you do not meet the prerequisites, if any. However, you can 
use a stolen feat as the prerequisite for another stolen feat. 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1. 

Fiery Discorporation 

Psychokinesis [Fire] 
Level: Esper 5 
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Display: Visual 

Manifesting Time: 1 immediate action 
Range: Personal 
Target: You 

Duration: Instantaneous and up to one day; see text 
Power Points: 9 

You use your mastery of energy to cheat death. If you are within 30 feet of an open flame, you can use 
this power. Any damage that would reduce you to 0 hit points or lower instead has a chance to 
discorporate you. You attempt a Will save (DC 5 + damage dealt); if it succeeds, you simply break apart 
into dozens of flitting tongues of flame and vanish, along with all your gear and anything you are holding 
or carrying. 

One day later, you reappear adjacent to an open flame nearest to the place where you 
discorporated, seeming to materialize from the fire (you choose where you appear along the perimeter 
of that open flame). While discorporated, you do not exist— you can do nothing, nor can any of your 
enemies do anything to you. 

Augment: For every 3 additional power points you spend, you gain a +1 bonus on your Will save to 
determine whether you discorporate. 

Fission 

Psychometa holism 
Level: Esper 7 
Display: Olfactory 

IVlanifesting Time: 1 standard action 
Range: Personal 
Effect: Duplicate of yourself 
Duration: 1 round/level (D) 
Power Points: 13 

You can divide yourself, creating a duplicate that comes into existence 5 feet away. Your duplicate thinks 
and acts exactly as you do and follows your orders, although it will not do anything you wouldn't do 
yourself. Your duplicate has all your abilities but none of your psionic equipment (it does possess a 
duplicate of all your mundane equipment, clothing, armor, and implements, as well as mundane 
versions of any psionic equipment you have). You and your duplicate evenly split your power points, 
your remaining usages of pertinent special abilities for the day, and so on. You retain your psionic focus, 
if you maintain such when this power is manifested. Treat your duplicate as yourself with two negative 
levels for the purpose of determining the powers to which the duplicate has access (while the duration 
of this power lasts, those negative levels cannot be removed by any means). Your duplicate has all other 
physical traits you had at the time you manifest this power. Powers or other effects affecting you when 
you manifest this power do not transfer to your duplicate. 

When the duration expires or when you dismiss the power, you and your duplicate rejoin, no 
matter how far from each other you are. You gain back any power points the duplicate has not spent. At 
the time of rejoining, you take half of the damage your duplicate has taken since this power was 
manifested. This damage could potentially leave you with negative hit points, but it can't reduce your hit 
points to less than -9. 

If your duplicate dies before the duration expires, no rejoining occurs, and you gain one negative 
level. If you die, your duplicate remains in existence, and is for all intents you, but with two negative 
levels. (Once the duration expires, one of the negative levels immediately converts to one lost level; the 
other negative level can be removed by standard means.) 
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You can have only one fissioned duplicate in existence at one time; your duplicate cannot use 
this power. You cannot use fusion or metaconcert vj\th a duplicate, or share any other power or effect 
that pools abilities (the sum of you and you is still just you). Similarly, attempting to use powers such as 
claws ofttie vampire or vampiric blade to hurt your duplicate only damages your duplicate; these 
powers do not heal you. Empathic transfer and similar powers are likewise ineffective (transferring 
wounds to yourself isn't a good healing strategy). 

All powers affecting a fissioned creature, either the original or the duplicate, end when the 
fission ends. All damage, including hit point damage, ability damage, ability drain, and ability burn 
damage, is added together. 

Float 

Psychoportation 
Level: Esper 1 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level (D) 
Power Points: 1 

You mentally support yourself in water or similar liquid. You can swim at a speed of 10 feet using the 
power alone, or use it to boost your swim speed by 10 feet. 

Fly, Psionic 

Psychoportation 
Level: Esper 4 
Display: Auditory 

IVIanifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level (D) 
Power Points: 7 

As the//y power, except as noted here. 

Force Screen 

Psychokinesis [Force] 
Level: Esper 1 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 min./level 
Power Points: 1 

You create an invisible mobile disk offeree that hovers in front of you. The force screen provides a +4 
shield bonus to Armor Class (which applies against incorporeal touch attacks, since the force screen is a 
force effect). Since it hovers in front of you, the effect has no armor check penalty associated with it. 
Augment: For every 4 additional power points you spend, the shield bonus to Armor Class improves by 
1. 
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Form of Doom 

Psychometabolism 
Level: Esper 6 
Display: Visual; see text 
Manifesting Time: 1 standard action 
Range: Personal; see text 
Target: You 

Duration: 1 round/level (D) 
Power Points: 11 

You wrench from your subconscious a terrifying visage of deadly hunger and become one with it. You 
are transformed into a nightmarish version of yourself, complete with an ooze-sleek skin coating, lashing 
tentacles, and a fright-inducing countenance. You effectively gain a +10 bonus on Disguise checks, 
though you retain your basic shape and can continue to use your equipment. This power cannot be used 
to impersonate someone; while horrible, your form is recognizably your own. 

You gain the frightful presence extraordinary ability, which takes effect automatically when you 
charge a foe. Opponents within 30 feet of you that have fewer Hit Dice or levels than you and that 
witness your charge become shaken for 5d6 rounds if they fail a Will save (DC 16 + your Cha modifier). 
An opponent that succeeds on the saving throw is immune to your frightful presence for 24 hours. 
Frightful presence is a mind-affecting fear effect. 

Your horrific form grants you a natural armor bonus of +5, damage reduction 5/-, and a +4 
bonus to your Strength score. In addition, you gain +10 feet to your land speed as well as a +10 bonus on 
Acrobatics checks made to jump and on Climb checks. 

A nest of violently flailing black tentacles sprout from your hair and back. You can make up to 
four additional attacks with these tentacles in addition to your regular melee attacks in each round that 
you take a full attack action. You can make tentacle attacks within the space you normally threaten. If 
you make your tentacle attacks in addition to you regular melee attacks, each tentacle attacks at your 
highest base attack bonus with a -5 penalty. If you forgo all your other attacks, making only tentacle 
attacks, you make your tentacle attacks at your highest base attack bonus with no penalty. These 
tentacles deal 2d8 points of damage plus one-half your Strength bonus on each successful strike. 

This power functions only while you inhabit your base form (for instance, you can't be 
metamorphed into another form, though you can use breath of the black dragon, claws of the beast, 
and bite of the wo// in conjunction with this power for your regular attacks), and while your mind resides 
within your own body. 

Augment: For every additional power point you spend, this power's duration increases by 2 rounds. 

Freedom of Movement, Psionic 

Psychoportation 
Level: Esper 4 
Display: Auditory 

IVIanifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level 
Power Points: 7 

As the freedom of movement power, except as noted here. 
Fuse Flesh 



171 



Psychometabolism 
Level: Esper 6 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Touch 
Target: Creature touched 
Duration: 1 round/level 

Saving Throw: Fortitude negates and Fortitude partial; see text 
Power Resistance: Yes 
Power Points: 11 

You cause the touched subject's flesh to ripple, grow together, and fuse into a nearly seamless whole. 
The subject is forced into a fetal position (if humanoid), with only the vaguest outline of its folded arms 
and legs visible below the all-encompassing wave of flesh. The subject retains the ability to breathe, eat, 
and excrete, but may lose the use of its senses (see below). If the sudden transformation would prove 
fatal to the creature (such as fusing a swimming airbreathing subject, or a flying subject), the subject 
gets a +4 bonus on the save. Unless it loses the use of its senses (see below), the creature can still 
perform purely mental actions, such as manifesting powers. 

If the target fails its Fortitude save to avoid the power's effect, the subject must immediately 
attempt a second Fortitude save. If this second save is failed, the creature's eyes and ears fuse over, 
effectively blinding and deafening it. Moreover, it loses its extraordinary abilities, as well as its ability to 
manifest powers (if any), and is generally in sorry shape. 

Incorporeal or gaseous creatures and creatures not composed of flesh are immune to fuse flesh, 
and a shapechanger can revert to its unfused form as a standard action. 
Augment: For every 2 additional power points you spend, this power's save DC increases by 1. 

Fusion 

Psychometabolism 
Level: Esper 8 

Display: Auditory, material, and visual 
Manifesting Time: 1 round 
Range: Touch 

Targets: You and one touched willing creature of your type and your size or smaller 
Duration: 1 min./level (D) 
Power Points: 15, cost 

You and another willing, corporeal, living creature of the same or smaller size fuse into one being. As the 
manifester, you control the actions of the fused being. However, you can give up this control to the 
other creature. Once you give up control, you cannot regain it unless the other creature relinquishes it. 

The fused being has your current hit points plus the other creature's current hit points. The 
fused being knows all the powers you and the other creature know, and has the sum of your and the 
other creature's power points. Likewise, all feats, genotype abilities, and class features are pooled (if 
both creatures have the same ability, the fused being gains it only once). For each of the six ability 
scores, the fused being's score is the higher of yours and the other creature's, and the fused being also 
has the higher Hit Dice or manifester level— this effectively means the fused being uses the better saving 
throws, attack bonus, and skill modifiers of either member, and it manifests powers at the higher of the 
manifester levels that you or the other creature possessed before becoming fused. 

You decide what equipment is absorbed into the fused being and what equipment remains 
available for use. These fused items are restored once the power ends. 
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When the power ends, the fused being separates. The other creature appears in an area 
adjacent to you that you determine. If separation occurs in a cramped space, the other creature is 
expelled through the Astral Plane, finally coming to rest materially in the nearest empty space and 
taking ld6 points of damage for each 10 feet of solid material passed through. 

Damage taken by the fused being is split evenly between you and the other creature when the 
power ends. You do not leave the fusion with more hit points than you entered it with, unless you were 
damaged prior to the/us/on and the fused being was subsequently healed. In a like manner, the fused 
being's remaining power points are split between you and the other creature (you can leave with more 
points than you entered with, as long as you don't exceed the maximum power points for your level and 
ability score). Ability damage and negative levels are also split between you and the other creature. (If 
an odd number of negative levels or ability score reductions must be split, you decide whether you or 
the other creature receives the additional loss.) 

If a fused being is killed, it separates into its constituent creatures, both of which are also dead. 

You cannot use fission on a fused being. 
Material Cost: 250 domars. 

Genesis 

Metacreativity (Creation) 
Level: Esper 9 
Display: Material 

Manifesting Time: One week (8 hours/day) 
Range: 180 ft.; see text 

Effect: A demiplane coterminous with the Astral Plane, centered on your location 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 17, cost 

You create a finite plane with limited access: a demiplane. Demiplanes created by this power are very 
small, very minor planes. This power works best when manifested while you are on the Astral Plane. 
Manifestation of this power creates a local density fluctuation that precipitates the creation of a 
demiplane. At first, the fledgling plane grows in radius at a rate of 1 foot per day to an initial maximum 
radius of 180 feet as it rapidly draws substance from the surrounding astral ectoplasm. Once the new 
demiplane reaches its maximum size, it doesn't really stop growing, but its growth rate decreases to 
only 1 foot per week (approximately a 50-foot increase in radius per year). Once your demiplane is 
created, you can travel to it using astral caravan or some other power or permanent link that you 
arrange for separately. 

You determine the environment within the demiplane when you manifest genesis, reflecting 
most any desire you can visualize. You determine factors such as atmosphere, water, temperature, and 
the general shape of the terrain. This power cannot create life (including vegetation), nor can it create 
construction (such as buildings, roads, wells, dungeons, and so forth). You must add these details in 
some other fashion if you desire. You can't create lingering psionic effects with this power; you have to 
add those separately, if desired. Similarly, you can't create a demiplane out of esoteric material, such as 
silver or uranium; you're limited to stone and dirt. You can't manipulate the time trait on your 
demiplane; its time trait is as the Material Plane. Once your demiplane reaches 180 feet in radius, you 
can manifest this power again to gradually add another 180 feet of radius to it, and so on. 

Antigenesis: \f genesis is manifested on the Material Plane, the power takes effect and the 
demiplane begins to grow at the rate noted above, but it gets no larger than a radius of 1 foot per level. 
The energies of the new plane are exactly canceled by the energies of the original plane, creating a dead 
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spot like a limited cancer on the original plane. The expanding boundary of the dead spot wipes away all 
construction, crumbles natural land forms, and evaporates water, leaving behind a uniformly level area 
of inert dust. Living creatures that pass the boundary of the growing dead spot are not directly affected, 
but plants can find no sustenance in the dust of the dead spot, water-breathing creatures die quickly 
when water turns to dust, and mobile animals know enough to leave the area alone. Once the wave of 
change passes, no special essence remains in the dead spot, and it may be colonized naturally over the 
course of several years by bacteria, plants, and animals. 
Material Cost: 5,000 domars. 

Graft Weapon 

Psychometa holism 
Level: Esper 3 
Display: Olfactory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 24 hours (D) 
Power Points: 5 

You attach any melee weapon you can use in one hand— mundane or psionic— onto the end of one of 
your arms. The weapon becomes a natural extension of your arm, and that hand blends seamlessly into 
the shaft, hilt, or head of the weapon. Now that the weapon and you are one, you gain a +1 competence 
bonus on all attack and damage rolls while using the weapon. 

The grafted weapon is considered both a standard weapon and a natural weapon for the 
purpose of effects that distinguish between either weapon type. For instance, the grafted weapon is 
treated as a natural weapon for the purpose of delivering a touch attack with a power in conjunction 
with the weapon attack. As with any power melee touch attack made in conjunction with a natural 
weapon attack, the touch attack effect is not delivered unless the natural weapon strikes normally; on a 
failed attack, the touch power (or power) is wasted. 

For a manifester under the effect of the claws of the beast power, grafting a weapon means that 
attacks with this hand deal the base damage of the weapon, instead of the claw upon which a 
manifester normally relies. 

While your hand is grafted to a weapon, you lose the use of that hand and take a -2 penalty on 
all skill checks requiring the use of hands. Powers that temporarily metamorph you can ignore the 
grafted weapon or alter it normally, at your discretion. If the weapon takes damage, you take damage as 
well. If you are healed, so is your grafted weapon. If your weapon is destroyed, you permanently lose 2 
points of Constitution; the ability drain persists until you can restore your natural anatomy (by means of 
regenerate or a similar effect). 

When this power's duration expires, the grafted weapon falls to the ground and your hand 

returns. 



Grease, Psionic 

Metacreativity (Creation) 
Level: Esper 1 

Display: Visual and olfactory 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target or Area: One object or a 10-ft. square 
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Duration: 1 round/level (D) 
Saving Throw: See power text 
Power Resistance: No 
Power Points: 1 

As the grease power, except as noted here. 

Sometimes this power is referred to as ectoplasmic sheen. 

Grip of Iron 

Psychometa holism 
Level: Esper 1 
Display: Visual 

IVlanifesting Time: 1 immediate action 
Range: Personal 
Target: You 

Duration: 1 round/level 
Power Points: 1 

You can improve your chances in a grapple as an immediate action, gaining a +4 enhancement bonus on 
your grapple checks. 

You can manifest this power with an instant thought, quickly enough to gain the benefit of the 
power in the current round. Manifesting this power is an immediate action, like manifesting a quickened 
power, and it counts toward the normal limit of one quickened power per round. You can manifest this 
power when it isn't your turn (if you are grappled). 

Augment: For every 4 additional power points you spend, the enhancement bonus on your grapple 
checks increases by 2. 

Hail of Crystals 

Metacreativity (Creation) 
Level: Esper 5 

Display: Auditory and visual 
IVlanifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Area: 20-ft.-radius burst 
Duration: Instantaneous 
Saving Throw: Reflex half 
Power Resistance: No 
Power Points: 9 

A tiny ectoplasmic crystal emanates from your outstretched hand and rapidly expands to a 2-foot- 
diameter ball of crystal as it speeds toward the location you designate. You can choose to aim this 
crystal at a single target or at a specific point in space (a grid intersection). 

If you aim the crystal at a single target, you must make a ranged touch attack to strike the 
target. Any creature or object struck by the ball of crystal takes 5d4 points of bludgeoning damage. 
Whether the crystal hits its target, misses, or was aimed at a point in space, it explodes upon arrival at 
the location you designated. Anyone within 20 feet of the explosion takes 9d4 points of slashing damage 
from the thousands of crystal shards that spray forth. 

Augment: For every additional power point you spend, this power's damage from the explosion of the 
crystal increases by ld4 points. 

Hammer 
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Psychometabolism 
Level: Esper 1 

Display: Auditory and material 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round 
Power Points: 1 

Tliis power charges your touch with the force of a sledgehammer. A successful melee touch attack deals 
Ids points of bludgeoning damage. This damage is not increased or decreased by your Strength 
modifier. 

Augment: For every additional power point you spend, this power's duration increases by 1 round. 
Hustle 

Psychometabolism 

Level: Esper 3 

Display: Auditory 

Manifesting Time: 1 swift action 

Range: Personal 

Target: You 

Effect: 1 extra move action 
Power Points: 5 

You gain an additional move action in the current round. Taking a full round's worth of attacks and then 
using this power to move away from your foe does provoke attacks of opportunity. 

You can manifest this power with an instant thought, quickly enough to gain the benefit of the 
power before you move. Manifesting the power is a swift action, like manifesting a quickened power, 
and it counts toward the normal limit of one quickened power per round. You cannot manifest this 
power when it isn't your turn. 

Hypercognition 

Clairsentience 
Level: Esper 8 
Display: Mental 

Manifesting Time: 1 standard action or 1 immediate action; see text 
Range: Personal 
Target: You 

Duration: Instantaneous 
Power Points: 15 

You make lightning-fast deductions based on only the slightest clue, pattern, or scrap of memory 
resident in your mind. You can make reasonable statements about a person, place, or object, seemingly 
from very little knowledge. However, your knowledge is in fact the result of a rigorously logical process 
that you force your mind to undertake, digging up and correlating every possible piece of knowledge 
bearing on the topic (possibly even extracting echoes of knowledge from the Astral Plane). 

The nature of the knowledge you gain concerning the subject of your analysis might include the 
answer to a riddle, the way out of a maze, stray bits of information about a person, legends about a 
place or an object, or even a conclusion concerning a dilemma that your conscious mind is unable to 
arrive at. 
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An Intelligence check may be required to obtain the desired information. If so, you can manifest 
hypercognition as an immediate action prior to making the check and receive a +20 bonus for doing so. 

Id Insinuation 

Telepathy (Compulsion) [Mind-Affecting] 
Level: Esper 2 
Display: Auditory 

Manifesting Time: 1 standard action 

Range: Close (25 ft. +5 ft./2 levels) 

Target: One creature 

Duration: Concentration + 1 round 

Saving Throw: Will negates 

Power Resistance: Yes 

Power Points: 3 

As the confusion power, except as noted here. 

Swift tendrils of thought disrupt the unconscious mind of any one creature, sapping its might. As 
long as the manifester remains concentrating fully on this power, the subject is confused, making it 
unable to independently determine it will do. Roll on the following table at the beginning of each of the 
subject's turns to see what the subject does in that round. 



d% 




Behavior 


01- 


■10 


Attack manifester with melee or ranged weapons 
(or move toward manifester if attack is not 
possible). 


11- 


-20 


Act normally. 


21- 


-50 


Do nothing but babble incoherently. 


51- 


-70 


Flee from manifester at top possible speed. 


71- 


■100 


Attack nearest creature (for this purpose, a 



psicrystal counts as part of the subject's self). 
Augment: For every 2 additional power points you spend, this power's save DC increases by 1, and the 
power can affect an additional target. Any additional target cannot be more than 15 feet from another 
target of the power. 

Identify, Psionic 

Clairsentience 
Level: Esper 2 

Display: Material and mental 
Manifesting Time: One day 
Range: Touch 

Target: One touched object 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 3 

As the identify power, except as noted here. 

This power is used to identify the abilities of psionic items. 

Immovability 
Psychometabolism 



177 



Level: Esper 4 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: Concentration 
Power Points: 7 

You are almost impossible to move. Your weight does not vary; instead, you mentally attach yourself to 
the underlying fabric of the plane. Thus, you could conceivably anchor yourself in midair. Any creature 
attempting to physically move you must succeed on an opposed Strength check, and you gain a +20 
bonus on the check. You can't voluntarily move to a new location unless you stop concentrating, which 
ends the power. 

You cannot apply your Dexterity bonus to Armor Class; however, your anchored body gains 
damage reduction 15/-. 

You cannot make physical attacks or perform any other large-scale movements (you can make 
smallscale movements, such as breathing, turning your head, moving your eyes, talking, and so on). 
Powers with the teleportation descriptor, or any telekinetic effect, manifested on you automatically fail. 
Augment: If you spend 8 additional power points, you can manifest this power as an immediate action. 

Incarnate 

Metacreativity 
Level: Esper 5 
Display: Material 
Manifesting Time: 2 rounds 
Range: See text 

Target, Effect, or Area: See text 
Duration: Permanent; see text 
Saving Throw: None 
Power Resistance: No 
Power Points: 9, XP 

This power makes certain other powers permanent. Depending on the power to be affected, you must 
be of a minimum manifester level and must expend costly material components. 
You can make the following powers permanent only in regard to yourself. 





Minimum 


Cost of 


Power 


IVIanifester 


Material 


Level 


Components 


Aura sight 


15th 


400 domars 


Conceal thoughts 


9th 


100 domars 


Danger sense 


13th 


300 domars 


Detect psionics 


9th 


100 domars 


Detect remote viewing 


15th 


400 domars 


Detect teleportation 


9th 


100 domars 


Elfsight 


11th 


200 domars 


Know direction and location 


9th 


100 domars 


IVIy light 


9th 


100 domars 


Psionic darkvision 


13th 


300 domars 


Psionic tongues 


11th 


200 domars 
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Ubiquitous vision 13th 300 domars 

You manifest the desired power and then follow it with the incarnate manifestation. 



Inertial Armor 

Psychokinesis 
Level: Esper 1 
Display: Visual; see text 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 hour/level (D) 
Power Points: 1; see text 

Your mind generates a tangible field of force that provides a +4 armor bonus to Armor Class. Unlike 
mundane armor, inertial armor entails no armor check penalty or speed reduction. Because inertial 
armor is composed of psychokinetic force, incorporeal creatures can't bypass it the way they do normal 
armor. 

Your inertial armor can be invisible or can appear as a colored glow, at your option. 
The armor bonus provided by inertial armor does not stack with the armor bonus provided by 
regular armor. 

Augment: For every 2 additional power points you spend, the armor bonus to Armor Class increases by 
1. 

Inertial Barrier 

Psychokinesis 
Level: Esper 4 

Display: Auditory and mental 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level 
Power Points: 7 

You create a skin-tight psychokinetic barrier around yourself that resists blows, cuts, stabs, and slashes, 
as well as providing some protection against falling. You gain damage reduction 5/-. Inertial barrier also 
absorbs half the damage you take from any fall. 

Inflict Pain 

Telepathy [Mind-Affecting] 
Level: Esper 2 
Display: Mental 

Manifesting Time: 1 standard action 

Range: Close (25 ft. + 5 ft./2 levels) 

Target: One creature 

Duration: 1 round/level 

Saving Tlirow: Will partial; see text 

Power Resistance: Yes 

Power Points: 3 
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You telepathically stab the mind of your foe, causing horrible agony. The subject suffers wracl<ing pain 
that imposes a -4 penalty on attack rolls, skill checks, and ability checks, if the target makes its save, it 
takes only a -2 penalty. 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1, and the 
power can affect an additional target. Any additional target cannot be more than 15 feet from another 
target of the power. 

Insanity 

Telepathy (Compulsion) [Mind-Affecting] 
Level: Esper 7 
Display: Mental 

Manifesting Time: 1 standardaction 
Range: Medium (100 ft. + 10 ft./level) 
Target: One creature 
Duration: Instantaneous 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 13 

As the confusion power, except as noted here. 

Creatures affected by this power are permanently confused and constantly behave randomly. 
Roll on the following table at the beginning the subject's turn each round to see what the subject does 
in that round. 



d% 




Behavior 


01- 


■10 


Attack manifester with melee or ranged weapons 
(or move toward manifester if attack is not 
possible). 


11- 


-20 


Act normally. 


21- 


-50 


Do nothing but babble incoherently. 


51- 


-70 


Flee from manifester at top possible speed. 


71- 


■100 


Attack nearest creature (for this purpose, a 



psicrystal counts as part of the subject's self). 
Only psychic ctiirurgery, reality revision, and other similarly extreme measures can restore the 
subject's sanity. 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1, and the 
power can affect an additional target. Any additional target cannot be more than 15 feet from another 
target of the power. 

Intellect Fortress 

Psychokinesis 
Level: Esper 4 
Display: Auditory 

Manifesting Time: 1 immediate action 
Range: 20 ft. 

Area: 20-ft.-radius spread centered on you 
Duration: 1 round 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 7 
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You encase yourself and your allies in a shimmering fortress of telekinetic force. All damage from 
powers and psi-like abilities taken by subjects inside the area of the intellect fortress, including ability 
damage, is halved. This lowering takes place prior to the effects of other powers or abilities that lessen 
damage, such as damage reduction and evasion. 

Powers that are not subject to power resistance are not affected by an intellect fortress. 

You can manifest this power instantly, quickly enough to gain its benefits in an emergency. 
Manifesting the power is an immediate action, like manifesting a quickened power, and it counts toward 
the normal limit of one quickened power per round. You can use this power even when it's not your 
turn. 

Augment: For every additional power point you spend, this power's duration increases by 1 round. 

Iron Body, Psionic 

Metacreativity (Creation) 
Level: Esper 8 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level (D) 
Power Points: 15 

As the iron body power, except as noted here. 

Keen Edge, Psionic 

Metacreativity 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 

Targets: One weapon or fifty projectiles, all of which must be in contact with each other at the time of 

manifestation 

Duration: 10 min./level 

Saving Throw: Will negates (harmless, object) 

Power Resistance: Yes (harmless, object) 

Power Points: 5 

As the keen edge power, except as noted here. 

Knocl<, Psionic 
Psychoportation 
Level: Esper 2 
Display: Material 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 

Target: One door, box, or chest with an area of up to 10 sq. ft./level 
Duration: Instantaneous; see power text 
Saving Throw: None 
Power Resistance: No 
Power Points: 3 

As the knock power, except as noted here. 



181 



Know Direction and Location 

Clairsentience 
Level: Esper 1 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: Instantaneous 
Power Points: 1 

You generally know where you are. This power is useful to characters who end up at unfamiliar 
destinations after teleporting, using a gate, or traveling to or from other planes of existence. The power 
reveals general information about your location as a feeling or presentiment. The information is usually 
no more detailed than a summary that locates you according to a prominent local or regional site. Using 
this power also tells you what direction you are facing. 

Using this power prior to making a Knowledge [planes] check with astral caravan grants a +2 
bonus on the check. 

Leecli Field 

Psychometabolism 

Level: Esper 5 

Display: Visual; see text 

Manifesting Time: 1 standard action 

Range: Personal; see text 

Target: You 

Duration: 1 min. 

Power Points: 9 

You raise a field of potentiality that drains the vitality from powers that you successfully save against. 
When you succeed on a saving throw to negate the effect of a foe's power on you, and the power is one 
that leech field is effective against (see below), your body erupts in a brief flash of crackling dark energy. 
You gain 1 power point for every 2 power points your foe spent to manifest the power you just saved 
against (to a maximum number of points equal to your manifester level). You cannot gain power points 
that would cause you to exceed your normal daily maximum. 

This power is effective against any power that targets a single creature and allows the target a 
saving throw to negate it, except those that are delivered by a touch attack or a ranged touch attack 
(including a ray). 

Augment: For every 2 additional power points you spend, this power's duration increases by 1 minute. 

Levitate, Psionic 

Psychoportation 
Level: Esper 2 
Display: Olfactory 

Manifesting Time: 1 standard action 

Range: Personal or close (25 ft. + 5 ft./2 levels) 

Target: You or one willing creature or one object (total weight up to 100 Ib./level) 
Duration: 10 min./level (D) 
Saving Throw: None 

Power Resistance: Yes (harmless, object) 
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Power Points: 3 

As the levitate power, except as noted here. 

Major Creation, Psionic 

Metacreativity (Creation) 
Level: Esper 5 

IVIanifestingTime: 10 minutes 
Range: Close (25 ft. + 5 ft./2 levels) 
Duration: See power text 
Power Points: 9 

As the major creation power, except as noted here. 

Matter Agitation 

Psychokinesis 
Level: Esper 1 

Display: Auditory and material 

Manifesting Time: 1 standard action 

Range: Close (25 ft. + 5 ft./2 levels) 

Area: 2 sq. ft. of surface area of an object or creature 

Duration: Concentration, up to 1 min./level 

Saving Throw: None 

Power Resistance: Yes 

Power Points: 1 

You can excite the structure of a nonpsionic object, heating it to the point of combustion over time. The 
agitation grows more intense in the second and third rounds after you manifest the power, as described 
below. 

1st Round: Readily flammable material (paper, dry grass, tinder, torches) ignites. Skin reddens (1 point of 
damage). 

2nd Round: Wood smolders and smokes, metal becomes hot to the touch, skin blisters (ld4 points of 
damage), hair smolders, paint shrivels, water boils. 

3rd and Subsequent Rounds: Wood ignites, metal scorches (ld4 points of damage for those holding 
metallic objects). Skin burns and hair ignites (ld6 points of damage), lead melts. 

Matter Manipulation 
Metacreativity 
Level: Esper 8 

Display: Auditory and mental 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Area: 1 cu. ft./level of inanimate material 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 15, cost 

You can weaken or strengthen the substance of an object or structure. You can affect both mundane 
and psionic inanimate material. Weakening an object's substance decreases its hardness and hit points, 
and strengthening it increases its hardness and hit points. You can increase or decrease an object's 
hardness by up to 5 from its original hardness. When hardness increases, the object (or portion of an 
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object) gains 3 hit points per inch of thicl<ness for every point of increased hardness. When hardness 
decreases, the object (or portion of an object) loses 2 hit points per inch of thickness for every point of 
decreased hardness (to a minimum of 1 hit point per inch of thicl<ness). 

You can't decrease the hardness of an object that already has hardness 0. 
Working Manipulated Metals: An object or portion thereof whose hardness is decreased or increased is 
permanently changed. Even hardening adamantine to 25 is possible. You can also harden or weaken a 
preforged weapon, a suit of armor, or some other finished item. 
Material Cost: 1,250 domars for each point by which the object's hardness is altered. 

Mental Barrier 

Clairsentience 
Level: Esper 3 
Display: Auditory 

Manifesting Time: 1 immediate action 
Range: Personal 
Target: You 
Duration: 1 round 
Power Points: 5 

You project a field of improbability around yourself, creating a fleeting protective shell. You gain a +4 
deflection bonus to Armor Class. 

You can manifest this power instantly, quickly enough to gain its benefits in an emergency. 
Manifesting the power is an immediate action, like manifesting a quickened power, and it counts toward 
the normal limit of one quickened power per round. You can use this power even when it's not your 
turn; however, you must manifest it prior to an opponent's attack roll in order to gain this power's 
benefit against that attack. 

Augment: You can augment this power in one or both of the following ways. 

1. If you spend 4 additional power points, the deflection bonus to Armor Class increases by 1. 

2. For every additional power point you spend, this power's duration increases by 1 round. 

Mental Disruption 
Telepathy [Mind-Affecting] 
Level: Esper 2 
Display: Mental 

Manifesting Time: 1 standard action 
Range: 10 ft. 

Area: lO-ft.-radius spread centered on you 
Duration: Instantaneous 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 3 

You generate a mental wave of confusion that instantly sweeps out from your location. All creatures you 
designate in the affected area (you can choose certain creatures to be unaffected) must make a Will 
save or become dazed for 1 round. 

Augment: You can augment this power in one or both of the following ways. 

1. For every 2 additional power points you spend, this power's save DC increases by 1. 

2. For every 2 additional power points you spend, this power's range and the radius of its area both 
increase by 5 feet. 
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Metaconcert 

Telepathy [Mind-Affecting] 
Level: Esper 5 
Display: Visual; see text 
Manifesting Time: 1 minute 
Range: 20 ft. 

Target: You and up to nine otiier willing psionic creatures in range 
Duration: 1 min./level (D) 
Power Points: 9 

You link your psychic might with other psionic creatures, creating an entity more powerful than the sum 
of its parts. 

When you manifest this power, a number of power points you designate flows from each 
participant into a collective pool. One individual is chosen as the metaconcert conductor by mutual 
consent of the other participants (this is usually the manifester, but doesn't have to be). Until the power 
ends, this conductor directs the efforts of the group. Misty strands of glowing power link the brows of all 
the participants in a complex and shifting pattern. 

All the powers of each participant are known to the mental entity ccreated with metaconcert 
(which is under the conductor's command). This entity can't take any more actions than a normal 
individual, but it manifests all its powers more effectively. Each participant contributing to the entity 
provides a cumulative +1 bonus to save DCs that apply when manifesting a power or using a psi-like 
ability. Likewise, each individual provides a cumulative +1 bonus when the entity makes its own saving 
throws in response to powers or psi-like abilities. 

If the psionic entity takes ability damage from a psionic attack the total is divided among all the 
members as determined by the conductor. 

If the entity manifests a power that has a material cost, all the participants pay an equal share 
(the conductor pays the remainder if the cost can't be divided evenly). 

Once linked, the participants must remain within a 20-foot-radius area, and as a group can move 
at a speed of 10 feet. If a participant moves outside the 20-foot-radius area occupied by the others 
(whether willingly or involuntarily), that individual drops out of the group, and the power point pool of 
the metaconcert is instantly recalculated. 

All participants who leave before a metaconcert ends or is dismissed reclaim a number of power 
points equal to the current power point pool divided by the number of members. If the conductor drops 
out, the power ends. That same number of points is removed from the power point pool. 

When a metaconcert ends normally or is dismissed, remaining power points in the pool are 
divided among all the participants (the conductor receives the remainder if the points can't be divided 
evenly). 

Augment: For every additional power point you spend, this power's duration increases by 1 minute. 

Metafaculty 
Clairsentience 
Level: Esper 9 

Display: Mental, olfactory, and visual 
IVIanifesting Time: 1 hour 
Range: Personal 
Target: You 

Duration: Instantaneous and 1 min./level (D); see text 
Power Points: 17, cost 
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You elevate your mind to a near-universal consciousness, cogitating countless impressions and 
predictions involving any creature you have seen before, whether personally or by means of another 
power such as remote viewing. 

This process gives you an uncannily accurate vision of the creature's nature, activities, and 
whereabouts. When you manifest the power, you learn the following facts about the creature. 

• Its name, genotype, alignment, and character class. 

• A general estimate of its level or Hit Dice: low (5 HD or lower), medium (6 to 11 HD), high (12 to 20 
HD), very high (21 HD to 40 HD), or deific (41 HD or higher). 

• Its location (including place of residence, town, country, world, and plane of existence). 

• Significant items currently in its possession. 

• Any significant activities or actions the creature has undertaken in the previous 8 hours, including 
details such as locales traveled through, the names or genotypes of those the creature fought, powers it 
cast, items it acquired, and items it left behind (including the location of those items). 

• A current mental view of the creature, as described in the remote viewing power, which you can 
maintain for up to 1 minute per level. 

Metafacuity is defeated by epic powers and epic special abilities that obscure clairsentience 

powers. 

Material Cost: 5,000 domars. 

Metamorphosis 

Psychometabolism 
Level: Esper 4 

Display: Material and olfactory 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level (D) for a creature; 1 hour/level (D) for an object 
Power Points: 7 

You assume the form of a creature of the same type as your normal form, or any other type except 
construct, elemental, outsider, and undead. The assumed form can have as many Hit Dice as your 
manifester level, to a maximum of 15. 

You can't assume a form smaller than Fine, nor can you assume an incorporeal, ectoplasmic, or 
gaseous form. You cannot take the form of any creature that has a template. Your type and subtype (if 
applicable) change to match the new form. 

Upon changing, you regain lost hit points as if you had rested for a night (though this healing 
does not restore ability damage and provide other benefits of resting; and changing back does not heal 
you further). If you are slain while under the effect of this power, you revert to your original form, 
though you remain dead. You gain the Strength, Dexterity, and Constitution scores of the new form but 
retain your own Intelligence, Wisdom, and Charisma scores. You also gain all extraordinary special 
attacks possessed by the form (such as constrict, improved grab, and poison) but do not gain the 
extraordinary special qualities possessed by the new form (such as blindsense, fast healing, 
regeneration, and scent) or any psionic abilities. 

You keep all extraordinary special attacks and special qualities derived from class levels, but you 
lose any benefits of the genotype traits of your normal form. If you have a template, special abilities it 
provides are likewise not retained. If the assumed form is capable of speech, you can communicate 
normally. You retain any manifesting ability you had in your original form. 

You acquire the physical qualities of the new form while retaining your own mind. Physical 
qualities include natural size, mundane movement capabilities (such as burrowing, climbing, walking. 
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swimming, and flight with wings, to a maximum speed of 120 feet for flying or 60 feet for nonflying 
movement), natural armor bonus, natural weapons (such as claws or a bite), genotype bonuses on skill 
checks, genotype bonus feats, and any anatomical qualities (presence or absence of wings, number of 
extremities, and so forth). A body with extra limbs does not allow you to make more attacks (or more 
advantageous two-weapon attacks) than normal. 

You can freely designate the new form's minor physical qualities (such as hair color, hair texture, 
and skin color) within the normal ranges for a creature of that type. The new form's significant physical 
qualities (such as height, weight, and gender) are also under your control, but they must fall within the 
norms for the new form's species. You are effectively disguised as an average member of the new form's 
genotype. If you use this power to create a disguise, you get a +10 bonus on your Disguise check. 

When the change occurs, your equipment either remains worn or held by the new form (if it is 
capable of wearing or holding the item in question) or melds into the new form and becomes 
nonfunctional. When you revert to your normal form, any objects previously melded into the new form 
reappear in the same location on your body they previously occupied and are once again functional. Any 
new items you wore in the assumed form and can't wear in your normal form fall off and land at your 
feet; any that you could wear in either form or carry in a body part common to both forms (mouth, 
hands, or the like) at the time of reversion are still held in the same way. Any part of the body or piece 
of equipment that is separated from the whole reverts to its normal form. 

You can also use this power to assume the form of an inanimate object. You gain the object's 
hardness and retain your own hit points. You can take the shape of almost any simple object you can 
think of. If you attempt to take the form of a complex object, you must make an appropriate skill check.. 
If you fail the check, your manifestation of the power does not succeed. Likewise, you cannot take the 
form of a complex mechanical mechanism unless you have some sort of skill associated with the object. 
You cannot use this power to assume the form of a psionic item or any object with a hardness of 15 or 
higher. You also cannot take the form of a psionically animated mechanism or any object formed of 
ectoplasm. 

As an inanimate object, you lose all mobility. You retain your normal senses and your ability to 
speak. You can manifest a power if you make a Concentration check (DC 20 + power level); however, 
doing so ends the duration of this power. If you take damage while in the form of an object, your actual 
body also takes damage (but the object's hardness, if any, protects you). 

Metamorphosis, Greater 

Psychometa holism 
Level: Esper 9 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level (D) for a creature; 1 hour/level (D) for an object 
Power Points: 17, cost 

As metamorphosis, except that this power enables you to assume the form of any single nonunique 
object or creature (of any type) from Fine to Colossal size. The assumed form cannot have more Hit Dice 
than twice your manifester level (to a maximum of 50 HD). Unlike metamorphosis, this power allows 
incorporeal, ectoplasmic, or gaseous forms to be assumed. 

You gain all extraordinary abilities (both special attacks and special qualities) of the assumed 
form. You also gain the type of the new form (for example, animal or monstrous humanoid) in place of 
your own. The new form does not disorient you. Parts of your body or pieces of equipment that are 
separated from you do not revert to their original form. 
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You can become just about anything you are familiar with. You can change form once each 
round as a swift action. 

The change takes place either immediately before your regular action or immediately after it, 
but not during the action. 

If you use this power to create a disguise, you get a +10 bonus on your Disguise check. 

As an inanimate object, you lose all mobility; however, you retain your ability to manifest 
powers normally. 
Material Cost: 1,000 domars. 

Metaphysical Claw 

Psychometa holism 
Level: Esper 1 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 min./level 
Power Points: 1 

If you have a claw attack (either from an actual natural weapon or from an effect such as claws of the 
beast) or a bite attack (which could be a natural bite attack or one you gain by means of the power bite 
of the wolf), you can use this power to provide one of your natural weapons a +1 enhancement bonus 
on attack rolls and damage rolls. 

Augment: If you spend 4 additional power points, this power's duration increases to 1 hour per level. 

In addition, for every 4 additional power points you spend, this power improves the natural 
weapon's enhancement bonus on attack rolls and damage rolls by 1. 

Metaphysical Weapon 

Metacreativity 
Level: Esper 1 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Touch 
Target: Weapon touched 
Duration: 1 min./level 

Saving Throw: Will negates (harmless, object) 
Power Resistance: Yes (harmless, object) 
Power Points: 1 

Metaphysical weapon gives a weapon a +1 enhancement bonus on attack rolls and damage rolls. (An 
enhancement bonus does not stack with a masterwork weapon's +1 bonus on attack rolls.) 

Alternatively, you can affect up to fifty arrows, bolts, or bullets. The projectiles must be of the 
same type, and they have to be together (such as in the same quiver). Projectiles, but not thrown 
weapons, lose their enhancement when used. (Treat shuriken as projectiles, rather than thrown 
weapons, for the purpose of this power.) 

You can't manifest this power on most natural weapons, including a psychic warrior's claw 
strike. This power does work on a weapon brought into being by the graft weapon power. 
Augment: If you spend 4 additional power points, this power's duration increases to 1 hour per level. 

In addition, for every 4 additional power points you spend, this power improves the weapon's 
enhancement bonus on attack rolls and damage rolls by 1. 
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Microcosm 

Telepathy (Compulsion) [Mind-Affecting] 
Level: Esper 9 
Display: Material 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 

Target or Area: One creature; or one or more creatures within a 15-ft.-radius sphere 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 17 

This power enables you to warp the consciousness and senses of one or more creatures, sending the 
victim into a catatonic state. When microcosm is manifested, you can target either a single creature 
within range or a group of creatures all located within the power's area. 

Single Target: \f microcosm targets a single creature, that creature's senses are pinched off from the real 
world if it currently has 100 or fewer hit points. The subject's senses are all completely fabricated from 
within its own mind, though it may not realize this. In reality, the subject sprawls limply, drooling and 
mewling, and eventually dies of thirst and starvation without care. The subject lives within its own 
made-up world until the time of its actual death. 

Area Effect: If microcosm is manifested on an area, it sends all affected creatures into a shared catatonia 
(the world is a construct, but within the world, the victims can interact with each other). It affects only 
creatures that currently have 30 or fewer hit points, and only up to a total of 300 hit points of such 
creatures. The power affects creatures with the lowest hit point totals first. (Creatures with negative hit 
points count as having 0 hit points.) 

Manifesting microcosm a second time on an affected creature turns its sensory pathways 
outward once more. Otherwise, only very potent powers (such as psychic chirurgery or reality revision) 
or similar effects can undo the mental crosswiring that this power brings about. 
Augment: For every additional power point you spend, the number of individual and group hit points 
the power can affect increases by 10. 

Mind Blanl<, Personal 

Telepathy [Mind-Affecting] 
Level: Esper 7 
Display: Olfactory 

IVIanifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: One day 
Power Points: 13 

As psionic mind blank (see below), except as noted here. 

Mind Blanlf, Psionic 

Telepathy [Mind-Affecting] 
Level: Esper 8 
Display: Olfactory 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
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Target: One creature 
Duration: One day 

Saving Throw: Will negates (harmless) 
Power Resistance: Yes (harmless) 
Power Points: 15 

The subject is protected from all devices, powers, and mutations that detect, influence, or read 
emotions or thoughts. This power protects against powers with the mind-affecting or scrying 
descriptors. Psionic mind blank even foils bend reality and reality revision when they are used in such a 
way as to affect the subject's mind or to gain information about it (however, metafaculty can pierce the 
protective quality of psionic mind blank). In the case of remote viewing or scrying that scans an area the 
creature is in, the effect works but the creature simply isn't detected. Remote viewing (scrying) attempts 
that are targeted specifically at the subject do not work at all. 

Mind Probe 

Telepathy (Charm) [Mind-Affecting] 
Level: Esper 5 

Display: Auditory, material, and visual 
Manifesting Time: 1 minute 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 
Duration: 1 round/level (D) 
Saving Throw: Will partial; see text 
Power Resistance: Yes 
Power Points: 9 

All the subject's memories and knowledge are accessible to you, from memories deep below the surface 
to those still easily called to mind. You can learn the answer to one question per round, to the best of 
the subject's knowledge. If the subject succeeds on a Will save, it is not required to answer the question; 
however, making a save does not end the power. You can ask the subject a new question (or the same 
question) in subsequent rounds for as long as the power's duration persists. 

You can probe a sleeping subject and automatically get an answer to your question. If the 
subject then succeeds on a Will save, it wakes after providing the answer and thereafter can resist 
answering by making Will saves as described above. 

Subjects that do not wish to be probed can attempt to move beyond the power's range, unless 
they are somehow hindered. You pose the questions telepathically, and the answers to those questions 
are imparted directly to your mind. You and the subject do not need to speak the same language, 
though less intelligent creatures may yield up only appropriate visual images in answer to your 
questions. 

Mind Seed 

Telepathy (Compulsion) [Evil, Mind-Affecting] 
Level: Esper 8 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Touch 

Target: One touched Medium or smaller humanoid 
Duration: Instantaneous; see text 
Saving Throw: Will negates 
Power Resistance: Yes 
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Power Points: 15, cost 

You impress the totality of your psyche into a subject's subconscious. If successfully implanted, the seed 
of your mind "germinates" over the period of one week. During this time, the subject begins to 
unconsciously take on your mannerisms. 

When integration is complete (after one week), the subject becomes you in mind as you were 
when you manifested the power, but the subject's level is eight lower than your own. (In effect, the 
subject has received eight negative levels— but these are negative levels that can't be removed.) The 
subject does not have any of your physical ability scores or equipment, but does have the Intelligence, 
Wisdom, and Charisma scores you had when you were eight levels lower. The subject also knows the 
powers you knew when you were eight levels lower. 

While the subject is initially your mental duplicate, the two personalities diverge over time. 
Although the subject starts off with memories of your experiences, it possesses its original "soul" and 
physical body and is free to develop its own personality based on its own new experiences. Thus, the 
subject is not your slave or servant, but instead a nonplayer character in its own right that shares your 
earlier memories. 

A germinating seed can be removed (prior to germination) only by psychic chirurgery, reality 
revision, or similarly high-level effects. Manifesting mind seed again during the germination period also 
cleanses the subject's mind. 
IVIaterial Cost: 15,000 domars. 

Mind Switch 

Telepathy [Mind-Affecting] 

Level: Esper 6 

Display: Visual 

Manifesting Time: 1 round 

Range: Close (25 ft. + 5 ft./2 levels) 

Targets: You and one other creature 

Duration: 10 min./level 

Saving Throw: Will negates; see text 

Power Resistance: Yes 

Power Points: 11, cost 

You can attempt to take control of a nearby living creature, forcing your mind (and soul) into its body, 
and its mind into your body. You can target any creature whose Hit Dice are equal to or less than your 
manifester level. 

You possess the target's body and force the creature's mind into your body unless it succeeds 
on a Will save. You can move your mind back into your own body whenever you desire, which returns 
the subject's mind to its own body and ends the power. If the manifestation succeeds, your life force 
occupies the host body, and the host's life force takes over yours. 

You can call on rudimentary or instinctive knowledge of the subject creature, but not upon its 
acquired or learned knowledge (such as skills and feats it possesses). The same is true for the subject in 
your body. The mind switch brings about the following changes. 

• You gain the type of your assumed body. 

• You gain the Strength, Dexterity, and Constitution scores of your assumed body. 

• You gain the natural armor, natural attacks, movement, and other simple physical characteristics of 
your assumed body. 

• You gain the extraordinary special attacks and qualities of your assumed body. 

• You gain the possessions and equipment of your assumed body. 
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• You retain your own hit points, saving throws (possibly modified by new ability scores), class abilities, 
powers, and sl<ills and feats (although sl<ill checl<s use your new ability scores, and you may be 
temporarily unable to use feats whose requirements you do not meet in your new body). 

If either body is killed while the power is in effect, the other participant also dies when the 
power ends. If one participant's body becomes incapacitated in any way, the other participant will be 
incapacitated in that way when the power ends. 

A targeted dispel psionics successfully manifested on either participant causes both minds to 
return to their original bodies. 
Material Cost: 500 domars. 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1. 

Mind Switch, True 

Telepathy [Mind-Affecting] 
Level: Esper 9 

Manifesting Time: 1 minute 

Duration: Instantaneous 

Saving Throw: Will negates; see text 

Power Resistance: Yes 

Power Points: 17, cost 

As mind switch, except as noted here. 

You permanently exchange bodies with the subject. Since this power's duration is 
instantaneous, you cannot be forced to return to your natural body by means of dispel psionics or a 
similar effect. If the subject's body dies while you are in it, you are dead. The subject immediately loses 
one level, but otherwise survives the experience in your natural body. If your natural body dies while the 
subject is in it, you immediately lose one level, but you likewise survive the experience in your new 
body. 

Your "natural" body is always considered to be the last one you switched out of. If you exchange 
bodies with a chain of multiple subjects, you need worry only about the welfare of the last body you 
switched with. In other words, if your mind is expelled from your current body, your mind returns to the 
last body you switched with, not to your original body. Similarly, if your original body dies but you have 
since switched minds with a second subject, you take no penalty. You lose a level only if the body you 
inhabited immediately prior to your current body is killed. 
IVIaterial Cost: 50,000 domars. 

IVIind Thrust 

Telepathy [Mind-Affecting] 
Level: Esper 1 
Display: Auditory 

IVIanifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 
Duration: Instantaneous 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 1 

You instantly deliver a massive assault on the thought pathways of any one creature, dealing IdlO 
points of damage to it. 
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Augment: For every additional power point you spend, this power's damage increases by IdlO points. 
For each extra 2dl0 points of damage, this power's save DC increases by 1. 

Mind Trap 

Telepathy [Mind-Affecting] 
Level: Esper 3 
Display: Auditory 

Manifesting Time: 1 immediate action 

Range: Personal 

Target: You 

Duration: 1 round 

Saving Throw: None 

Power Resistance: Yes (harmless) 

Power Points: 5 

You set up a trap in your mind against psionic intruders. Anyone who attacks you with a telepathy power 
immediately loses ld6 power points. This power's effect does not negate the power that is currently 
being used against you. You can manifest this power instantly, quickly enough to gain its benefit in an 
emergency. Manifesting the power is an immediate action, like manifesting a quickened power, and it 
counts toward the normal limit of one quickened power per round. You can use this power even when it 
is not your turn. 

Augment: For every additional power point you spend, this power's duration increases by 1 round. 
Mindlink 

Telepathy [Mind-Affecting] 
Level: Esper 1 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels); see text 

Targets: You and one other willing creature within range that has an Intelligence score of 3 or higher 
Duration: 10 min./level 
Saving Throw: None; see text 
Power Resistance: Yes (harmless) 
Power Points: 1 

You forge a telepathic bond with your target. You can communicate telepathically through the bond 
even if you do not share a common language. No special power or influence is established as a result of 
the bond. Once the bond is formed, it works over any distance (although not from one plane to 
another). 

Augment: You can augment this power in one or both of the following ways. 

1. If you spend 4 additional power points, you can attempt to create a telepathic bond with a creature 
that is not willing (Will save negates). 

2. For every additional power point you spend, this power can affect an additional target. Any additional 
target cannot be more than 15 feet from another target of the power. 

Mindlink, Tliieving 
Telepathy [Mind-Affecting] 
Level: Esper 4 
Duration: 10 min./level (D) 
Saving Throw: Will negates 
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Power Resistance: Yes 
Power Points: 7 

As mindlink, except that if the target is a psionic character or creature that knows powers, you can 
temporarily borrow a power of your choice (you are aware of what powers the subject l<nows, up to the 
highest level of power you can manifest). 

Borrowing the subject's power is a separate standard action that provokes an attack of 
opportunity. If that attack succeeds, the mental communication provided by this power ends 
immediately. The borrowed power fades from the subject's awareness and appears within your own. 
You can now spend power points to manifest the borrowed power just as if it were one of your powers 
known. You maintain knowledge of the borrowed power until the duration of your thieving mincllinl< 
expires, at which time you lose knowledge of the power and the power reappears in the mind of the 
subject, no matter how far from you the subject is. Even if the subject is slain, you lose knowledge of the 
borrowed power when this power's duration expires. 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1. 
Mindwipe 

Telepathy [Mind-Affecting] 
Level: Esper 4 

Display: Auditory, mental, and visual 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 
Duration: Instantaneous 
Saving Throw: Fortitude negates 
Power Resistance: Yes 
Power Points: 7 

You partially wipe your victim's mind of past experiences, bestowing two negative levels upon it. If the 
subject has at least as many negative levels as Hit Dice, it dies. For each negative level it gains, a psionic 
creature loses knowledge of one power from its highest available level, and a number of power points 
from its maximum power point total sufficient to manifest that power. The effects of multiple negative 
levels stack. 

If the subject survives, it loses these two negative levels after 1 hour. (No Fortitude save is 
necessary to avoid gaining the negative level permanently.) 
Augment: You can manifest this power in one or both of the following ways. 

1. For every 2 additional power points you spend, this power's save DC increases by 1. 

2. For every 3 additional power points you spend, this power bestows an additional negative level on the 
subject. 

Minor Creation, Psionic 

Metacreativity (Creation) 
Level: Esper 1 
Display: Material 
Manifesting Time: 1 minute 
Range: Oft. 

Effect: Unattended, nonpsionic object of nonliving plant matter, up to 1 cu. ft./level 
Duration: 1 hour/level (D) 
Saving Throw: None 
Power Resistance: No 
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Power Points: 1 

As the minor creation power, except as noted here. 
Missive 

Telepathy [Mind-Affecting, Language-Dependent] 
Level: Esper 1 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 

Effect: Mental message delivered to subject 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 1 

You send a telepathic message of up to ten words to any living creature within range. Missive is strictly a 
one-way exchange from you to the subject. If you do not share a common language, the subject "hears" 
meaningless mental syllables. 

Augment: For every 2 additional power points you spend, this power's range increases by 5 feet and its 
save DC increases by 1. 

Missive, Mass 

Telepathy [Mind-Affecting, Language-Dependent] 
Level: Esper 2 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Long (400 ft. + 40 ft./level) 

Targets: All creatures in a 400 ft. + 40 ft./level radius centered on you; see text 
Effect: Mental message delivered to subjects 
Saving Throw: Will negates (harmless) 
Power Resistance: Yes (harmless) 
Power Points: 3 

You send a telepathic message of up to twenty-five words to all creatures within range. You can include 
or exclude from this broadcast any creature you can see, as well as any creature that you know or know 
of. Mass missive is strictly a one-way exchange from you to the subjects. If you do not share a common 
language, the subjects "hear" meaningless mental syllables. 

Augment: For every 2 additional power points you spend, this power's range increases by 40 feet and its 
save DC increases by 1. 

Modify Memory, Psionic 

Telepathy (Compulsion) [Mind-Affecting] 

Level: Esper 4 

Display: Mental 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 
Duration: Permanent 
Saving Throw: Will negates 
Power Resistance: Yes 
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Power Points: 7 

As the modify memory power, except as noted here. 

Moment of Prescience, Psionic 

Clairsentience 
Level: Esper 7 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level or until discharged 
Power Points: 13 

As the moment of prescience power, except as noted here. 
My Light 

Psychokinesis [Light] 
Level: Esper 1 

Display: Auditory and visual 
Manifesting Time: 1 standard action 
Range: Personal 

Effect: 20-ft. cone of light emanating from you 
Duration: 10 min./level (D) 
Power Points: 1 

Your eyes beam forth a 20-foot cone of light. You and other creatures can see normally in the light. If 
you walk into an area filled with psionic darkness, my light goes dark while you stay within that area. 

If my light is used in conjunction with elfsight, the cone of light extends out to 40 feet instead of 

20 feet. 

Augment: If you spend 2 additional power points, you can manifest this power as a swift action. 

Nuii Psionics Fieid 

Psychokinesis 
Level: Esper 6 

Display: Auditory and visual 
Manifesting Time: 1 standard action 
Range: 10 ft. 

Area: lO-ft.-radius emanation centered on you 
Duration: 10 min./level (D) 
Saving Throw: None 
Power Resistance: See text 
Power Points: 11 

An invisible barrier surrounds you and moves with you. The space within this barrier is impervious to 
most psionic effects, including powers and psi-like abilities. Likewise, it prevents the functioning of any 
psionic items or powers within its confines. A null psionics field suppresses any power or psionic effect 
used within, brought into, or manifested into its area, but does not negate it. Time spent within a null 
psionics field counts against a suppressed effect's duration. 

Astral constructs and summoned creatures wink out if they enter a null psionics field. They 
reappear in the same spot once the field goes away. Time spent winked out counts normally against the 
duration of the power that is maintaining the construct or summoned creature. 
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Creation powers with instantaneous durations and calling powers are not affected by a null 
psionics field because the power itself is no longer in effect, only its result. 

A normal creature (a normally encountered construct rather than a created one, for instance) 
can enter the area, as can normal missiles. Furthermore, while a psionic sword does not function 
psionically within the area, it is still a sword (and a masterwork sword at that). Outsiders are unaffected 
unless summoned. These creatures' psionic powers and psi-like abilities, however, are temporarily 
nullified by the field. 

Dispel psionics does not remove the field. Two or more null psionics fields sharing any of the 
same space have no effect on each other. Certain powers may be unaffected by null psionics field (see 
the individual power descriptions). Should a creature's space extend across the boundary of the area 
enclosed by the field, any part of the creature that lies outside the effect is unaffected by the field. 

Oak Body 

Psychometa holism 
Level: Esper 7 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level (D) 
Power Points: 13 

This power transforms your body into living oak, which grants you several advantages. 

You gain damage reduction 10/ slashing and a +5 bonus to natural armor that overlaps (does not 
stack with) any natural armor bonus you may already have. You are immune to ability damage, 
blindness, deafness, disease, drowning, poison, stunning, and all powers or attacks that affect your 
physiology or respiration, because you have no physiology or respiration while this power is in effect. 

You take only half damage from cold effects of all kinds. However, you become susceptible to all 
special attacks that affect wood, and you gain vulnerability to fire. 

You gain a +4 enhancement bonus to Strength, but you take a -2 penalty to Dexterity (to a 
minimum Dexterity score of 1), and your speed is reduced to half normal. You can speak but cannot 
drink (and thus can't use potions) or play wind instruments. You have an armor check penalty of -4. 

Your unarmed attacks deal damage equal to a club sized for you (ld4 for Small characters, ld6 
for Medium characters), and you are considered armed when making unarmed attacks. When you make 
a full attack against an object or structure using your unarmed strike, you deal double damage. 
Augment: For every additional power point you spend, this power's duration increases by 1 minute. 

Object Reading 

Clairsentience 
Level: Esper 2 

Display: Auditory and material 
IVIanifestingTime: 1 minute 
Range: Touch 
Target: Object touched 

Duration: Concentration, up to 10 min./level (D) 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 3 
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You can learn details of an inanimate object's previous owner. Objects accunnulate psychic impressions 

left by their previous owners, which can be read by use of this power. The amount of information 

revealed depends on how long you study a particular object. 

1st Minute: Last owner's genotype. 

2ncl Minute: Last owner's gender. 

3rd Minute: Last owner's age. 

4th Minute: Last owner's alignment. 

5th Minute: How last owner gained and lost the object. 

6th+ Minute: Next-to-last owner's genotype, and so on. 

The power always correctly identifies the last owner of the item, and the original owner (if you 
keep the power active long enough). 

There is a 90% chance that this power will successfully identify all other former owners in 
sequence, but there is a 10% chance that one former owner will be skipped and thus not identified. 

This power will not identify casual users as owners. (Anyone who uses an object to attack 
someone or something is not thereafter considered a casual user.) 

An object without any previous owners reveals no information. You can continue to run through 
a list of previous owners and learn details about them as long as the power's duration lasts. If you use 
this power additional times on the same object, the information yielded is the same as if you were using 
the power on the object for the first time. 

Augment: For every additional power point you spend, this power's maximum duration increases by 10 
minutes. 

Overland Flight, Psionic 

Psychoportation 
Level: Esper 6 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 hour/level (D) 
Power Points: 11 

As the overland flight power, except as noted here. 

Painful Strike 
Psychometabolism 
Level: Esper 3 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level 
Power Points: 3 

Your natural weapons cause additional pain. Each successful attack you make with a natural weapon 
deals an extra ld6 points of nonlethal damage to the target. 

Augment: If you spend 6 additional power points, you can manifest this power as a swift action. 

Personality Parasite 

Telepathy [Mind-Affecting] 



198 



Level: Esper 4 

Display: Auditory and visual 
Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Target: One Medium or smaller humanoid 
Duration: 1 round/level (D) 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 7 

You attempt to briefly partition the mind of your foe, calving off a minor personality that is antagonistic 
to the main personality. The parasitic personality functions with complete autonomy from the main 
personality. It does not control the body physically, but it can take one standard action each round that 
is purely mental, such as manifesting a power, in the same turn that the subject takes its normal actions. 

The parasitic personality manifests powers using the subject's power point reserve and known 
powers, but can only manifest powers three or more levels lower than the highest level of power the 
subject can normally manifest. 

The parasitic personality actively attempts to manifest powers that negatively impact the 
subject, using the highest-level powers possible (so as to deplete the subject's power point reserve), and 
the most deadly to the subject. You do not have control over what the parasitic personality does, though 
it always works against the interest of the subject. 

Both minds communicate with each other telepathically. If a creature is targeted by a 
compulsion or charm effect while under the effect of this power, it can make a second saving throw if 
the first one fails. If both saving throws fail, then this power ends and the creature is affected by the 
charm or compulsion effect. 

The parasitic personality does not gain any advantages if the main personality is subjected to a 
haste or schism effect. 

Phase Door, Psionic 

Psychoportation 
Level: Esper 7 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Oft. 

Effect: Ethereal 5-ft. by 8-ft. opening, 10 ft. deep + 5 ft. deep per three levels 
Duration: One usage per two levels 
Saving Throw: None 
Power Resistance: No 
Power Points: 13 

As the phase door power, except as noted here. This power is subject to dispel psionics. 

Plane Shift, Psionic 
Psychoportation 
Level: Esper 5 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Touch 

Targets: Willing creature touched, or up to eight willing creatures joining hands 
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Duration: Instantaneous 
Power Points: 9 

As the plane shift power, except as noted here. 
Power Leech 

Telepathy (Compulsion) [Mind-Affecting] 
Level: Esper 4 
Display: Visual; see text 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: Any psionic creature 

Duration: Concentration, up to 1 round/level; see text 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 7 

Your brow erupts with an arc of crackling dark energy that connects with your foe, draining it of ld6 
power points and adding 1 of those points to your reserve (unless that gain would cause you to exceed 
your maximum). 

The drain continues in each round you maintain concentration while the subject of the drain 
remains in range. If the subject is drained to 0 power points, this power ends. 

Concentrating to maintain power leech is a full-round action (you can take no other actions 
aside from a 5-foot step) instead of a standard action. 

Power Resistance 

Clairsentience 
Level: Esper 5 

Display: Material and visual 

Manifesting Time: 1 standard action 

Range: Touch 

Target: Creature touched 

Duration: 1 min./level 

Saving Throw: Will negates (harmless) 

Power Resistance: Yes (harmless) 

Power Points: 9 

The creature gains power resistance equal to 12 + your manifester level. 

Precogr^itiot) 
Clairsentience 
Level: Esper 1 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level 
Power Points: 1 

Precognition allows your mind to glimpse fragments of potential future events— what you see will 
probably happen if no one takes action to change it. However, your vision is incomplete, and it makes no 
real sense until the actual events you glimpsed begin to unfold. That's when everything begins to come 
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together, and you can act, if you act swiftly, on the information you previously received when you 
manifested this power. 

In practice, manifesting this power grants you a "precognitive edge." Normally, you can have 
only a single precognitive edge at one time. You must use your edge within a period of no more than 10 
minutes per level, at which time your preknowledge fades and you lose your edge. 

You can use your precognitive edge in a variety of ways. Essentially, the edge translates into a +2 
insight bonus that you can apply at any time to either an attack roll, a damage roll, a saving throw, or a 
skill check. You can elect to apply the bonus to the roll after you determine that your unmodified roll is 
lower than desired. 

Precognition, Defensive 
Clairsentience 
Level: Esper 1 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level (D) 
Power Points: 1 

Your awareness extends a fraction of a second into the future, allowing you to better evade an 
opponent's blows. 

You gain a +1 insight bonus to AC and on all saving throws. If caught in a situation where your 
Dexterity bonus isn't applied to your Armor Class, this bonus to AC and saving throws does not apply. 
Augment: You can augment this power in one or both of the following ways. 

1. For every 3 additional power points you spend, the insight bonus gained increases by 1. 

2. If you spend 6 additional power points, you can manifest this power as a swift action. 

Precognition, Greater 

Clairsentience 
Level: Esper 6 

Display: Auditory and visual 
Manifesting Time: 10 minutes 
Range: Personal 
Target: You 
Duration: 1 hour/level 
Power Points: 11 

As precognition, except as noted here. 

You gain a +4 insight bonus instead of a +2 bonus. 

Precognition, Offensive 

Clairsentience 
Level: Esper 1 

Display: Material and visual 

Manifesting Time: 1 standard action; see text 

Range: Personal 

Target: You 

Duration: 1 min./level (D) 
Power Points: 1 
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Your awareness extends a fraction of a second into the future, allowing you to better land blows against 

your opponent. You gain a +1 insight bonus on your attack rolls. 

Augment: You can augment this power in one or both of the following ways. 

1. For every 3 additional power points you spend, the insight bonus gained on your attack rolls increases 
by 1. 

2. If you spend 6 additional power points, you can manifest this power as a swift action. 

Prescience, Offensive 

Clairsentience 
Level: Esper 1 

Display: Material and visual 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level (D) 
Power Points: 1 

Your awareness extends a fraction of a second into the future, allowing you to better aim blows against 
your opponent. You gain a +2 insight bonus on your damage rolls. 
Augment: You can augment this power in one or both of the following ways. 

1. For every 3 additional power points you spend, the insight bonus gained on your attack rolls increases 
by 1. 

2. If you spend 6 additional power points, you can manifest this power as a swift action. 
Prevenom 

Psychometabolism (Creation) 
Level: Esper 1 
Display: Material 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level or until discharged 
Power Points: 1 

If you have a claw attack (either from an actual natural weapon or from an effect such as claws of the 
beast), you can use this power to produce a mild venom that coats one of your claws. On your next 
successful melee attack, the venom deals 2 points of Constitution damage. A target struck by the poison 
can make a Fortitude save (DC 10 + 1/2 your manifester level + your key ability modifier) to negate the 
damage. 

Augment: For every 6 additional power points you spend, this power's Constitution damage increases 
by 2 points. 

Prevenom Weapon 

Psychometabolism (Creation) 

Level: Esper 1 

Range: Touch 

Target: Weapon touched 

Power Points: 1 

As prevenom, except your weapon gains the poison coating as long as it remains in your grip. 
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Prowess 
Clairsentience 
Level: Esper 3 
Display: Mental 

Manifesting Time: 1 immediate action 
Range: Personal 
Target: You 

Duration: Instantaneous 
Power Points: 3 

If an enemy provokes an attack of opportunity from you, you can make the attack even if you've already 
taken your allotted number of attacks of opportunity this round (usually one). 

You can manifest this power instantly, quickly enough to gain an extra attack of opportunity in 
the same round. Manifesting this power is an immediate action, like manifesting a quickened power, 
and it counts toward the normal limit of one quickened power per round. 

Psionic Blast 

Telepathy [Mind-Affecting] 
Level: Esper 3 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: 30 ft. 

Area: 30-ft. cone-shaped burst 
Duration: Instantaneous 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 5 

The air ripples with the force of your mental attack, which blasts the minds of all creatures in range. 
Psionic blast stuns all affected creatures for 1 round. 

Augment: For every 2 additional power points you spend, the duration of the stun effect increases by 1 
round. 

Psionic Lion's Charge 

Psychometa holism 
Level: Esper 2 
Display: Mental 

Manifesting Time: 1 swift action 
Range: Personal 
Target: You 

Duration: Instantaneous 
Power Points: 3 

You gain the powerful charging ability of a lion. When you charge, you can make a full attack in the same 
round. 

You can manifest this power with an instant thought, quickly enough to gain the benefit of the 
power as you charge. Manifesting the power is a swift action, like manifesting a quickened power, and it 
counts toward the normal limit of one quickened power per round. You cannot manifest this power 
when it isn't your turn. 

Augment: For every additional power point you spend, each of your attacks after a charge in the current 
round gains a circumstance bonus on damage equal to the number of additional points spent. 
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Psionic Lock 

Psychoportation 
Level: Esper 2 
Display: Material 

Manifesting Time: 1 standard action 
Range: Touch 

Target: Door, chest, or portal touched, up to 30 sq. ft./level in size 
Duration: Permanent 
Saving Throw: None 
Power Resistance: No 
Power Points: 3 

A psionic locl< manifested upon a door, chest, or portal psionically locks it. You can freely pass your own 
lock without affecting it; otherwise, a door or object secured with psionic lock can be opened only by 
breaking in or by a successful dispel psionics effect. Add +10 to the normal DC to break open a door or 
portal affected by this power. 

Psionic Repair Damage 

Metacreativity 
Level: Esper 2 

Display: Material and visual 

Manifesting Time: 1 standard action 

Range: Touch 

Target: Construct touched 

Duration: Instantaneous 

Saving Throw: Will negates (harmless) 

Power Resistance: Yes (harmless) 

Power Points: 3 

When laying your hands upon a construct that has at least 1 hit point remaining, you reknit its structure 
to repair damage it has taken. The power repairs 3d8 points of damage +1 point per manifester level. 
Constructs that are immune to psionics cannot be repaired in this fashion. 

Augment: For every 2 additional power points you spend, this power repairs an additional ld8 points of 
damage. 

Psionic Revivify 

Psychometabolism (Healing) [Good] 
Level: Esper 5 

Manifesting Time: 1 standard action 
Range: Touch 

Target: Dead creature touched 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: Yes (harmless) 
Power Points: 9, cost 

Psionic revivify lets a manifester reconnect a corpse's psyche with its body, restoring life to a recently 
deceased creature. The power must be manifested within 1 round of the victim's death. Before the 
psyche of the deceased has completely left the body, this power halts its journey while repairing 
somewhat the damage to the body. 
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This power functions lil<e the raise dead power, except that the affected creature receives no 
level loss, no Constitution loss, and no loss of powers. 

The creature has -1 hit points (but is stable) after being restored to life. 
Material Cost: 1,000 domars. 

Augment: For every 100 additional experience points that both you and the subject pay, the 
manifestation of this power can be delayed by 1 additional round. 

Psionic Scent 

Psychometa holism 
Level: Esper 3 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level 
Power Points: 3 

You gain an enhanced sense of smell, equivalent to the scent ability of some monsters. This ability 
allows you to detect approaching enemies, sniff out hidden foes, and track by sense of smell. With the 
scent ability, you can identify familiar odors just as humanoids do familiar sights. 

You can detect opponents within 30 feet by sense of smell. If the opponent is upwind, the range 
increases to 60 feet; if downwind, it drops to 15 feet. Strong scents, such as smoke or rotting garbage, 
can be detected at twice the ranges noted above. Overpowering scents, such as skunk musk or 
troglodyte stench, can be detected at triple normal range. 

When you detect a scent, the exact location of the source is not revealed— only its presence 
somewhere within range. You can take a move action to note the direction of the scent. Whenever you 
come within 5 feet of the source, you pinpoint the source's location. 

If you have the Track feat, you can follow tracks by smell, making a Wisdom (or Survival) check 
to find or follow a track. The typical DC for a fresh trail is 10 (no matter what kind of surface holds the 
scent). This DC increases or decreases depending on how strong the quarry's odor is, the number of 
creatures, and the age of the trail. For each hour that the trail is cold, the DC increases by 2. The ability 
otherwise follows the rules for the Track feat. If you are tracking with psionic scent, you ignore the 
effects of surface conditions and poor visibility. 

Psychic Chirurgery 

Telepathy [Mind-Affecting] 
Level: Esper 9 

Display: Auditory, mental, and visual 
Manifesting Time: 10 minutes 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 
Duration: Instantaneous 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 17, cost; see text 

You can repair psychic damage or grant another creature knowledge of powers you know, depending on 
the version of this power you manifest. 

Repair Psychic Damage: You can remove any compulsions and charms affecting the subject. In fact, you 
can remove any instantaneous or permanent effect caused by a psychic power with psychic chirurgery. 
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Unlike with aura alteration, these effects end or are negated as soon as this power is manifested, with 
no need for another saving throw. 

You can remove all negative levels affecting the subject, regardless of how it lost those levels, 
restoring it to the highest level it had previously attained. Also, you can restore levels lost to energy 
drain or a similar effect if the level drain occurred within a number of hours equal to your manifester 
level. 

You can also remove all psionic effects penalizing the subject's ability scores, heal all ability 
damage, and remove any ability drain affecting the subject. Psychic ctiirurgery negates all forms of 
insanity, confusion, the effect of such powers as microcosm, and so on, but it does not restore levels or 
Constitution points lost due to death. 

Transfer Knowledge: If desired, you can use this power to directly transfer knowledge of a power you 
know to another psionic character. You can give a character knowledge of a power of any level that she 
can manifest, even if the power is not normally on the character's power list. Knowledge of powers 
gained through psychic chirurgery does not count toward the maximum number of powers a character 
can know per level. 

Material Cost: Each time you use psychic chirurgery to implant knowledge of a power in another 
creature, you use up material components with a cost in domars equal to 5,000 x the level of the power 
implanted. If you and the subject are both willing to do so, you can split this cost evenly. 

Psychic Crush 

Telepathy [Mind-Affecting] 
Level: Esper 5 
Display: Auditory 

Manifesting Time: 1 standard action 

Range: Close (25 ft. +5 ft./2 levels) 

Target: One creature 

Duration: Instantaneous 

Saving Throw: Will partial; see text 

Power Resistance: Yes 

Power Points: 9 

Your will abruptly and brutally crushes the mental essence of any one creature, debilitating its acumen. 
The target must make a Will save with a +4 bonus or collapse unconscious and dying at -1 hit points. If 

the target succeeds on the save, it takes 3d6 points of damage. 

Augment: For every 2 additional power points you spend, this power's damage increases by ld6 points. 

Psychic Reformation 

Telepathy [Mind-Affecting] 
Level: Esper 4 

Display: Auditory, mental, and visual 
Manifesting Time: 10 minutes 
Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 
Duration: Instantaneous 
Saving Tlirow: None 
Power Resistance: No 
Power Points: 7, cost; see text 
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When this power is manifested, the subject can choose to spend its most recently gained sl<ill points 
differently (picking new skills and abandoning old ones if it chooses) and to choose a different feat from 
the one it selected when advancing from its previous level to its current level. 

The subject can also choose to forget powers it acquired when advancing to its current level, 
replacing them with new ones. 

The subject can undo decisions of these sorts that were made at lower levels, if both the subject 
and the manifester agree to pay the necessary XP before this power is manifested (see below). The 
subject must abide by the standard rules for selecting skills and feats, and so it cannot take feats for 
which it doesn't qualify or take crossclass skills as class skills. 

Material Cost: This power uses up material components that cost 250 domars to manifest to reformat 
choices made when the character reached her current level. For each additional previous level into 
which the revision reaches, the power expends material components that cost an additional 250 
domars. The manifester and subject can split the cost evenly. 

Psychic Vampire 
Psychometabolism 
Level: Esper 4 
Display: Mental 

Manifesting Time: 1 standard action 

Range: Touch 

Target: Creature touched 

Duration: Instantaneous 

Saving Throw: Fortitude negates 

Power Resistance: Yes 

Power Points: 7 

This power shrouds your hand or a natural weapon you possess with darkness that you can use to drain 
an opponent's power. 

If you manifest this power to affect your hand, the next successful melee touch attack you make 
(if the victim fails its Fortitude save) drains 2 power points from your foe for every manifester level you 
have. The drained points simply dissipate. Your touch attack, charged with psionic power, is treated as 
an armed attack. 

If you manifest this power to affect a natural weapon you possess, you must make a successful 
melee attack with the weapon to gain the power's benefit. 

Against a psionic being that has no power points or a nonpsionic foe, your attack instead deals 2 
points of Intelligence, Wisdom, or Charisma damage (your choice). 

Psychofeecibacl< 
Psychometabolism 
Level: Esper 5 
Display: Visual 

IVIanifestingTime: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level (D) 
Power Points: 9 

You can readjust your body to boost one physical ability score at the expense of one or more other 
scores. Select one ability score you would like to boost, and increase it by the same amount that you 
decrease one or more other scores. All score decreases are treated as a special form of ability damage. 
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called ability burn, which cannot be psionically or psionically healed— it goes away only through natural 
healing. 

You can boost your Strength, Dexterity or Constitution score by an amount equal to your 
manifester level (or any lesser amount), assuming you can afford to burn your other ability scores to 
such an extent. 

When the duration of this power expires, your ability boost also ends, but your ability burn 
remains until it is healed naturally. 

Quintessence 
Metacreativity (Creation) 
Level: Esper 4 
Display: Material; see text 
Manifesting Time: 1 round 
Range: Oft. 

Effect: 1-inch-diameter dollop of quintessence; see text 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 7 

You collapse a bit of time from the continuum, forming a 1-ounce dollop of thick, gooey material called 

quintessence. This substance shimmers like a silver mirror when viewed from some angles but is 
transparent from other viewpoints. You can smooth a dollop of quintessence around any extremely 
small object. 

Objects sealed within quintessence are protected from the effects of time; in practical terms, 
they enter a state of stasis. Living flesh with only partial contact with quintessence is also partially pulled 
out of the time stream (the manifester is immune to this effect). This disruption deals 1 point of damage 
per round beginning 10 rounds after partial contact occurs. 

Quintessence can be manually scraped away from a protected object, freeing it to rejoin the 
time stream. When you do this, there is a 75% chance that the quintessence evaporates back into the 
continuum. Otherwise, it coalesces again into a 1-inch-diameter bead, available for later use. 

Large quantities of quintessence could theoretically be gathered to preserve large items or 
structures (or even a complete living creature; if completely immersed, a living creature would not take 
the damage associated with partial contact). However, psionic characters and creatures are generally 
loath to do so because accumulations of quintessence weighing 1 pound or more hinder psionic activity 
within a 5-foot radius of the accumulation: Powers require twice as many power points to manifest, 
unless the manifester makes a successful Will save each time he or she attempts to manifest a power. 
Also in these circumstances, manifesting a psi-like ability that is usable at will is a full-round action 
rather than a standard action. 

Read Thoughts 

Telepathy [Mind-Affecting] 
Level: Esper 2 
Display: Mental 

Manifesting Time: 1 standard action 
Range: 60 ft. 

Area: Cone-shaped emanation centered on you 
Duration: Concentration, up to 1 min./level (D) 
Saving Throw: Will negates; see text 
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Power Resistance: No 
Power Points: 3 

You know the surface thoughts of the mind of any creature in the area that fails a Will save. A target 
that succeeds on its save is not affected by this manifestation of the power, even if it leaves the area 
and then reenters the area before the duration expires. 

Creatures of animal intelligence have simple, instinctual thoughts that you can pick up. If you 
read the thoughts of a creature with an Intelligence of 26 or higher (and at least 10 points higher than 
your own Intelligence score), you are stunned for 1 round and the power ends. This power does not let 
you pinpoint the location of an affected mind if you don't have line of sight to the subject. 

Each round, you can turn to use this power in a new area. The power can penetrate barriers, but 
1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt blocks it. 

Reality Revision 

Clairsentience 

Level: Esper 9 

Saving Throw: See text 

Power Resistance: See text 

Power Points: 17, cost 

As bend reality, but with more farreaching effects. A reality revision can produce any one of the 
following effects. 

• Duplicate any psionic power of 8th level or lower. 

• Undo the harmful effects of many other powers, such as microcosm, geas/quest, or insanity. 

• Create a nonpsionic item of up to 25,000 domars in value. 

• Create a psionic item, or add to the powers of an existing psionic item (see material cost below). 

• Grant a creature a +1 inherent bonus to an ability score. Two to five reality revisions manifested in 
immediate succession can grant a creature a +2 to +5 inherent bonus to an ability score. Inherent 
bonuses are instantaneous, so they cannot be negated or dispelled. An inherent bonus cannot exceed 
+5 for a single ability score. Inherent bonuses to a particular ability score do not stack; only the best one 
applies. 

• Remove injuries and afflictions. A single reality revision can aid one creature per manifester level, and 
all subjects are cured of the same kind of affliction. 

Reality revision can not restore the experience point loss from manifesting a power or the level 
or Constitution loss from being returned to life by those effects that reduce level or Constitution. 

• Revive the dead. Reality revision can bring a dead creature back to life by duplicating a resurrection 
power. This power can revive a dead creature whose body has been destroyed, but the task takes two 
manifestations of reality revision, one to recreate the body and another to infuse the body with life 
again. Reality revision cannot prevent a character who is brought back to life from losing a level. 

• Transport travelers. This power can lift one creature per manifester level from anywhere on any plane 
and place those creatures anywhere else on any plane regardless of local conditions. An unwilling target 
gets a Will save to negate the effect, and power resistance (if any) applies. 

• Undo misfortune. Reality revision can undo a single recent event. Manifesting the power forces a reroll 
of any roll made within the last round (including your last turn). Reality reshapes itself to accommodate 
the new result. The reroll, however, may be as bad as or worse than the original roll. An unwilling target 
gets a Will save to negate the effect, and power resistance (if any) applies. 

You can try to use reality revision to produce more powerful effects than these, but doing so is 
dangerous. The manifestation may pervert your intent into a literal but undesirable fulfillment or only a 
partial fulfillment. 
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Duplicated powers allow saves and power resistance as normal (but save DCs are calculated as 
though the power is 9th level). 

Material Cost: The minimum cost of materials expended for manifesting reality revision is 25,000 
domars. When a manifestation duplicates a power that has a material cost, you must use up material 
components that cost 25,000 domars or that cost, whichever is more. When a manifestation creates or 
improves a psionic item, you must pay twice the normal material cost for crafting or improving the item, 
plus an additional 25,000 domars. 

Recall Agony 

Clairsentience [Mind-Affecting] 
Level: Esper 2 
Display: Material 

Manifesting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft./ level) 

Target: One creature 

Duration: Instantaneous 

Saving Throw: Will half 

Power Resistance: Yes 

Power Points: 3 

The fabric of time parts to your will, revealing wounds your foe has received in the past (or has yet to 
receive). That foe takes 2d6 points of damage as the past (or future) impinges briefly on the present. 
Augment: For every additional power point you spend, this power's damage increases by ld6 points. For 
each extra 2d6 points of damage, this power's save DC increases by 1. 

Recall Death 

Clairsentience [Death, Mind-Affecting] 
Level: Esper 8 

Saving Throw: Will partial; see text 
Power Points: 15 

As recall agony, except the wounds revealed by folding the fourth dimension are potentially fatal. If the 
target fails its Will save, it dies. If the save succeeds, the target instead takes 5d6 points of damage. 

Reddopsi 

Psychokinesis 
Level: Esper 7 

Display: Auditory, mental, and olfactory 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: Until discharged or 10 min./level 
Power Points: 13 

When you manifest reddopsi, powers targeted against you rebound to affect the original manifested 
This effect reverses powers that have only you as a target (except dispel psionics and similar powers or 
effects). Powers that affect an area and those that produce effects can't be reversed. Reddopsi also can't 
reverse any power with a range of touch. 

Should you rebound a power back against a manifester who also is protected by reddopsi, the 
power rebounds once more upon you. 
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Remote View Trap 

Clairsentience [Electricity] 

Level: Esper 6 

Display: Mental and visual 

Manifesting Time: 1 standard action 

Range: Personal 

Target: You 

Duration: 24 hours + 1 hour/level 
Saving Throw: Will half; see text 
Power Resistance: No 
Power Points: 11 

When others use clairvoyant sense, remote viewing, or other means of scrying you from afar, your 
prepared trap gives them a nasty surprise. If the scryer fails its saving throw, you are undetected. 
Moreover, the would-be observer takes 8d5 points of electricity damage. If the scryer makes its saving 
throw, it takes only 4d6 points of electricity damage and is able to observe you normally. Either way, you 
are aware of the attempt to view you, but not of the viewer or the viewer's location. It is possible that 
you might recognize the quasireal viewpoint of someone using the remote viewing power if you could 
pierce its invisibility (which is true for remote viewing whether or not you use this power). 

Remote Viewing 

Clairsentience (Scrying; see text) 
Level: Esper 4 
Display: Mental 
Manifesting Time: 1 hour 
Range: See text 
Effect: Quasi-real viewpoint 
Duration: 1 min./level (D) 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 7, cost 

You send your mind across space and dimensions, forming it into a quasireal viewpoint from which you 
can see and hear some creature located at any distance from you, even if planar boundaries separate 
you. If the subject succeeds on a Will save, the remote viewing attempt fails, and you can't attempt to 
view that creature again for at least 24 hours. The difficulty of the save depends on how well you know 
the subject and what sort of physical connection (if any) you have to that creature. Furthermore, if the 
subject is on another plane, it gets a +5 bonus on its Will save. 



Knowledge 






Will Save 




Modifier 


None* 


+10 


Secondhand (you have heard of the 


+5 


subject) 




Firsthand (you have met the subject) 


+0 


Familiar (you know the subject well) 


-5 



*You must have some sort of connection to a creature 
you have no knowledge of. 
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Connection 


Will Save 




Modifier 


Likeness or picture 


-2 


Possession or garment 


-4 


Body part, locl< of hair, bit of nail, etc. 


-10 


Subject on another plane 


+5 



If the subject fails its Will save, your mind coalesces a quasi-real viewpoint near enough to the 
subject to see and hear the subject and its immediate surroundings (up 30 feet in all directions away 
from the subject). 

While the remote viewing lasts, your real body remains unmoving and unaware of your actual 
surroundings. On the other hand, your quasi-real viewpoint is treated in some ways as if it were an 
invisible ectopiasmicform of yourself, except as follows. This power is of the Scrying subdiscipline, but 
use the following information in place of the standard scrying sensor. As a quasi-real viewpoint, you can 
speak (though your voice is whispery). 

You may potentially be sensed by the subject of your viewing (subjects who can see or sense 
invisible or hidden creatures automatically sense you; otherwise you make a Stealth check with a +40 
bonus to escape detection if immobile, or a +20 bonus if moving). You could be attacked (although if you 
become subject to dispel psionics, the remote viewing simply ends). If the subject moves, you can 
attempt to follow it at a speed of 20 feet, though if it gets farther than 30 feet from you (or you move 
farther than 30 feet from it), the power ends. 

You can attempt to manifest one power through your quasi-real viewpoint, but you must make 
a Concentration check (DC 20 + level of the power you wish to manifest) to succeed. Manifesting (or 
attempting and failing to manifest) a power immediately ends the remote viewing. 

Furthermore, all powers from your quasi-real viewpoint cost twice the usual number of power 
points (you can't exceed the power point limit set by your manifester level, so you are restricted to 
manifesting lower-level powers than you otherwise could). Power points you spend as a quasireal 
viewpoint are drained from your real body. 
iVIaterial Cost: 100 domars. 

Restoration, Psionic 

Psychometabolism (Healing) 

Level: Esper 6 

Display: Material 

Manifesting Time: 3 rounds 

Range: Touch 

Target: Creature touched 

Duration: Instantaneous 

Saving Tlirow: Will negates (harmless) 

Power Resistance: Yes (harmless) 

Power Points: 11 

This power cures all ability damage, and it restores all points drained from a single ability score (your 
choice if more than one score is drained). It also eliminates any fatigue or exhaustion suffered by the 
target. Restoration does not restore levels or Constitution points lost due to death. 

Restoration can remove negative levels. It can also restore one level to a creature who has had a 
level drained, if the number of days since the creature lost the level is equal to or less than your 
manifester level. In such a case, restoration brings the creature up to the minimum number of 
experience points necessary to advance it to the next higher level, gaining it an additional Hit Die and 
level benefits accordingly. 
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Restore Extremity 

Psychometabolism (Healing) 
Level: Esper 5 
Display: Auditory 

Manifesting Time: 1 standard action 

Range: Touch 

Target: Creature touched 

Duration: Instantaneous 

Saving Throw: Will half (harmless) 

Power Resistance: Yes (harmless) 

Power Points: 9 

You restore a severed extremity to a creature that has lost a digit, hand, arm, leg, or even its head. This 
power does not restore life, but it returns a lost extremity to a living or dead creature if the creature is 
otherwise mostly intact. The original extremity need not be present when this power is manifested; a 
new extremity is created by the power. If a head is restored to a body, the original head (if not already 
destroyed) loses all spark of identity, and can be considered so much dead tissue. 

Retrieve 

Psychoportation (Teleportation) 
Level: Esper 6 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 

Target: One object you can hold or carry in one hand, weighing up to 10 Ib./level 

Duration: Instantaneous 

Saving Throw: Will negates; see text 

Power Resistance: No 

Power Points: 11 

You automatically teleport an item you can see within range directly to your hand. If the object is in the 

possession of an opponent, it comes to your hand if your opponent fails a Will save. 

Augment: For every additional power point you spend, the weight limit of the target increases by 10 

pounds. 

Schism 

Telepathy [Mind-Affecting] 
Level: Esper 4 

Display: Auditory and visual 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level (D) 
Power Points: 7 

Your mind splits into two independent parts. Each part functions in complete autonomy, like two 
characters in one body. Your new "second mind" does not control your body physically but is free to 
take one standard action in each round if the action is purely mental (such as manifesting a power) in 
the same round you take your normal actions. 
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Your second mind can manifest powers using your power point reserve, but only as if your 
manifester level were six lower than it is. Your second mind doesn't provoke attacks of opportunity 
when manifesting a power, because doing so doesn't distract your primary mind. 

Your second mind takes its first action on your turn in the round after schism is manifested. 

Both your minds communicate with each other telepathically. If you are subject to a compulsion 
or charm effect while you are of two minds, make a second saving throw if you fail the first. If you fail 
both, then the schism ends and you are affected normally by the power. If you fail just one, the schism 
ends immediately, but you are not subject to the compulsion or charm. 

Your second mind does not gain any advantages if you are subject to a haste effect, although 
you gain the overall standard benefits. 

Second Chance 
Clairsentience 
Level: Esper 5 
Display: Mental 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level or until discharged 
Power Points: 9 

You take a hand in influencing the probable outcomes of your immediate environment. You see the 
many alternative branches that reality could take in the next few seconds, and with this foreknowledge 
you gain the ability to reroll one attack roll, one saving throw, one ability check, or one skill check each 
round. You must take the result of the reroll, even if it's worse than the original roll. You do not have to 
make another roll if satisfied with your original roll. 

Sense Link 

Telepathy [Mind-Affecting] 
Level: Esper 1 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./level) 
Target: One willing creature 
Duration: Concentration, up to Imin./level 
Power Points: 1 

You perceive what the subject creature perceives using its sight, hearing, taste, or smell. Only one sense 
is linked, and you cannot switch between senses with the same manifestation. 

You make any skill checks involving senses, such as Perception, as the subject, and only within 
the subject's field of view. You lose your Dexterity bonus to AC while directly sensing what the subject 
senses. 

Once sense linl< is manifested, the link persists even if the subject moves out of the range of the 
original manifestation (but the link does not work across planes). You do not control the subject, nor can 
you communicate with it by means of this power. 

The strength of the subject's linked sense could be enhanced by other powers or items, allowing 
you the same enhanced sense. You are subject to any gaze attack affecting the subject creature (if you 
linked vision). If you are blinded or deafened, or suffer some other sensory deprivation, the linked 
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creature functions as an independent sensory organ, and provides you the benefit of the linked sense 

from its perspective while this power's duration lasts. 

Augment: You can augment this power in one or both of the following ways. 

1. If you spend 2 additional power points, you can have the subject perceive one of your senses instead 
of the other way around. 

2. If you spend 4 additional power points, you can link to a second sense of the same subject. 

Sense Link, Forced 

Telepathy [Mind-Affecting] 
Level: Esper 2 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 3 

As sense link, except you can use this power on any creature (willing or unwilling), and this power can't 
be augmented. 

Sensitivity to Psychic Impressions 

Clairsentience 
Level: Esper 2 

Display: Auditory and material 

Manifesting Time: 1 hour 

Range: Close (25 ft. + 5 ft./2 levels) 

Area: Spread with a radius of 25 ft. + 5 ft./2 levels, centered on you 
Duration: Concentration, up to 10 min./level 
Saving Throw: None 
Power Resistance: No 
Power Points: 3 

You gain historical vision in a given location. Rooms, streets, tunnels, and other discrete locations 
accumulate psychic impressions left by powerful emotions experienced in a given area. These 
impressions offer you a picture of the location's past. 

The types of events most likely to leave psychic impressions are those that elicited strong 
emotions: battles and betrayals, marriages and murders, births and great pain, or any other event where 
one emotion dominates. Everyday occurrences leave no residue for a manifester to detect. 

The vision of the event is dreamlike and shadowy. You do not gain special knowledge of those 
involved in the vision, though you might be able to read large banners or other writing if they are in your 
language. 

Beginning with the most recent significant event at a location and working backward in time, 
you can sense one distinct event for every 10 minutes you maintain concentration, if any such events 
exist to be sensed. Your sensitivity extends into the past a maximum number of years equal to 100 x 
your manifester level. 

Sequester, Psionic 
Clairsentience 
Level: Esper 7 
Display: None 

Manifesting Time: 1 standard action 
Range: Touch 

Target: One willing creature or one object (up to a 2-ft. cube/level) touched 
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Duration: One day/level (D) 
Saving Throw: None or Will negates (object) 
Power Resistance: No or Yes (object) 
Power Points: 13, cost 

As the sequester power, except as noted here. 
Material Cost: 375 domars. 

Shadow Body 

Psychometabolism 
Level: Esper 8 
Display: Auditory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 min./level (D) 
Power Points: 15 

Your body and all your equipment are subsumed by your shadow. As a living shadow, you blend 
perfectly into any other shadow and vanish in darkness. You appear as an unattached shadow in areas 
of full light. 

You can move at your normal speed, on any surface, including walls and ceilings, as well as 
across the surfaces of liquids— even up the face of a waterfall. 

Your space does not change, so you cannot move into locations you would not normally be able 
to move into. 

While in your shadow body, you gain damage reduction 10/psionic and darkvision out to 60 feet. 
You are immune to extra damage from critical hits, ability damage, disease, drowning, and poison. You 
take only half damage from acid, electricity, and fire of all kinds. 

While affected by this power, you can be detected by powers that read thoughts, life, or 
presences, or if you make suspicious movements in lighted areas. 

You cannot harm anyone physically or manipulate any objects, but you can use your powers 
normally. Doing so may attract notice, but if you remain in a shadowed area, you get a +15 bonus on 
your Stealth check to remain unnoticed. 

Share Pain 

Psychometabolism 
Level: Esper 2 

Display: Material and mental 
Manifesting Time: 1 standard action 
Range: Touch 

Targets: You and one willing creature, or two willing creatures; see text 
Duration: 1 hour/level (D) 
Power Points: 3 

This power creates a psychometabolic connection between you and a willing subject so that some of 
your wounds are transferred to the subject. You take half damage from all attacks that deal hit point 
damage to you, and the subject takes the remainder. The amount of damage not taken by you is taken 
by the subject. If your hit points are reduced by a lowered Constitution score, that reduction is not 
shared with the subject because it is not a form of hit point damage. When this power ends, subsequent 
damage is no longer divided between the subject and you, but damage already shared is not reassigned. 
If you and the subject move farther away from each other than close range, the power ends. 
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You can manifest this power on two willing subjects, one of which you designate to share its 
damage with the other. 

Share Pain, Forced 

Psychometabolism 
Level: Esper 3 

Range: Close (25 ft. + 5 ft./2 levels) 
Target: One creature 
Duration: 1 round/level (D) 
Saving Throw: Fortitude negates 
Power Resistance: Yes 
Power Points: 5 

As share pain, except as noted here. 

You attempt to force the sharing of your wounds with an unwilling creature, and for less time. If 
you are immune to the type of damage dealt, or if you convert lethal damage into nonlethal damage, 
the target takes no damage. 

Augment: For every 2 additional power points you spend, this power's save DC increases by 1. 

Shatter Mind Biani< 
Telepathy 
Level: Esper 5 
Display: Olfactory 

IVlanifesting Time: 1 standard action 
Range: 30 ft. 

Area: 30-ft.-radius burst centered on you 
Duration: Instantaneous 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 9 

This power can negate a psionic mind blanl< or a personal mind blanl< affecting the target. If the target 
fails its save and does not overcome your attempt with its power resistance, you can shatter the mind 
blank by making a successful check (ld20 + your manifester level, maximum +20) against a DC equal to 

11 + the manifester level of the creator of the mind blank effect. If you succeed, the psionic mind blank 
or personal mind blank ends, allowing you to affect the target thereafter with mind-affecting powers. 

Skate 

Psychoportation 
Level: Esper 1 

Display: Material and visual 
IVlanifesting Time: 1 standard action 
Range: Personal or touch; see text 

Target: You or one willing creature or one unattended object (total weight up to 100 Ib./level); see text 
Duration: 1 min./level (D) 
Saving Tlirow: None 

Power Resistance: Yes (harmless, object) 
Power Points: 1 

You, another willing creature, or an unattended object can slide along solid ground as if on smooth ice. If 
you manifest skate on yourself or another creature, the subject of the power retains equilibrium by 
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mental desire alone, allowing her to gracefully skate along the ground, turn, or stop suddenly as desired. 
The skater's land speed increases by 15 feet. (This adjustment is treated as an enhancement bonus.) As 
with any effect that increases speed, this power affects the subject's maximum jumping distance. 

The subject can skate up or down any incline or decline she could normally walk upon without 
mishap, though skating up an incline reduces the subject's speed to normal, while skating down a 
decline increases her speed by an additional 15 feet. (This adjustment is treated as a circumstance 
bonus.) 

If you manifest skate on an object, treat the object as having only one-tenth of its normal weight 
for the purpose of dragging it along the ground. 

Solicit Psicrystal 

Telepathy 

Level: Esper 3 

Display: Auditory 

Manifesting Time: 1 swift action 

Range: Close (25 ft. + 5 ft./2 levels) 

Target: Your psicrystal 

Duration: 1 round/level (D) 

Saving Throw: No 

Power Resistance: No 

Power Points: 5 

Your psicrystal takes over the responsibility of maintaining concentration on any single power you 
have manifested and are concentrating on. While maintaining this concentration, the psicrystal is limited 
to move actions in each round, as normal. When the duration of solicit psicrystal expires, the power you 
transferred to the psicrystal ends (even if this would mean that the power ends earlier than normal). If 
necessary, the psicrystal makes concentration checks using your concentration modifier. 

You can manifest this power (and transfer the responsibility) with an instant thought, quickly 
enough to gain the benefit of the power before you take any other actions in a round. Manifesting the 
power is a swift action, like manifesting a quickened power, and it counts toward the normal limit of one 
quickened power per round. You cannot manifest this power when it isn't your turn. 
Augment: For every additional power point you spend, this power's maximum duration increases by 1 
round. 

Steadfast Perception 

Clairsentience 
Level: Esper 4 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level (D) 
Power Points: 7 

Your vision cannot be distracted or misled, granting you immunity to all figments and glamers (such as 
invisibility). Moreover, your Perception checks receive a +6 enhancement bonus for the duration of this 
power. This power also grants you another saving throw against someone using /o/se sensory input on 
you, but you must realize that that power has been used in order to know enough to manifest steadfast 
perception. 
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Stomp 

Psychokinesis 
Level: Esper 1 

Display: Auditory and visual 
Manifesting Time: 1 standard action 
Range: 20 ft. 

Area: Cone-shaped spread 
Duration: Instantaneous 
Saving Throw: Reflex negates 
Power Resistance: No 
Power Points: 1 

Your foot stomp precipitates a psychokinetic shock wave that travels along the ground, toppling 
creatures and loose objects. The shock wave affects only creatures standing on the ground within the 
power's area. Creatures that fail their saves are thrown to the ground, become prone, and take ld4 
points of nonlethal damage. 

Augment: For every additional power point you spend, this power's nonlethal damage increases by ld4 
points. 

Strength of My Enemy 

Psychometabolism 
Level: Esper 3 
Display: Visual; see text 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 round/level (D) 
Power Points: 3 

You gain the ability to siphon away your enemy's strength for your own use. One of your natural or 
manufactured weapons becomes the instrument of your desire, and deals 1 point of Strength damage 
on each successful hit. You gain that point of Strength as an enhancement bonus to your Strength score. 
Strength you siphon from different foes is tracked separately— the total siphoned from each individual 
foe is considered a separate enhancement bonus to your Strength (maximum +8), and you gain only the 
highest total. 

Augment: You can augment this power in one or both of the following ways. 

1. For every 3 additional power points you spend, the maximum enhancement bonus you can add to 
your Strength increases by 2, 

2. If you spend 6 additional power points, you can manifest this power as a swift action. 
Suggestion, Psionic 

Telepathy (Compulsion) [Mind-Affecting, Language-Dependent] 
Level: Esper 2 
Display: Auditory 

Manifesting Time: 1 standard action 

Range: Close (25 ft. + 5 ft./2 levels) 

Target: One creature 

Duration: 1 hour/level or until completed 

Saving Throw: Will negates 

Power Resistance: Yes 
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Power Points: 3 

As the suggestion power, except as noted here. 

Augment: For every 2 additional power points you spend, this power can affect an additional target. Any 
additional target cannot be more than 15 feet from another target of the power. 

Suspend Life 

Psychometa holism 
Level: Esper 6 
Display: Olfactory 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: Permanent unless ended or dismissed; see text 
Power Points: 11 

You can place yourself into a trance so deep that you are almost in suspended animation. Even powers 
that detect life or thought are incapable of determining that you are alive. 

While you are suspended, you are aware of your surroundings. You feel the passage of one day 
for every year that actually passes. Though on a slower schedule, you grow hungry after a "day" without 
food (though a year passes in actuality) and begin to suffer the effects of thirst and starvation as 
appropriate. 

If you take any damage, you come out of your trance 4 rounds later. The trance can also be 
ended by a successful use of dispel psionics. If you choose to dismiss the power, your trance ends 10 
rounds later. 

Sustenance 
Psychometa holism 
Level: Esper 2 
Display: Material 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: Instantaneous 
Power Points: 3 

You can go without food and water for one day. Each time you manifest this power, your body 
manufactures sufficient solid and liquid nourishment to satisfy your needs for that time. 

Swarm of Crystals 
Metacreativity (Creation) 
Level: Esper 2 
Display: Material 

Manifesting Time: 1 standard action 
Range: 15 ft. 

Area: Cone-shaped spread 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 3 
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Thousands of tiny crystal shards spray forth in an arc from your hand. These razorlil<e crystals slice 
everything in their path. Anyone caught in the cone takes 3d4 points of slashing damage. 
Augment: For every additional power point you spend, this power's damage increases by ld4 points. 

Synesthete 

Psychometa holism 
Level: Esper 1 
Display: Material 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level (D) 
Power Points: 1 

You receive one kind of sensory input when a different sense is stimulated. In particular, you can either 
feel light or feel sound. You can shift your stimulated sense between these two options once per round 
as a swift action. Your senses continue to work normally as well, unless they are impaired for some 
reason. 

Your face must be uncovered to use this power, because it is the skin of your face that acts as 
the sensory receiver. 

If you are feeling light by absorbing ambient light onto your skin, you have your normal visual 
abilities (except for darkvision), even if your eyes are closed or you are blinded. If your eyes are working 
normally, you gain a +4 circumstance bonus on all Perception checks. While feeling light, you are 
immune to gaze attacks. 

If you are feeling sound by absorbing sound onto your skin and your ears are working normally, 
the expanded audio input provides you with a +4 circumstance bonus on Perception checks. 

Psionic displacement effects, invisibility effects, illusions, and other similar effects confuse your 
synesthete senses just as they would your normal senses. 

You can also use this power to see sound if you are deafened, or hear light if you are blinded, 
thus removing all penalties associated with either condition (though you gain no bonuses for using the 
power in this way if you are not deafened or blinded). 

Telekinetic Force 

Psychokinesis [Force] 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 

Range: Medium (100 ft. + 10 ft./ level) 

Target: One object at a time 

Duration: Concentration, up to 1 round/level 

Saving Tlirow: Will negates (object); see text 

Power Resistance: Yes (object) 

Power Points: 5 

You move an object by concentrating your mind upon its current location and then the location you 
desire, creating a sustained force. You can move an object weighing no more than 250 pounds up to 20 
feet per round. A creature can negate the effect on an object it possesses with a successful Will save or 
with power resistance. The weight can be moved across the ground or through the air. This power ends 
if the object is forced out of range. If you cease concentration, the object falls or stops. 
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You can drop a weight and pick up another during the power's duration, as long as you don't 
stop concentrating on maintaining the power. An object can be telekinetically manipulated as if you 
were moving it with one hand. 

If you spend at least 5 rounds concentrating on an unattended object, you can attempt to break 
or burst it as if making a Strength check, except that you apply your key ability modifier to the check 
instead of your Strength modifier. 

Augment: For every additional power point you spend, the weight limit of the target increases by 25 
pounds. 

Telekinetic Maneuver 

Psychokinesis [Force] 
Level: Esper 4 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Target: One creature 

Duration: Concentration, up to 1 round/level 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 7 

You can affect a foe by concentrating your mind upon its current status and the status you desire, once 
per round. You can perform a bull rush, a disarm, a grapple (including a pin), or a trip. Resolve these 
attempts as normal, except that they don't provoke attacks of opportunity, you use your manifester 
level in place of your base attack bonus (for disarm and grapple attempts), you use your Intelligence 
modifier in place of your Strength modifier or Dexterity modifier, and a failed attempt doesn't allow a 
reactive attempt by the target (such as normally allowed on disarm or trip attempts). No save is allowed 
against these attempts, but power resistance applies normally. 

Augment: For every 2 additional power points you spend, this power grants a +1 bonus on your combat 
maneuver checks involving bull rush, disarm, grapple, or trip attempts. 

Telekinetic Sphere, Psionic 

Psychokinesis [Force] 
Level: Esper 8 
Display: Material 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 

Effect: l-ft.-diameter/level sphere, centered around creatures or objects 

Duration: 1 min./level (D) 

Saving Throw: Reflex negates (object) 

Power Resistance: Yes (object) 

Power Points: 15 

As the telekinetic sphere power, except as noted here. 

Telekinetic Thrust 

Psychokinesis 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
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Range: Medium (100 ft. + 10 ft./ level) 

Target or Targets: One or more objects or creatures with a total weight of 250 lb. or less 
Duration: Instantaneous 

Saving Throw: Will negates or Will negates (object); see text 
Power Resistance: Yes or Yes (object); see text 
Power Points: 5 

You can affect one or more objects or creatures by concentrating your mind upon, sending them in a 
deadly hail at your foes— or simply by hurling your foe! You can hurl one object or creature per 
manifester level (maximum fifteen separate targets), as long as all are within the power's range and 
each is no more than 10 feet away from another one. Each object or creature can be hurled a maximum 
distance of 10 feet per level. 

You must succeed on ranged attack rolls (one per creature or object thrown) to hit the target of 
the hurled items with the items, applying your Intelligence modifier to the attack roll instead of your 
Dexterity modifier. Hurled weapons deal their standard damage (your Strength bonus does not apply; 
arrows or bolts deal damage as daggers of their size when used in this manner). Other objects deal 
damage ranging from 1 point per 25 pounds of weight (for less dangerous objects such as an empty 
barrel) to ld6 points per 25 pounds of weight (for hard, dense objects such as a boulder). 

Creatures are allowed Will saves (and power resistance) to negate the effect, as are those 
whose held possessions are targeted by this power. 

If you use this power to hurl a creature against a solid surface, it takes damage as if it had fallen 
10feet(ld6 points). 

Augment: For every additional power point you spend, the weight limit of the target or targets increases 
by 25 pounds. 

Telempathic Projection 
Telepathy (Charm) [Mind-Affecting] 
Level: Esper 1 
Display: Visual 

IVIanifestingTime: 1 standard action 
Range: Medium (100 ft. + 10 ft./ level) 
Target: One creature 
Duration: 1 min./level 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 1 

You alter the subject's mood, adjusting its attitude toward you by one step in a positive direction. For 
instance, an unfriendly creature can be made indifferent, or a hostile creature unfriendly. You can grant 
a +4 bonus on your own (or others') Bluff, Diplomacy, Intimidate, Perform, or Sense Motive checks 
involving the affected creature. 

Teleport, Psionic 

Psychoportation (Teleportation) 
Level: Esper 5 
Display: Visual 

IVIanifestingTime: 1 standard action 
Range: Personal and touch 

Target or Targets: You and touched objects or other touched willing creatures 
Duration: Instantaneous 
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Saving Throw: None or Will negates (object) 
Power Resistance: No or Yes (object) 
Power Points: 9 

As the teleport power, except as noted here. 

Teleport, Psionic Greater 
Psychoportation (Teleportation) 
Level: Esper 8 
Power Points: 15 

As the greater teleport power, except as noted here. 

Teleportation Circle, Psionic 

Psychoportation (Teleportation) 
Level: Esper 9 
Display: Mental 
IVIanifesting Time: 10 minutes 
Range: Oft. 

Effect: 5-ft.-radius circle that teleports those who activate it 
Duration: 10 min./level (D) 
Saving Throw: None 
Power Resistance: Yes 
Power Points: 17 

As the teleportation circle power, except as noted here. 

Teleport Trigger 
Psychoportation (Teleportation) 
Level: Esper 5 
Display: Material 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 1 hour/level (D) 
Power Points: 9 

You specify a situation that triggers your automatic manifestation of a psionic teleport, taking you to a 
predetermined location. You must know the psionic teleport power and have sufficient power points to 
manifest it when the specified situation occurs. 

The teleport trigger goes off on the initiative count immediately after the specified situation 
occurs, even if you are flat-footed or you have already taken your turn in the current round. The 
specified situation can be described in general terms or specific terms. 

Temporal Acceleration 

Psychoportation 
Level: Esper 6 
Display: None 

Manifesting Time: 1 swift action 
Range: Personal 
Target: You 

Duration: 1 round (in apparent time); see text 
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Power Points: 11 

You enter another time frame, speeding up so greatly tliat all other creatures seem frozen, though they 
are actually still moving at normal speed. You are free to act for 1 round of apparent time. You can 
manifest powers, move, or perform other types of actions, subject to the restrictions outlined below. 

While your temporal acceleration is in effect, other creatures are invulnerable to your attacks 
and powers. This means you cannot target a creature with any attack or power. However, a power you 
manifest that affects an area and has a duration longer than the remaining duration of your temporal 
acceleration has its normal effect on creatures in the area once this power ends. 

You can affect an unattended object but not an object held, carried, or worn by another 
creature. You are undetectable by any means while your temporal acceleration lasts. 

While under the effect of this power, you cannot enter an area protected by a null psionics field 
or by a power that neutralizes high-level powers. Normal and psionic fire, cold, acid, and the like can still 
harm you. 

When your temporal acceleration expires, you resume acting during your current turn in the 
standard time frame. You are shaken for 1 round upon your return to the standard time frame. 

Splintered or partitioned minds within your own mind, such as might be in effect through the 
use of powers such as schism, are not temporally speeded up, even if your second mind manifested this 
power (your primary mind gains the benefit, while your second mind remains stuck in the standard time 
frame). 

Manifesting this power is a swift action, like manifesting a quickened power, and it counts 
toward the normal limit of one quickened power per round. You cannot manifest this power when it 
isn't your turn. 

Augment: For every 4 additional power points you spend, this power's duration (in apparent time) 
increases by 1 round. 

Thicken Skin 

Psychometabolism 
Level: Esper 1 

Display: Material and olfactory 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level 
Power Points: 1 

Your skin or natural armor thickens and spreads across your body, providing a +1 enhancement bonus to 
your Armor Class. 

Augment: You can augment this power in one or both of the following ways. 

1. For every 3 additional power points you spend, the enhancement bonus increases by 1. 

2. If you spend 6 additional power points, you can manifest this power as a swift action. 

Tliought Shield 

Telepathy [Mind-Affecting] 
Level: Esper 2 
Display: Auditory 

Manifesting Time: 1 immediate action 
Range: Personal 
Target: You 
Duration: 1 round 
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Power Points: 3 

You fortify your mind against intrusions, gaining power resistance 13 against all mind-affecting powers. 

You can manifest this power instantly, quickly enough to gain its benefits in an emergency. 
Manifesting the power is an immediate action, like manifesting a quickened power, and it counts toward 
the normal limit of one quickened power per round. You can use this power even when it's not your 
turn. 

Augment: For every additional power point you spend, this power's duration increases by 1 round, and 
the power resistance it provides increases by 1 point. 

Time Hop 

Psychoportation 
Level: Esper 3 

Display: Auditory and visual 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 

Targets: One Medium or smaller creature, or one object weighing 300 lb. or less 
Duration: 1 round/level; see text 
Saving Throw: Will negates 
Power Resistance: Yes 
Power Points: 5 

The subject of the power hops forward in time 1 round for every manifester level you have. In effect, the 
subject seems to disappear in a shimmer of silver energy, then reappear after the duration of this power 
expires. The subject reappears in exactly the same orientation and condition as before. From the 
subject's point of view, no time has passed at all. 

In each round of the power's duration, on what would have been the subject's turn, it can 
attempt a DC 15 Wisdom check. Success allows the subject to return. The subject can act normally on its 
next turn after this power ends. 

If the space from which the subject departed is occupied upon his return to the time stream, he 
appears in the closest unoccupied space, still in his original orientation. Determine the closest space 
randomly if necessary. 

Augment: You can augment this power in one or both of the following ways. 

1. For every 2 additional power points you spend, you can affect a creature of one size category larger, 
or double the weight of an object to be affected. 

2. For every 2 additional power points you spend, this power can affect an additional target. Any 
additional target cannot be more than 15 feet from another target of the power. 

Time Hop, Mass 

Psychoportation 
Level: Esper 8 

Display: Auditory and visual 
Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 
Targets: All willing creatures in range 
Duration: Up to 1 hour/level; see text 
Power Points: 15 

As time hop, except you can affect any number of willing subjects in range, including yourself. You can 
choose which creatures are affected by the power. The subjects hop forward in time a number of hours 
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equal to your manifester level, or some shorter number of hours; you decide how many hours the mass 
time hop lasts when you manifest the power. 

Augment: If you spend 6 additional power points, you can manifest this power as an immediate action. 

Time Regression 

Psychoportation 
Level: Esper 9 
Display: None 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: Instantaneous 
Power Points: 17, cost 

You can regress apparent time 1 round into the past. In effect, you "replay" the previous round of 
activity. The power regresses time to the point along the time stream just prior to your previous turn, 
undoing the effects of everyone else's actions in the meantime. Once you have used time regression, 
only you retain knowledge of what happened during the round that is being replayed; however, you can 
communicate that knowledge verbally to your companions, if desired. During the round that you live 
through a second time, you can act on knowledge you previously gained by already living through the 
immediate future. In all likelihood, you'll probably not choose to manifest time regression during your 
second pass through the time stream, instead taking completely new actions, but you pay the material 
cost all the same. 
Material Cost: 5,000 domars. 

Timeless Body 
Psychoportation 
Level: Esper 9 
Display: Material 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 round 
Power Points: 17 

Your body ignores all harmful (and helpful) effects, beginning when you finish manifesting this power 
and ending at the end of your next turn. While timeless body is in effect, you are invulnerable to all 
attacks and powers. 

This power cannot be quickened. 

Tongues, Psionic 

Telepathy [Mind-Affecting] 
Level: Esper 2 
Display: None 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level 
Power Points: 3 

As the tongues power, except as noted here. 
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This power does not enable you to speak with creatures immune to mind-affecting powers. 

Tornado Blast 

Psychol<inesis 
Level: Esper 9 

Display: Auditory and visual; see text 
Manifesting Time: 1 round 
Range: Long (400 ft. + 40 ft./level) 
Area: 40-ft.-radius spread 
Duration: Instantaneous 
Saving Throw: Reflex half; see text 
Power Resistance: No 
Power Points: 17 

You induce the formation of a slender vortex of fiercely swirling air. When you manifest it, a vortex of air 
visibly and audibly snakes out from your outstretched hand. 

If you want to aim the vortex at a specific creature, you can make a ranged touch attack to strike 
the creature. If you succeed, direct contact with the vortex deals 8d6 points of damage to the creature 
(no save). 

Regardless of whether your ranged touch attack hits (and even if you forgo the attack), all 
creatures in the area (including the one possibly damaged by direct contact) are picked up and violently 
dashed about, dealing 17d6 points of damage to each one. Creatures that make a successful Reflex save 
take half damage. 

After being dashed about, each creature that was affected finds itself situated in a new space 
ld4 X 10 feet away from its original space in a random direction. Walls and other barriers can restrict 

this relocation; in such a case, the creature ends up adjacent to the barrier. 

Augment: For every additional power point you spend, this power's area damage (not the damage from 
direct contact dealt to a specific creature) increases by ld6 points (to a maximum of 24d6 points). For 
each extra 2d6 points of damage, this power's save DC increases by 1. 

Touchsight 

Psychometa holism 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal; see text 
Target: You 

Duration: 1 min./level (D) 
Power Points: 5 

You generate a subtle telekinetic field of mental contact, allowing you to "feel" your surroundings even 
in total darkness or when your sight would otherwise be obscured by your physical environment. Your 
touchsight field emanates from you out to 60 feet. You ignore invisibility, darkness, and concealment, 
though you must have line of effect to a creature or an object to discern it. You do not need to make 
Perception checks to notice creatures; you can detect and pinpoint all creatures within 60 feet. In many 
circumstances, comparing your regular senses to what you learn with touchsight is enough to tell you 
the difference between visible, invisible, hiding, and concealed creatures. 

Augment: For every 2 additional power points you spend, the radius of your touchsight f\e\d increases 
by 10 feet. 
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Tower of Iron Will 
Telepathy [Mind-Affecting] 
Level: Esper 5 
Display: Auditory 

Manifesting Time: 1 immediate action 
Range: 10 ft. 

Area: lO-ft.-radius emanation centered on you 

Duration: 1 round 

Saving Throw: None (harmless) 

Power Resistance: Yes (harmless) 

Power Points: 9 

You generate a bastion of thought so strong that it offers protection to you and everyone around you, 
improving the self-control of all. You and all creatures in the power's area gain power resistance 19 
against all mindaffecting powers. 

You can manifest this power instantly, quickly enough to gain its benefits in an emergency. 
Manifesting the power is an immediate action, like manifesting a quickened power, and it counts toward 
the normal limit of one quickened power per round. 

You can use this power even when it is not your turn. 
Augment: For every additional power point you spend, this power's duration increases by 1 round and 
the power resistance it provides increases by 1 point. 

Trace Teleport 

Clairsentience 
Level: Esper 4 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 

Area: Spread with a radius of 25 ft. + 5 ft./2 levels, centered on you 
Duration: Instantaneous 
Saving Throw: None 
Power Resistance: No 
Power Points: 7 

As detect teleportation, except you can trace the destination of any teleportation made by others within 
this power's area within the last minute. 

You know the direction and distance the individuals traveled and could teleport to the location 
yourself if you so desired (and if you know the psionic teleport power), as if you had "seen casually" the 
location. This power does not grant you any information on the conditions at the other end of the trace 
beyond the mental coordinates of the location. 

Augment: If you spend 2 additional power points, this power's range increases to Medium (100 ft. + 10 
ft./level). 

True Creation 

Metacreativity (Creation) 
Level: Esper 9 
Duration: Instantaneous 
Power Points: 17, cost 

As psionic major creation, except items created are enduring and cannot be negated by negating 
powers. For all intents and purposes, these items are completely real. 
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Material Cost; The item's domar value, or a minimum of 5 domars. 

True Metabolism 

Psychometa holism 
Level: Esper 8 
Display: Material 
Manifesting Time: 1 round 
Range: Personal 
Target: You 
Duration: 1 min./level 
Power Points: 15 

You are difficult to kill while this power persists. You automatically heal damage at the rate of 10 hit 
points per round. 

This power is not effective against damage from starvation, thirst, or suffocation. Also, attack 
forms that don't deal hit point damage (for example, most poisons) ignore true metabolism. You can 
also use this power to regrow lost portions of your body and to reattach severed limbs or body parts, if 
you do nothing but concentrate on regrowing the lost body part or reattaching the severed limb for the 
duration of the power. You do not gain the benefits described earlier when you manifest true 
metabolism for this purpose. You must have a Constitution score to gain any of this power's benefits. 

True Seeing, Psionic 
Clairsentience 
Level: Esper 5 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 min./level 
Power Points: 9 

As the true seeing power, except as noted here. 

Truevenom 

Psychometabolism 

Level: Esper 4 

Display: Material; see text 

Manifesting Time: 1 swift action 

Range: Personal 

Target: You 

Duration: 1 min./level or until discharged 

Saving Throw: None and Fortitude negates; see text 

Power Points: 7 

If you have a claw attack (either from an actual natural weapon or from an effect such as claws of the 
beast), you can use this power to produce a horrible poison that coats one of your claws. On your next 
successful melee attack with the claw during the power's duration, the target is poisoned (frequency 
1/round for 6 rounds, effect ld3 Constitution damage, cure 1 save). The target of your attack can negate 
the poison with a Fortitude save. 

Truevenom Weapon 
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Psychometabolism (Creation) 

Level: Esper 5 

Range: Touch 

Target: Weapon touched 

Power Points: 7 

As truevenom, except your weapon gains the poison coating as long as it remains in your grip, until the 
effect is discharged, or until the duration expires, whichever occurs first. 

Ubiquitous Vision 

Clairsentience 
Level: Esper 3 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 

Duration: 10 min./level (D) 
Power Points: 5 

You have metaphoric "eyes in the back of your head," and on the sides and top as well, granting you 
benefits in specific situations. In effect, you have a 360-degree sphere of sight, allowing you a perfect 
view of creatures that might otherwise flank you. Thus, flanking opponents gain no bonus on their 
attack rolls, and scouts are denied their sneak attack ability because you do not lose your Dexterity 
bonus (but they may still sneak attack you if you are caught flat-footed). Your Perception checks gain a 
+4 enhancement bonus. Concurrently, you take a -4 penalty on saves against all gaze attacks during the 
power's duration. 

Uitrablast 

Telepathy [Mind-Affecting] 
Level: Esper 7 
Display: Auditory; see text 
IVlanifesting Time: 1 standard action 
Range: 15 ft. 

Area: 15-ft.-radius spread centered on you 
Duration: Instantaneous 
Saving Throw: Will half 
Power Resistance: Yes 
Power Points: 13 

You "grumble" psychically (which both psionic and nonpsionic creatures can detect), then release a 
horrid shriek from your subconscious that disrupts the brains of all enemies in the power's area, dealing 
13d6 points of damage to each enemy. 

Augment: For every additional power point you spend, this power's damage increases by ld6 points. 

Vampiric Blade 
Psychometabolism 
Level: Esper 4 

Display: Material and visual 
IVlanifesting Time: 1 standard action 
Range: Oft. 

Target: One weapon you hold 
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Duration: 1 round/level 
Power Points: 5 

As claws of the vampire, except your weapon is affected as long as it remains in your grip or until this 
power's duration expires. 

Vigor 

Psychometabolism 
Level: Esper 1 

Display: Material and olfactory 
Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 min./level 
Power Points: 1 

You suffuse yourself with power, gaining 5 temporary hit points. Using this power again when an earlier 
manifestation has not expired merely replaces the older temporary hit points (if any remain) with the 

newer ones. 

Augment: For every additional power point you spend, the number of temporary hit points you gain 
increases by 5. 

Wall of Ectoplasm 

IVIetacreativity (Creation) 
Level: Esper 4 
Display: Visual 

Manifesting Time: 1 standard action 
Range: Close (25 ft. + 5 ft./2 levels) 

Effect: Wall whose area is up to one 10-ft. square/level or a sphere or hemisphere with a radius of up to 
1 ft./level 

Duration: 1 min./level (D) 
Saving Throw: None 
Power Resistance: No 
Power Points: 7 

You fashion a roiling wall of ectoplasm, imbuing it with solidity. The wall cannot move once it is formed. 
It is 1 inch thick per four manifester levels and occupies up to one 5-foot square per level. Each 5-foot 
square of the wall has 10 hit points per inch of thickness and hardness 5. A section of the wall whose hit 
points drop to 0 is breached. If a creature tries to break through the wall, the DC for the Strength check 
is 15 + 2 per inch of thickness. 

The wall of ectoplasm is susceptible to dispel psionics, but it gains a +4 bonus on any check to 
determine whether the wall is negated. Powers and breath weapons cannot pass through the wall in 
either direction (though they could damage it). It blocks ethereal creatures as well as material creatures 
(though ethereal creatures can usually get around the wall by floating under or over it through material 
floors and ceilings). The wall is opaque, so neither vision nor gaze attacks operate through it. The wall 
does not block psychoportive travel, such as that provided by the psionic teleport power. 

You can form the wall into a flat, vertical plane whose area is up to one 10-foot square per level 
or into a sphere or hemisphere with a radius of up to 1 foot per level. 

The wall of ectoplasm must be continuous and unbroken when manifested. If its surface is 
interrupted by any object or creature, the power fails. 
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Wall Walker 

Psychoportation 
Level: Esper 3 
Display: Material 

Manifesting Time: 1 standard action 
Range: Personal 
Target: You 
Duration: 1 min./level 
Power Points: 3 

You can walk on vertical surfaces or even traverse ceilings (you need not make Climb checks to traverse 
these surfaces). Because of the need to keep at least one foot in contact with the wall or ceiling at all 
times, you cannot jump or use the run action, and you can move at only half speed. 

You retain your Dexterity bonus to Armor Class, if any, and opponents gain no special bonuses 
against you. 

Weapon of Energy 

Psychokinesis [see text] 
Level: Esper 5 
Display: Visual 
Range: Touch 
Target: Weapon touched 
Duration: 1 round/level 

Saving Throw: Fortitude negates (object, harmless) 
Power Resistance: None 
Power Points: 7 

As claw of energy, except this power can be manifested on a touched weapon. 

This power's subtype is the same as the type of energy infused in the touched weapon. 

PROGRESS LEVELS 

A Progress Level (PL) is an indication of the state of technology that exists in a particular society or 
civilization (which, in a science fiction setting, may be located on a planet other than Earth). This state of 
technological development generally pervades all aspects of a culture, particularly at higher levels (PL 5 
and beyond) when long-range communication is virtually instantaneous. Even at lower levels, it's 
unlikely— but not impossible— for a group of humans (or other sentient beings) to be at one Progress 
Level in some respects and at another one in other respects. 

Progress Level may vary wildly from place to place on the same world or even the same 
continent. 

The default Progress Level of most societies in the Pathfinder: Gamma World Roleplaying Game 
is early PL 3: Age of Reason. The trappings of a medieval feudal society are still common everywhere, 
but the rebirth of the arts and sciences have begun, and the introduction of gunpowder weapons has 
heralded a revolution on the battlefields of Gamma Terra. 

PL 0: STONE AGE 

The major achievements of a Stone Age society are the use of fire, the domestication of animals, and the 
invention of agriculture. An individual living in a Stone Age society is primitive, but he isn't necessarily 
gullible, stupid, or easily frightened by advanced technology. Common weapons in a PL 0 civilization 
include the club, the dagger, the spear, and the bow. Armor made from hide or leather is possible, as 
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are wicker shields. Communication beyond the local tribe or settlement doesn't exist. Travel is 
accomplished by foot or by simple rafts or canoes. Simple pottery, stoneworking, and woodworking are 
possible. 

PL 1: BRONZE/IRON AGE 

Early human civilizations began to work metal toward the end of the Stone Age. The malleability of 
copper led to its becoming the first metal to be "tamed." Adding tin to copper created a much stronger 
alloy: bronze. This advance allowed for the crafting of tools and weapons of great durability. In turn, 
those improved tools made possible the working of iron, which soon replaced bronze as the metal of 
choice for tools and weapons. 

In a Bronze/Iron Age society, advances in pottery, construction, and agriculture allow for the 
concentration of populations into larger and larger groups, with a corresponding upswing in the 
accumulation and sharing of knowledge. The rise of nations, citystates, and empires begins in the Bronze 
Age. Organized efforts to improve communications allow regional societies to exist. Galleys and small 
sailing vessels are capable of relatively long voyages, and some cultures may build extensive road or 
canal networks to link distant places. Improvements in agricultural efficiency permit the rise of artisans, 
craftsmen, professional soldiers, and other occupations that are not directly concerned with gathering 
food. 

The sword replaces the club and the dagger as the preferred weapon of infantry. Chariots briefly 
dominate warfare before cavalry (aided by the introduction of the stirrup) renders chariots obsolete. 
The first true military forces or tactical systems appear. Armor can now be made from sewn plates or 
scales, metal links, or even forged breastplates, and a variety of metal melee weapons dominate the 
battlefield. 

PL 2: MIDDLE AGES 

Maturing civilizations experience a period of turmoil and adjustment at this Progress Level. 
Developments continue in architecture, commerce, metallurgy, and mathematics. Wider dissemination 
of information becomes possible thanks to more advanced printing techniques. Sea communications 
dominate in the later part of this stage of development, and sturdy seafaring carracks and galleons open 
the door to the next Progress Level. 

As populations increase and knowledge of agriculture evolves, an increasing percentage of the 
population relocates into growing cities and towns. Toward the end of this Progress Level, the feudal 
system, in which a small class of nobles ruled a large population of agricultural workers, begins to 
collapse. Specialized crafts develop, universities appear, and the middle class is born. The first 
corporations emerge in the form of trade guilds. The evolution of strong systems of trade and finance 
tends to distribute a society's wealth more evenly among its members, diluting the power of the 
nobility. 

Tools of warfare undergo a significant revolution. Sophisticated chain and plate armors protect 
warriors from harm, and elaborate fortifications become something of an art form. Toward the end of 
the Middle Ages, the introduction of simple gunpowder weapons signals the imminent end of knights, 
heavy armor, and organized armies of swordsmen. 

PL 3: AGE OF REASON 

The Age of Reason is an era in human history when the development of ideas and systems of thought 
takes precedence over technological invention. The scientific method improves humankind's 
understanding of the world. Experimentation becomes the means by which the physical properties of 
nature are systematically examined. The study of the various scientific disciplines— chemistry, 
electromagnetics, medicine, biology, and astronomy— flourishes. Instruments such as microscopes and 
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telescopes enable scientists to greatly extend the range of their observations and discoveries. The new 
reliance on science generates waves on all levels of society. Superstition falls away, and exploration of 
the world reaches its apex. Society begins to experiment with new forms of organization, such as 
democracy. Corporations and economic alliances continue to evolve. Economically, this Progress Level is 
a transition from the cottage industries of the Middle Ages to industrialization. 

The cannon becomes the dominant factor in naval warfare, while massed musket fire and horse- 
pulled field pieces rule the battlefield. Even the reliable bow vanishes, replaced by the flintlock. Light 
melee weapons remain common. 

PL 4: INDUSTRIAL AGE 

In the fourth Progress Level, the theoretical knowledge of the previous era matures into widespread 
practical application. The harnessing of hydraulic, steam, and electric power creates an explosion of 
commerce and industry. Developments such as the telegraph, the telephone, and the radio make true 
global communication possible. Breakthroughs in manufacturing techniques allow the construction of 
heavy ironclad vessels, rail transportation, and architecture of previously unimaginable size. Pioneers 
venture high into the atmosphere and descend into the sea's depths. 

Urbanization is complete as individuals gather in smaller environments where they can more 
easily exchange goods and information. Corporations expand in power, many establishing themselves 
throughout the explored world. Governments are based on political and economic factors. 

The means of war change swiftly through the period. Aircraft and submersibles join the list of 
military assets. Reliable and accurate rifles, pistols, and machine guns become common. Mechanized 
war machines herald the first great change in the art of battle since the end of the knight. 

PL 5: INFORMATION AGE 

The Industrial Age relied on chemical power, but in the Information Age, computer technology and 
electronics rule supreme. Satellite information systems and the Internet connect the globe digitally. This 
Progress Level also sees the introduction of fission power and weapons reducing the importance of fossil 
fuels. The automobile replaces the locomotive as the common form of travel. The first steps toward 
space travel involve massive chemical rockets, unmanned probes and satellites, and short-term manned 
missions. 

The technology of the era allows greater citizen participation in government. The emergence of 
international alliances begins to dissolve borders between nations. Corporations gather power and 
begin to threaten government authority. Technology has a greater effect on individual lifestyles than on 
society as a whole. Most weapons at this time are refined versions of Industrial Age equipment. Rifles, 
machine guns, and heavy howitzers are still used by the world's soldiers. Computerized targeting 
systems and guided weapons make warfare much more precise and efficient. Strategic weapons, tested 
but never used, exhibit the species' power to exterminate itself in minutes. 

Humanity experienced its Information Age as anxious years full of minor crises. The tension 
gradually alleviates through the age, and as the era ends new superpowers form. 

PL 6: FUSION AGE 

The development of fusion power provides an efficient, nonexpendable energy source that almost 
obliterates the need for chemical fuel sources. Advanced space exploration and colonization become 
possible. Computers become even more accessible, reliable, and powerful, leading to the development 
of virtual systems and widespread access to the global Internet. 

Slowly, society experiences another revolution as individual nations are replaced by world 
powers. Megacorporations number among these new superpowers as the line between the national 
citizen and corporate employee is rendered indistinct. Armed with the means to eradicate the entire 
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species, the world powers keep conflicts to the level of skirmishing and posturing, and integration of the 
information Age's improvements proceed peacefully. 

Scientific advanced in genetic engineering lead to artificial evolution and the first government- 
and corporate-sanctioned attempts to genetically manipulate human beings. Early results are 
encouraging, with the manifestation of positive and negative mutations in the species toward the end of 
the age. Scientists also perfect cloning technology, and the first human clones are created. 
In the later years of this age, the first crude applications of gravity induction technology appear, in the 
form of civilian and military vehicles that can move through the air without using physical propulsion or 
consumption of fuel. 

Chemical-powered explosives and firearms remain the weapons of choice; fusion technology 
can't be effectively miniaturized for personal combat. Nevertheless, advanced chemistry and 
superconducting technology change the materials and capabilities of many weapons. True spaceships 
become possible, propelled by powerful fusion drives, but still require a reaction mass to traverse space. 
The age sees the tenuous settlement of other planets and asteroids within the same star system. 

PL 7: GRAVITY AGE 

As this Progress Level opens, the invention of two key technologies herald humanity's climb to the stars. 
The gravity induction reactor systematically replaces fusion power as an even more efficient source of 
energy that can be miniaturized with great ease. With the use of the mass reactor, world powers 
explore, divide, and colonize the entirety of the local star system. For the most part, life on the home 
planet is unchanged. 

The second advance of the era brings perhaps the greatest upheaval in the history of human 
civilization. The introduction and integration of gravity induction technology leads to the creation of the 
induction engine, which allows starships to bridge the gap between the stars. Political and economic 
reorganization occurs as the species spreads far from home. 

Projectile firearms are in their last days, as crude energy weapons become available. Powered 
armor is available to warriors of this age. Personal (melee) weapons enjoy a resurgence, due in large 
part to a shift in military tactics— armed conflict between individuals seldom occurs on an army scale, 
but more frequently involves engagements of small units in conditions when ranged weapons are not 
necessarily effective. 

Computer technology links every society, settlement, and outpost of a star system in a single 
information net, creating an unparalleled and expedient exchange of knowledge and data for business, 
entertainment, and research. 

PL 8: ENERGY AGE 

The continuing miniaturization of induction engine technology allows power plants the size of marbles 
to harness the basic forces of creation. Powerful personal force screens and energy weapons dominate 
the battlefield, as projectile weapons finally disappear after ruling the battlefield for a thousand years. 
Miniaturized sensors, shields, and engines allow mass production of small, practical starenforcers. At the 
other end of the spectrum, advanced construction techniques allow humans to build enormous, self- 
sustaining cities in space. 

PL 9 AND HIGHER 

Generally, these Progress Levels are beyond reach or comprehension, although isolated worlds or 
undiscovered species may exist that have access to them. In many cases, the signature technologies of 
an earlier age are abandoned in favor of more elegant and more powerful technologies. 
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Practical control of matter at the subatomic level, the ability to travel through time, or the 
power to "fold space" to shorten travel distances may be possible at this stage of technological 
development. 

Gravity Induction 

Control of gravity is one of the key features of Progress Level 7. The development of gravitonic science 
and gravitonic engineering leads to a host of miraculous devices: levitating cars, interplanetary drives 
that require no reaction mass, and a wide range of military tools. Just as the application of electricity 
was spurred by the discovery of the induction principle, the creation of devices that induce gravitational 
energy leads to an effective control over weight. 

Gravity induction relies on the phenomenon first set forth in Einstein's Theory of Special 
Relativity: An object's mass approaches infinity as the object's velocity approaches the speed of light. By 
using a cyclotron to accelerate a tiny particle to near-light speed, the gravity generator creates gravitons 
between the particle and the surrounding mass. These gravitons can be siphoned off, redirected, or 
stored by use of the induction coil. 

At PL 7, gravity inducers can be miniaturized to the size of hockey pucks for special applications. 
An inducer powerful enough to negate a human's gravitational attraction to the Earth is about the size 
of a discus, while the induction motor in a flying car requires a gravity generator about the size of a 
spare tire. 

EQUIPMENT 

STARTING WEALTH 

The standard unit of wealth in the Pathfinder: Gamma World Roleplaying Game is the domar, a plastic 
card the size and weight of a credit card (which, indeed, many of the oldest domars are). The amount of 
domars a character begins play with is determined by class, as detailed on the table below: 



TABLE: CHARACTER STARTING WEALTH 

CLASS BEGINNING DOMARS 



Enforcer 


5d6 X 10 domars 


Esper 


2d6 X 10 domars 


Examiner 


4d6x 10 domars 


Scout 


4d6x 10 domars 



COMMON EQUIPMENT 

Common equipment is any equipment that is not considered an artifact. In most current cultures of 
Gamma Terra, this includes Progress Level 3 and lower equipment. All weapons, armor, equipment, and 
trade goods listed in the Pathfinder Roleplaying Game Core Rulebook are available in most major 
settlements, at the rates listed, converting gold pieces to domars at a rate of 1 gp = 1 domar. 
1 gold piece = 1 domar 
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AGE OF REASON GUNPOWDER WEAPONS 

In addition to the equipment listed in the Pathfinder Roleplaying Game Core Rulebook, a variety of 
gunpowder weapons are available in most major settlements of PL 3 societies. 

Unless otherwise noted, a firearm requires two hands to load and 1 ounce of gunpowder for 
each shot. Reloading a firearm is a full-round action that provokes an attack of opportunity. 

ATTACKING WITH FIREARMS 

Firearms follow all rules governing ranged weapons. A firearm can be used as a simple weapon to make 
melee attacks, striking with the butt of the weapon (see the Progress Level 3 Gunpowder Weapons 
table). Using a loaded firearm to make melee attacks in this manner is extremely dangerous, with a 50% 
chance of firing after each successful attack, hitting its wielder and dealing normal damage. 

LOADING 

Each time a firearm is reloaded, 1 ounce of gunpowder must be used. (Some firearms require more than 
1 ounce of gunpowder to fire.) Adding gunpowder from a powderhorn (or other readily available source) 
to a firearm is considered in the time it takes to reload, so most characters that use firearms carry at 
least one powderhorn at all times. Drawing gunpowder from a powder keg to load a firearm requires a 
move action that draws an attack of opportunity, in addition to the time normally required to load the 
firearm. 

Arquebus (Hand Cannon) 

The arquebus, or hand cannon, is a large and unwieldy firearm, one of the earliest types used by 
cultures just learning the use of gunpowder. An arquebus consists of a smooth barrel affixed by tight 
iron hoops to a wooden stock. Though lacking the range and firepower of more sophisticated firearms, 
the arquebus' simple design makes it the most inexpensive firearm available. 

Blunderbuss 

The blunderbuss (Dutch for "thundergun") has a trumpet-shaped barrel that scatters shot across a wide 
arc like a primitive shotgun. When fired, the wielder of the blunderbuss does not make an attack roll. 
Instead, all creatures in a 20-ft. cone must succeed on a DC 15 Reflex save or be struck by shot (see the 
Gunpowder Weapons table). Those who succeed on the save take only half damage. A blunderbuss 
cannot cause critical hits, because no attack roll is made when attacking with one. 

Blunderbuss shot contains 1 pound of stones, scrap metal, nails, or any other reasonable 
improvised bullets. When loading and reloading a blunderbuss, 4 ounces of gunpowder must be used 
instead of the standard 1 ounce, due to the volume of shot the weapon expels. 

Carbine 

Designed for mounted combat, the carbine bridges the gap between rifle and pistol. It has a shorter 
barrel than a rifle, sacrificing range without losing firepower, but is otherwise identical to a musket. 

A character firing a carbine from the back of a mount making a double move takes only a -2 
penalty to his ranged attack rolls (instead of -4). A character firing a carbine from the back of a running 
mount takes only a -4 penalty to his attack rolls (instead of -8). See Mounted Combat in the Pathfinder 
Roleplaying Game Core Rulebook for additional information on fighting while mounted. 

Musket 

The musket is a muzzle-loaded, smooth-bore long gun that is fired from the shoulder with two hands. A 
variety of firing mechanisms can be used to ignite the gunpowder in a musket's pan, but most muskets 
are fired by flintlock or wheellock mechanisms. 
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Pistol 

The pistol is a muzzle-loaded, smooth-bore short gun that can be held and fired in one hand. A variety of 
firing mechanisms can be used to ignite the gunpowder in a pistol's pan, but most pistols are fired by 
flintlock or wheellock mechanisms. 

Pistol, Dueling 

Dueling pistols are a pair of elaborately decorated masterwork pistols, crafted from the best materials 
available. Like any other masterwork weapon, dueling pistols grant a +1 enhancement bonus on attack 
rolls. The cost listed on the Gunpowder Weapons table is for a matching set of two dueling pistols. 

Pistol, Grenade 

Resembling a snub, wide-muzzled musket, the grenade pistol is capable of loading and firing grenades 
(and similar thrown weapons, at the GM's discretion, although items in bags and flasks are destroyed 
upon being fired). A grenade pistol requires 4 ounces of gunpowder to fire. The following projectiles can 
be launched from a grenade pistol: 

Bomb: This is a round gunpowder bomb with a fuse that must be lit before it is loaded into a 
grenade pistol. Lighting a bomb is a move action, and loading it is a standard action. Depending on the 
length of the fuse, a bomb can be made to detonate in 1 to 5 rounds or upon impact if the grenade is 
launched immediately, allowing the wielder to keep the grenade pistol loaded for a few rounds before 
firing or cause the grenade to detonate several rounds after it has been launched. 

Upon expiration of the fuse, a bomb explodes, dealing 2d6 points of fire damage to all creatures 
within 5 feet. Creatures caught in the blast radius can attempt a DC 15 Reflex save to take only half 
damage. A bomb can target either a creature or a specific grid intersection and deviates if it misses, just 
as a thrown weapon does. 

Bomb Casing: Bomb casings are bombs that have had much of their gunpowder removed, 
leaving a hollow space within. This hollow is sometimes loaded with a variety of dangerous substances, 
such as acid or volatile chemicals, allowing the contents to survive being fired from the grenade pistol. 

The bomb casing must be lit before loading, just like a regular bomb, as the charge must break 
open the casing and scatter its contents. The explosion itself deals no damage. Lighting a bomb casing is 
a move action, and loading it is a standard action. Depending on the length of the fuse, a bomb casing 
can be made to detonate in 1 to 5 rounds or upon impact if the grenade is launched immediately, 
allowing the wielder to keep the grenade pistol loaded for a few rounds before firing or cause the 
grenade to detonate several rounds after it has been launched. 

Common bomb casing contents include flasks of acid or alchemist's fire, smokesticks, 
thunderstones, and tanglefoot bags. Loading any item into a bomb casing is a move action that provokes 
an attack of opportunity. Items placed inside a bomb casing are protected from the force of being 
launched from the grenade pistol, but upon detonation, the contents are dispersed just as if the item 
were thrown. See each item's individual descriptions for details. 

Some kinds of poisons can also be delivered in a bomb casing. Casings can be filled with 5 uses 
of either a contact or inhaled poison, each of which must be applied as a standard action with the 
normal chances of poisoning the character loading the casing. The poison-filled casing can then be lit 
and launched as normal. Upon detonation, the poison is scattered in a 5-foot-radius splash from the 
point it landed, exposing all creatures in the area. See each poison's individual descriptions for details. 
Because this splash is a less direct method of delivery, the DCs of Fortitude saves to resist poisons 
exploded in bomb casings are reduced by -2. Poisons delivered in a bomb casing are used up after 
detonation and do not affect creatures in subsequent rounds. 
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Canister: A canister is a light, cylindrical container that functions like a bomb casing, but 
contains no gunpowder. It can be used to store a small item such as a vial or folded-up piece of paper, 
which can then be fired from a grenade pistol and land without damage. A canister can target a creature 
or a specific grid intersection and deviates if it misses, just as a thrown weapon does. If the target is a 
creature, and has a hand free, it can attempt to catch the canister by succeeding on a DC 15 Dexterity 
check. If the target fails on the Dexterity check, the canister deviates as though it had missed. 

Pistol, Hilt 

A hilt pistol is a firearm built into nearly any other weapon. Even axes and whips have been combined 
with hilt pistols. The wielder can choose to attack with either the melee weapon or thehilt pistol. A 
wielder with multiple attacks can even make a single ranged attack with the hilt pistol as part of a full 
attack action, without suffering the penalties for fighting with two weapons. Ranged attacks made with 
the hilt pistol still provoke an attack of opportunity as normal. 

Pistol, Holdout 

The holdout pistol is a small, light, concealable pistol. They have a very limited range due to their small 
size, but characters gain a +2 bonus on Sleight of Hand checks made to conceal holdout pistols on their 
bodies (see the Sleight of Hand skill description). 

Pistol, Shield 

A shield pistol is a firearm that runs through a shield and can be readily fired by the wielder. Any shield 
except a buckler can have a pistol built into it, typically protruding directly through the center or 
through the top of the shield. A shield pistol can be used to make a ranged attack like any other pistol, 
or it can be used to increase the damage dealt by a shield bash. A shield bash made with a shield pistol 
deals pistol damage in addition to the shield bash damage with a successful attack. Damage dealt with a 
shield bash is multiplied by the shield bash's critical multiplier on a critical hit. 

Pistol, Spear 

A spear or other piercing pole-arm can have a built-in pistol just below the head or blade of the weapon. 
A spear pistol fires the first time a target is hit using the spear it is attached to, dealing pistol damage in 
addition to the damage dealt by the spear attack. A spear pistol cannot be fired as a ranged weapon 
because it does not have a normal trigger. 

Rifle 

The rifle is an improved version of a musket, with a series of grooves spiraling down the inside of the 
barrel that spin the bullet as it is fired, greatly increasing accuracy and range. They are favored by 
hunters, snipers, and scouts for this reason. 

Rocket Launcher 

The rocket launcher of a PL 3 society is little more than a reinforced and fire-proofed metal tube from 
which various kinds of rockets can be launched. Firing a rocket launcher is a full-round action that 
provokes an attack of opportunity. Three kinds of rockets are detailed below: 

Explosive: An explosive rocket contains a core of gunpowder surrounded by scrap metal. This 
rocket can target either a creature or a specific grid intersection and deviates if it misses, just as a 
thrown weapon does. On striking a target, the charge is ignited and detonates, dealing IdlO points of 
damage on a direct hit and ld4 points of damage to every creature within a 5-foot radius. 

Incendiary: An incendiary rocket is simply a container of alchemist's fire fixed to a small rocket. 
This rocket can target either a creature or a specific grid intersection and deviates if it misses, just as a 
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thrown weapon does. An incendiary rocl<et that stril<es its target is treated exactly as a thrown flasl< of 
alchemist's fire. 

Spear: A spear can be propelled with far greater power and range than even the strongest 
thrower could achieve by attaching small rockets to the front of the spear. 

Table: Progress Level 3 Gunpowder Weapons 
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handed 

Explosive Special Special - 80 feet 

Incendiary Special Special -- 80 feet 

Spear ld6 IdB X3 120 feet 

1 All weapons in this table require the Personal Firearms Proficiency feat. 

* Range increment when thrown. 



61b. 
51b. 
41b. 



Piercing 



domars 
40 domars 
30 domars 
15 domars 



AGE OF REASON GUNPOWDER WEAPON ATTACHMENTS AND MODIFICATIONS 



Bayonet, Fixed 

A fixed bayonet is a sword-like blade with an elbow bend that can be affixed to the barrel of any firearm, 
allowing the wielder to make melee attacks that deal piercing damage. The fixed bayonet cannot be 
removed, but is fashioned in such a way that it doesn't impede the loading or firing of the weapon to 
which it is affixed. A bayonet is a simple weapon. 

Bayonet, Plug 

A plug bayonet is a sword-like blade, the hilt of which can be plugged into the barrel of a firearm, 
allowing the wielder to make melee attacks that deal piercing damage. A plug bayonet can be attached 
to any firearm as a move action that does not provoke an attack of opportunity, but doing so prevents 
the loading and firing of the weapon for as long as it remains attached. A plug bayonet must be drawn 
like a weapon in addition to the move action required to affix it to a firearm. A bayonet is a simple 
weapon. 



Bayonet, Ring 

A ring bayonet is a sword-like blade with a ring that fits around the barrel of any firearm, allowing the 
wielder to make melee attacks that deal piercing damage. A ring bayonet functions exactly as a plug 
bayonet except that the firearm can still be loaded and fired, although at a -2 penalty to attack rolls. A 
bayonet is a simple weapon. 

Bayonet, Spring 

A spring bayonet is a sword-like blade attached to any firearm by a spring-loaded hinge that allows the 
wielder to keep the bayonet out of the way while loading and firing, yet quickly deploy it when needed 
in melee. A spring bayonet affixed to a firearm can be extended or retracted as a move action that does 
not provoke an attack of opportunity. Because the blade extends over the muzzle of a firearm it can still 
be fired with the bayonet extended, but at a -2 penalty to attack rolls. A bayonet is a simple weapon. 



Table: Age of Reason Gunpowder Weapon Attachments and Modifications 
Type Weight Cost 

Bayonet, fixed +2 lb. 15 domars 

Bayonet, plug 1 lb. 2 domars 

Bayonet, ring 1 lb. 2 domars 

Bayonet, spring +2 lb. +5 domars 



AGE OF REASON ARTILLERY 

Artillery weapons follow the same rules that siege engines follow (see Siege Engines on page 434 in the 
Pathfinder Roleplaying Game Core Rulebook). 



Bombard 
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A bombard is a small, rounded cannon. Construction styles vary, with some bombards being little more 
than a series of iron hoops and others ornately designed with shapes resembling dragons or other 
monsters. 

To fire a bombard, the crew chief makes a special check against DC 15 using only his base attack 
bonus. Intelligence modifier, range increment penalties, and any appropriate modifiers from the 
Catapult Attack Modifiers table on page 435 of the Pathfinder Roleplaying Game Core Rulebook. If the 
check succeeds, the cannonball hits the targeted square, dealing the indicated damage to any object or 
creature in the square. Creatures who succeed on a DC 15 Reflex save take half damage. Once a 
cannonball hits a square, subsequent shots hit the same square unless the bombard is reaimed or the 
wind changes direction or speed. Because no attack roll is made, a bombard cannot cause critical hits. 

If a bombard misses, roll ld8 to determine where it lands. This determines the misdirection of 
the shot, with 1 being back toward the bombard and 2 through 8 counting clockwise around the target 
square. Then, count 3 squares back for every range increment of the attack. 

Loading a bombard requires a series of full-round actions. A DC 15 Profession (siege engineer) 
check is required to set the fuse and then another DC 15 Profession (siege engineer) check loads the 
powder charge. Finally, a DC 10 Strength check is required to load a cannonball into the bombard. It 
takes 4 full-round actions to reaim a bombard (multiple crew members can perform these actions in the 
same round, so it would take a crew of 4 only 1 round to reaim a bombard). 

A bombard is a Large object with a 10-foot space. 

Field Gun 

A field gun is a small, quick-firing cannon made of cast bronze, lighter and more maneuverable than the 
archaic bombard. 

Firing a loaded field gun is a standard action that provokes an attack of opportunity. When fired, 
the field gun shoots a cannonball in a 500-foot-long, 5-foot-wide straight line directly in front of it, 
affecting all creatures in that line. Creatures in this line are allowed a DC 15 Reflex save to take half 
damage. Field guns do not have a standard range increment and cannot be fired farther than 500 feet. 
Because no attack roll is made, a field gun cannot cause critical hits. 

Loading a field gun requires a series of full-round actions. A DC 15 Profession (siege engineer) 
check is required to set the fuse and then another DC 15 Profession (siege engineer) check loads the 
powder charge. Finally, a DC 8 Strength check is required to load a cannonball into the field gun. It takes 
2 full-round actions to reaim a field gun (multiple crew members can perform these actions in the same 
round, so it would take a crew of 2 only 1 round to reaim a field gun). 

A field gun is a Medium object with a 5-foot space. 

Organ Gun 

The organ gun looks like a series of small cannons arranged in a horizontal row, and can be used to fire a 
barrage of cannonballs at a rapid rate. 

Firing a loaded organ gun requires a full-round action that provokes an attack of opportunity. 
When fired, the organ gun discharges a 10-foot-wide barrage in a 300-foot-long line directly in front of 
it. Creatures in this line are allowed a DC 20 Reflex save to take half damage. Organ guns do not have a 
standard range increment and cannot be fired farther than 300 feet. Because no attack roll is made, an 
organ gun cannot cause critical hits. 

Loading an organ gun requires 6 DC 10 Strength checks to load the cannonballs and a DC 20 
Profession (siege engineer) check is required to set and bind the fuses. It takes 3 full-round actions to 
reaim an organ gun (multiple crew members can perform these actions in the same round, so it would 
take a crew of 3 only 1 round to reaim an organ gun). 

An organ gun is a Large object with a 10-foot space. 
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Table: Age of Reason Artillery 

Artillery Damage Critical Range Increment Crew Cost 

Bombard 10d6 - 200 feet (100 feet minimum) 4 3,500 

domars 

Field gun 6d6 - Special 2 2,500 

domars 

Organ gun 4d6 - Special 3 3,000 

domars 



MISCELLANEOUS ITEMS FOR AGE OF REASON GUNPOWDER WEAPONS 

The following nniscellaneous items can usually be purchased wherever gunpowder weapons are sold or 
traded. 



Gunman's Bandolier 

A gunman's bandolier is a wide belt worn diagonally across the chest. It has space for 5 items about the 
size of a grenade, powderhorn, or bayonet. An item on a gunman's bandolier can be retrieved as a move 
action that does not provoke an attack of opportunity. A maximum of 2 gunman's bandoliers can be 
worn at once, but the second has space for only 4 items (a space is lost where one gunman's bandolier 
crosses over the other). A gunman's bandolier occupies the chest slot. 

Gunrest 

A gunrest resembles a slender, two-pronged pitchfork. Planting a gunrest firmly in the ground and taking 
aim requires a standard action, but the user gains a +2 circumstance bonus on attack rolls when using a 
two-handed firearm for as long as he remains stationary. Gunrests cannot be used with one-handed 
firearms or other ranged weapons. 

Powderhorn 

A powderhorn is a horn or leather flask filled with 2 pounds of gunpowder, enough to fire 32 shots from 
most firearms (at the standard rate of 1 ounce of gunpowder per shot). Drawing gunpowder from a 
powderhorn to reload a weapon is a free action. 

Powder Keg 

A powder keg is a small keg that holds 15 pounds of gunpowder, enough to fire 240 shots from most 
firearms (at the standard rate of 1 ounce of gunpowder per shot). Powder kegs are not waterproof, and 
gunpowder exposed to water cannot be used to fire ammunition. Drawing gunpowder from a powder 
keg to reload a firearm requires a move action that draws an attack of opportunity, in addition to the 
normal time required to reload the firearm. 



Table: Miscellaneous Items for Age of Reason Gunpowder Weapons 
Item Weight Cost 

Gunman's bandolier 1 lb. 2 domars 

Gunrest 5 lb. 2 domars 

Powderhiorn 2 lb. 35 domars 

Powder keg 20 lb. 250 domars 



ARTIFACTS 
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As the term is used in the Pathfinder: Gamma World Roleplaying Game, an artifact is any manufactured 
object, including armor, weapons, equipment, computers, and vehicles, of a Progress Level higher than 
PL 3. See the Identify Artifacts skill description. 

THE GADGET SYSTEM 

The gadget system is a way to customize weapons, armor, and equipment to more appropriately fit a 
given campaign or character. Since each campaign will likely use very different items based on its unique 
setting, the gadget system allows total freedom in designing specific models of equipment from the 
generic base items found throughout this chapter. 

Using the gadget system is a simple matter of mixing and matching various elements of a piece 
of gear until it fits what is needed. 

First, pick a base weapon, armor, or piece of equipment to be modified. Select a gadget for the 
appropriate type (armor gadgets for armor, and so on) that is either a universal gadget or a gadget from 
the same (or lower) Progress Level. Modify the cost of the base item according to the gadget's 
instructions, and then purchase the gadget-modified item as normal. Some gadgets have additional 
restrictions placed on them that must be considered before making the gadget modification. 

UNIVERSAL WEAPON GADGETS 

The following gadgets are universal and can apply to weapons found in any era from PL 5 up, provided 
all gadget-specific restrictions are observed. 

Alternate Weapon 

Some weapons are capable of serving multiple purposes by integrating two types of weapon into one. 
This can encompass everything from having a bayonet installed on a rifle to allowing a weapon to switch 
between two different energy types at any given time. When dealing with firearms and other ranged 
weapons, this usually involves only mixing like types; for example, energy weapons are only combined 
with energy weapons, and piercing weapons are only combined with piercing weapons. This is not a 
hard-and-fast limitation but rather a suggestion based on the logistics of designing such a weapon. 
When selecting the alternate weapon gadget, choose a second weapon. That weapon is integrated into 
the base weapon and can be used at any time. Additionally, you must choose whether or not the 
alternate weapon may be physically separated from the base weapon or not at the time of purchase. 
This gadget may be selected multiple times, each time adding a single additional weapon to the base 
model. 

Restrictions: The character must also purchase the weapon to be integrated separately from the 
primary weapon, before the gadget modification is made. 
Cost Modifier: +40%. 

Autofire Module 

Some firearms and energy weapons are capable of firing in singleshot or semiautomatic forms only. The 
autofire module gadget allows these weapons to be fired on autofire. 
Restrictions: Ranged weapon without autofire only. 
Cost Modifier: +20%. 

Autoloader Module 

Many weapons rely on box magazines or power packs to function. The autoloader gadget facilitates 
quick reloading. This may come in the form of an integrated power pack alternator, or in spring- 
mounted magazine loaders worn on the wrist of the user. Regardless of their location on the owner's 
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body or the form that the autoloader takes, a weapon with the autoloader module gadget is always 
automatically reloaded as a free action as soon as the previous magazine or power pack is expended. 
This module cannot be transferred from one weapon to another, even those of similar types, due to the 
fact that each autoloader module is keyed to the individual weapon for which it was designed. 
Restrictions: Ranged weapons using box magazines or power packs only. 
Cost Modifier: +30%. 

Booby Trapped 

Those characters with a more paranoid outlook on life may consider the booby trapped gadget for 
protecting their personal belongings. Any weapon with this gadget is designed to function properly only 
for the owner or owners of the weapon, or for a particular group of characters. If an unauthorized 
character picks up or attempts to use the weapon, a special trap is immediately triggered. After a trap is 
triggered, only an authorized user can reset the weapon to its normal state. When selecting the booby 
trap gadget, the character must designate a single person or a particular group that can use the weapon 
safely without triggering the trap. Additionally, the character must select a single trap from the list 
below. 

Barbs: The weapon rapidly projects spikes or blades from its grip, dealing ld6 points of damage to the 
user each round the weapon is held. 

Electric Shock: Power cells in the weapon's grip discharge and deal ld6 points of electricity damage to 
the user. 

Stun Bolt: A stun shock (Fortitude save DC 15) is discharged from a special nozzle built into the weapon. 

See the stun module gadget for more information on the effects of stun shocks. 

Trigger Integrated Weapon: An integrated weapon is triggered and targets the unauthorized user. This 

trap requires that the weapon make use of the alternate weapon gadget (see above) and is typically 

used to trigger an explosive device. 

Restrictions: None. 

Cost Modifier: +60%. 

Collapsible 

In situations that call for stealth and deception, it is of great value to be able to separate an item into its 
parts and transport them in their broken down state. A weapon that makes use of the collapsible gadget 
is easily disassembled and reassembled at a moment's notice. Breaking down a weapon into its 
individual parts requires a full-round action, while reassembling them in the correct order requires 
another full-round action. Obviously, the weapons must be fully assembled to be used. In its 
disassembled state, a weapon is not easily identified; a Perception check (DC 17) is required to identify a 
collapsed weapon for what it really is. 
Restrictions: None. 
Cost Modifier: +20%. 

Compact 

By eliminating wasted space and using smaller components, some engineers are capable of producing 
weapons far smaller than their standard counterparts. Any weapon that makes use of the compact 
gadget is one size smaller than normal, to a minimum size of Diminutive. 

This gadget can only be added to ranged weapons, as most melee weapons rely on size and 
mass to deliver damage. 
Restrictions: Ranged weapons only. 
Cost Modifier: +20%. 
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Expanded Magazine 

Some weapon engineers recognize that stopping to reload a weapon in combat is a dangerous and 
potentially life-threatening maneuver. Taking steps to reduce the amount of time required to keep the 
weapon full, these engineers have increased the ammunition capacity of the weapon to reduce the 
frequency with which it must be reloaded. Any weapon with the expanded magazine gadget doubles its 
normal magazine capacity. This gadget may only be taken once per weapon. 
Restrictions: Ranged weapons only. 
Cost IVIodifier: +20%. 

Genetic Tags 

Some law enforcement agencies and military units go out of their way to track the exact actions of their 
members by placing an identifying marker on any ammunition expended. This marker may come in the 
form of a serial number stamped on a weapon's casing, or may be as subtle as a chemical compound 
sprayed on the outside of the ammunition it leaves the weapon's chamber. Regardless of form, each 
round of ammunition that is fired from the weapon bears a unique tag that corresponds to the genetic 
code of the person to whom the weapon is assigned, immediately identifying the attacker to any 
forensic analysis. 

Restrictions: Ranged piercing weapons only. 
Cost IVIodifier: +20%. 

Integrated Equipment 

A particular piece of nonweapon equipment has been integrated into the weapon and can be used by 
the weapon's bearer at any time. This gadget is often used to give ranged weapons features like glow- 
lamps or flares, though it is not limited to those applications. Some weapons may use the integrated 
equipment gadget to incorporate a small computer or sensor module, reducing the amount of 
equipment the character has to carry. 

When selecting the integrated equipment gadget, choose a piece of equipment. That equipment 
is integrated into the base weapon and can be used at any time. Additionally, you must choose whether 
or not the equipment may be physically separated from the base weapon or not at the time of purchase. 
This gadget may be selected multiple times, each time adding a single additional piece of equipment to 
the base model. 

Restrictions: The character must also purchase the piece of equipment to be integrated separately from 
the weapon, before the gadget modification is made. 
Cost Modifier: +10%. 

Miniaturized 

By eliminating wasted space and using microscopic components, some engineers are capable of 
producing weapons vastly smaller than normal. Any weapon that makes use of the miniaturized gadget 
is two size categories smaller than normal, to a minimum size of Diminutive. 

A weapon to which the miniaturized gadget has been added cannot fire standard ammunition. It 
must fire appropriate ammunition modified by the miniaturized universal equipment gadget. 

This gadget can only be added to ranged weapons, as most melee weapons rely on size and 
mass to deliver damage. 
Restrictions: Ranged weapons only. 
Cost Modifier: +50%. 

Scope, Rangefinding Laser 
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One of the most valuable additions to any weapon is a scope, allowing the bearer to target opponents 
farther away than normal. What makes the rangefinding laser scope gadget so valuable is that it serves 
two purposes. First, a weapon with this gadget increases its range increment by one-half (multiply by 
1.5). Additionally, the scope also sends out an invisible laser that can determine the exact range to a 
target, and then relay that information via a computer link. If that information is relayed to another 
weapon with the rangefinding laser scope gadget targeting the same character or object, the second 
attacker gains a +1 circumstance bonus on his first attack roll against the target. This allows multiple 
characters with rangefinding laser scope gadgets to triangulate the exact position of a target and 
ensures greater accuracy. 
Restrictions: Ranged weapons only. 
Cost Modifier: +10%. 

Sensor Baffling 

From simple metal detectors to advanced x-ray scanners, there's a way to detect every weapon. As the 
technology level increases, so does the accuracy of weapons sensing devices. The ability to confuse 
these sensors can be invaluable, especially when smuggling weapons past security. Any weapon with the 
sensor baffling gadget grants a +4 bonus on any checks made to conceal the weapon from sensors or 
other detection devices. 
Restrictions: None. 
Cost IVIodifier: +20%. 

Spring-Loaded 

Some weapons are designed to be concealed from sight and then quickly drawn into the hand at a 
moment's notice. The spring-loaded gadget ensures that small weapons can remain hidden under layers 
of clothes or armor and still be called to action at any time. The bearer of a weapon with this gadget 
automatically gains the benefits of the Quick Draw feat with this weapon only, even if the weapon is 
hidden from sight on that character's person. 
Restrictions: Weapons of size Small or smaller only. 
Cost IVIodifier: +20%. 

Stun Module 

One advantage of energy weapons over their piercing and physical counterparts is that they are capable 
of altering their own output on the fly. With the stun module gadget, this means that an energy weapon 
can be used to apply nonlethal force. The stun module is an alternate firing mode; switching to or from 
stun mode is a free action (just like changing a weapon's rate of fire). Whenever a character fires a 
weapon set to stun and successfully hits the target, the target must make a Fortitude save (DC 
determined by cost of the gadget) or be stunned for ld4 rounds. 
Restrictions: Energy weapons only. 

Cost Modifier: +20% (Fort DC 12); +40% (Fort DC 15); +60% (Fort DC 18). 
Techno-Organic Makeup 

Though the technology of Earth is based on electronics and mechanics, some alien cultures may have 
developed technology based on living organisms working in harmony for an intended purpose. 
Additionally, advanced civilizations may make use of certain biological forms of technology integrated 
with their own mechanical devices to form a techno-organic hybrid capable of performing certain tasks 
with increased efficiency. 

A weapon with the techno-organic makeup gadget is composed of living tissue or a 
biological/mechanical hybrid material. Unlike normal weapons, the weapon with this gadget heals itself 
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at a rate of one hit point per hour when damaged. Additionally, weapons with this gadget are 
susceptible to diseases and poisons specifically designed to target techno-organic material. 
Restrictions: None. 
Cost IVIodifier: +20%. 

Variable Ammunition 

Firearms typically draw their ammunition from a single source and do so until they are reloaded with a 
fresh magazine. The variable ammunition gadget changes this; it allows the user to load an additional 
type of ammunition. This essentially doubles the ammunition capacity of the weapon and allows the 
user to switch between the two different types of ammunition as a free action. 

This gadget may be selected multiple times, each time adding a single additional magazine 
capacity for a different type of ammunition. 
Restrictions: Ranged piercing weapons only. 
Cost IVIodifier: +40%. 

Variable Charge 

As with the stun module gadget, the variable charge gadget takes advantage of an energy weapon's 
ability to modify the damage caused by its own shots. This gadget gives the user the ability to "power 
up" his or her shots by focusing more energy into a single blast. A weapon with the variable charge 
gadget may be primed as an attack action, increasing the damage of its next shot by +1 die. For example, 
a weapon that normally deals 2d6 points of damage deals 3d6 points of damage after being primed for 
one round. A weapon may be primed for up to three rounds. If primed for more than three rounds, it 
becomes unstable; on the fourth round the weapon must be fired or else it explodes and deals the fully 
charged damage (normal weapon damage, +4 dice) to the user. When this occurs, the weapon is 
completely destroyed. 
Restrictions: Ranged energy weapons only. 
Cost Modifier: +60%. 

Voice Recognition System 

A countermeasure commonly built into weapons is the voice recognition system gadget. It requires any 
user to speak a command word to unlock the weapon before it can be used. Some weapons couple the 
voice recognition system with the booby trap gadget to require a voice command to reset the weapon 
to its previous state. Any weapon with the voice recognition system gadget will not fire or activate 
unless the owner (or designated group) gives the command word to the weapon. 
Restrictions: None. 
Cost Modifier: +10%. 

UNIVERSAL ARMOR GADGETS 

The following gadgets are universal and can apply to armors found in any era from PL 5 up, provided all 
gadget-specific restrictions are observed. 

Environment Seal 

Since many armors are designed with a particular environment in mind, this gadget provides the wearer 
protection from harsh conditions. The environment seal gadget transforms any armor into a stable and 
insulated artificial environment. This provides the wearer with the right amount of breathable air and 
external pressure to assure comfort and survival for up to eight hours, ensuring that the armor can 
function in the extremes of the deep sea or deep space, along with any environment in between. Only 
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certain types of armor can handle this modification and those that do usually integrate a sealed helmet, 
body glove, and emergency air tanks to generate internal atmosphere. 
Restrictions: Medium, heavy, or powered armor only. 
Cost IVIodifier: +40%. 

Integrated Equipment 

A particular piece of nonweapon equipment has been integrated into the armor and can be used by the 
armor's wearer at any time. This gadget is often used to add features such as glow-lamps or duracable 
to armor, though it is not limited to those applications. Indeed, some armors are intended to make their 
wearers into independent one-person armies, and sport a dozen or more such equipment integrations. 

When selecting the integrated equipment gadget, choose a piece of equipment. That equipment 
is integrated into the base armor and can be used at any time. Additionally, you must choose whether or 
not the equipment may be physically separated from the base armor or not at the time of purchase. This 
gadget may be selected multiple times, each time adding a single additional piece of equipment to the 
base model. 

Restrictions: The character must also purchase the piece of equipment to be integrated separately from 
the armor, before the gadget modification is made. 
Cost IVIodifier: +20%. 

Integrated Weapon 

Some armors are designed with specific combat purposes in mind and build in certain weapons as 
standard equipment. Examples run from a pair of pop-out wrist blades to shoulder-mounted plasma 
cannons. Additionally, many armors link their weapons to integrated heads-up displays, turning the user 
into a walking combat machine. 

When selecting the integrated weapon gadget, choose a single weapon. That weapon is 
integrated into the base armor and can be used at any time. Additionally, you must choose whether or 
not the weapon may be physically separated from the base armor or not at the time of purchase. This 
gadget may be selected multiple times, each time adding a single additional weapon to the base armor. 
Restrictions: The character must also purchase the weapon to be integrated separately from the base 
armor, before the gadget modification is made. 
Cost Modifier: +20%. 

Storage Compartment 

A simple but often overlooked modification that can be of great benefit in almost any situation is the 
ability to store and carry small items in a safe place. The storage compartment gadget accomplishes just 
that, incorporating an empty space where other objects can be carried by the wearer with relative ease. 
Each storage compartment gadget allows the wearer to carry two items of size Small or smaller in a 
container built into the armor. This gadget may be taken multiple times, each time providing another 
compartment where small items may be carried. 
Restrictions: None. 
Cost Modifier: +10%. 

Techno-Organic Malceup 

Though the technology of Earth is based on electronics and mechanics, some alien cultures may have 
developed technology based on living organisms working in harmony for an intended purpose. 
Additionally, advanced civilizations may make use of certain biological forms of technology integrated 
with their own mechanical devices to form a techno-organic hybrid capable of performing certain tasks 
with increased efficiency. 
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An armor with the techno-organic makeup gadget is composed of living tissue or a 
biological/mechanical hybrid material. Unlike normal armors, armor with this gadget heals itself at a 
rate of one hit point per hour when damaged. Additionally, armor with this gadget is susceptible to 
diseases and poisons specifically designed to target techno-organic material. 
Restrictions: None. 
Cost Modifier: +40%. 

Ultralight Composition 

The development of new and experimental alloys constantly allows armor technology to advance to the 
point where once bulky and heavy armors become as easy to carry as lighter models. Any armor with 
the ultralight composition gadget weighs significantly less than similar pieces of armor and is more easily 
used and worn. The armor reduces its Armor Check Penalty (if any) by 1. Furthermore, the armor's 
speed limitation is increased by 5 feet (to a maximum of the user's normal speed). So, for example, an 
armor with an Armor Check Penalty of -2 and a speed limitation of 20 feet now has an Armor Check 
Penalty of -1 and a speed limitation of 25 feet. 
Restrictions: None. 
Cost Modifier: +40%. 

UNIVERSAL EQUIPMENT GADGETS 

The following gadgets are universal and can apply to equipment found in any era from PL 5 up, provided 
all gadget-specific restrictions are observed. 

Compact 

By eliminating wasted space and using smaller components, some engineers are capable of producing 
equipment far smaller than its standard counterparts. Any piece of equipment that makes use of the 
compact gadget is one size smaller than normal, to a minimum size of Diminutive. 
Restrictions: None. 
Cost Modifier: +10%. 

Miniaturized 

By eliminating wasted space and using microscopic components, some engineers are capable of 
producing equipment vastly smaller than normal. Any weapon that makes use of the miniaturized 
gadget is two size categories smaller than normal, to a minimum size of Diminutive. 
Restrictions: None. 
Cost Modifier: +30%. 

Multiple Use Item 

Similar in function to the alternate weapon gadget, the multiple use item gadget allows the character to 
integrate the function of two separate items into a single device. 

When selecting the multiple use item gadget, choose a second object. That object is integrated 
into the base object and can be used at any time. Additionally, you must choose whether or not the 
alternate object may be physically separated from the base weapon or not at the time of purchase. This 
gadget may be selected multiple times, each time adding a single additional piece of equipment to the 
base object. 

Restrictions: The character must also purchase the piece of equipment to be integrated separately from 
the armor, before the gadget modification is made. 
Cost Modifier: +10%. 
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Paint-On LCD 

One of the most revolutionary advances in computer teclinology during tiie Information Age and 
beyond is the paint-on LCD gadget. This allows almost any surface to be used as a computer display, as it 
grafts the color-changing pixels common to all display devices onto another surface. 

Any piece of equipment with the paint-on LCD gadget can be used as a display for any piece of 
computer or communications equipment. Additionally, weapons and armor may make use of the paint- 
on LCD gadget at the normal cost, but gain no special benefit from the modification other than being 
able to display data. 
Restrictions: None. 
Cost Modifier: +40%. 

Satellite Datalink 

At the dawn of the Information Age, the value of knowledge and accurate intelligence became a crucial 

aspect of warfare. The ability to connect to a global communications network was critical to the success 

of any army, as intelligence traveled at the speed of light across the globe to command centers safe 

behind defended battle lines. The satellite datalink gadget enables any piece of equipment, from 

computer to communication device to heads-up display, to connect to a global (or, if in place, galactic) 

satellite network and communicate with computer systems in far remote areas. 

Restrictions: This gadget may only be used with gear containing computerized communications 

equipment. 

Cost fVlodifier: +10%. 

Storage Compartment 

Like the gadget used for armor, the ability to store and carry small items in a safe place can sometimes 
be of critical importance. The storage compartment gadget accomplishes just that, incorporating an 
empty space where other objects can be carried with relative ease. Each storage compartment gadget 
allows the wearer to carry two items of size Small or smaller in a container built into the piece of 
equipment. This gadget may be taken multiple times, each time providing another compartment where 
small items may be carried. 
Restrictions: None. 
Cost IVIodifier: +10%. 

PROGRESS LEVEL 4 GEAR 

The Industrial Age is the earliest age in which artifacts of the ancients were crafted. Artifacts dating from 
this distant age are very rare. 

INDUSTRIAL AGE RANGED WEAPONS 

Industrial Age ranged weapons fall into three general groups: handguns, longarms, and other ranged 
weapons such as crossbows. Handguns and longarms are personal firearms. A personal firearm is any 
firearm designed to be carried and used by a single person. Characters without the Personal Firearms 
Proficiency feat take a -4 penalty on attack rolls when attacking with a personal firearm. 

RATE OF FIRE 

Some ranged weapons have a rate of fire of 1, which simply means they can be employed once per 
round and then must be reloaded or replaced. Firearms, which operate through many different forms of 
internal mechanisms, have varying rates of fire. The three possible rates of fire for handguns, longarms, 
and heavy weapons are single shot, semiautomatic, and automatic. 
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Single Shot: A weapon with the single shot rate of fire requires the user to manually operate the action 
(the mechanism that feeds and cocks the weapon) between each shot. Pump shotguns and bolt-action 
rifles are examples of firearms with single shot rates of fire. A weapon with the single shot rate of fire 
can fire only one shot per attack, even if the user has a feat or other ability that normally allow more 
than one shot per attack. 

Semiautomatic (S): Most firearms have the semiautomatic rate of fire. These firearms feed and cock 
themselves with each shot. A semiautomatic weapon fires one shot per attack (effectively acting as a 
single shot weapon), but some feats allow characters armed with semiautomatic weapons to fire shots 
in rapid successions, getting in more than one shot per attack. 

Automatic (A): Automatic weapons fire a burst or stream of shots with a single squeeze of the trigger. 
Only weapons with the automatic rate of fire can be set on autofire or be used with feats that take 
advantage of automatic fire. 

Magazine: The weapon's magazine capacity and type are given in this column. The amount of 
ammunition a weapon carries, and hence how many shots it can fire before needing to be reloaded, is 
determined by its magazine capacity. How the firearm is reloaded depends upon its magazine type. The 
number in this entry is the magazine's capacity in shots; the word that follows the number indicates the 
magazine type: box, cylinder, or internal. A fourth type, linked, has an unlimited capacity; for this reason 
the entry does not also have a number. Weapons with a dash in this column have no magazines; they 
are generally thrown weapons, or weapons (such as bows) that are loaded as part of the firing process. 
Box: A box magazine is any type of magazine that can be removed and reloaded separately from the 
weapon. 

Cylinder: A revolver keeps its ammunition in a cylinder, which is part of the weapon and serves as the 
firing chamber for each round as well. Unlike box magazines, cylinders can't be removed, and they must 
be reloaded by hand. However, most revolvers can be used with a speed loader. Using a speed loader is 
much like inserting a box magazine into a weapon. Without a speed loader, a firearm with a cylinder 
magazine must be loaded by hand. 

Internal: Some weapons keep their ammunition in an internal space, which must be loaded by hand. 
This is the case with most shotguns, as well as some rifles. 

Linl<ecl: Some machine guns use linked ammunition. The bullets are chained together with small metal 
clips, forming a belt. Typically, a belt holds 50 bullets; any number of belts can be clipped together. In 
military units, as the gunner fires, an assistant clips new ammunition belts together, keeping the 
weapon fed. 

Size: Size defines whether the weapon is a light, one-handed, or two-handed weapon. 
Weight: This column gives the weapon's weight when fully loaded. 

Cost: This is the cost of the weapon in domars. This number reflects the base price in a PL 3 society. 
RELOADING INDUSTRIAL AGE FIREARMS 

Reloading a firearm with an already filled box magazine or speed loader is a move action that provokes 
an attack of opportunity. Refilling a box magazine or a speed loader, or reloading a revolver without a 
speed loader or any weapon with an internal magazine, is a full-round action that provokes an attack of 
opportunity. 

Loading a belt of linked ammunition is a full-round action. Linking two belts together is a move 

action. 
HANDGUNS 

A handgun is a personal firearm that can be used one-handed without penalty. This includes all pistols 
and some submachine guns and shotguns. All handguns require the Personal Firearms Proficiency feat. 
Using a handgun without this feat imposes a -4 penalty on attack rolls. 
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Handguns can be broken down into three smaller groups: autoloaders, revolvers, and machine 

pistols. 

Autoloaders (sometimes called "automatics") feature removable box magazines, and some 
models hold quite a lot of ammunition. They work by using the energy of a shot fired to throw back a 
slide, eject the shot's shell casing, and scoop the next round into the chamber. They are more complex 
than revolvers, but nevertheless have become increasingly popular in the modern age. 

Revolvers are relatively simple firearms that store several rounds (usually six) in a revolving 
cylinder. As the trigger is pulled, the cylinder revolves to bring the next bullet in line with the barrel. 

Machine pistols are automatic weapons small enough to be fired with one hand. Some are 
autoloader pistols modified to fire a burst of bullets in a single pull of the trigger, while others are 
modified submachine guns, cut down in size and weight to allow one-handed use. 

Ranged weapons that use box magazines come with one full magazine. 

Beretta 92f 

The standard service pistol of the United States military and many American law enforcement agencies. 
Beretta 93R 

This close relative of the Beretta 92F looks like a large autoloader but can fire on automatic. It sports a 
fold-down grip in front of the trigger guard, an extendable steel shoulder stock that is attached to the 
butt of the pistol, and an extended magazine. 

This weapon features a three-round burst setting. When used with the Burst Fire feat, it fires 
only three bullets instead of five and can be used with only three bullets in the weapon. This setting 
does not grant the ability to make burst fire attacks without the Burst Fire feat; if a character uses the 
setting without the feat, he or she makes a normal attack, and the extra two bullets are wasted. 

Colt Double Eagle 

Based on the M1911 mechanism, this pistol is an updated civilian version that fires a 10mm round. 
Colt M1911 

This .45 semiautomatic pistol was used by the United States military for decades until it was recently 
replaced by the Beretta 92F. Manufactured at three locations in the United States alone, the M1911 can 
be found all over the world, and is still in use in several other military forces. 

Colt Python 

The Python has a well-deserved reputation for accuracy. Due to its high quality of manufacture, the Colt 
Python is always considered a masterwork weapon. As such, it grants a +1 bonus on attack rolls. 

Derringer 

This pistol breaks open at the breech like a double-barreled shotgun. The two-shot weapon has one 
barrel atop the other and is barely 5 inches long, making it easy to conceal. 

Desert Eagle 

Manufactured by Israeli Military Industries, the Desert Eagle is the king of large-frame, heavy-caliber 
autoloaders. The version on Table: Ranged Weapons fires the massive .50 Action Express round. The 
Desert Eagle also comes in .357 Magnum and .44 Magnum models. 

Clock 17 

The Clock is typical of 9mm self-loading pistols carried by many police officers and military personnel. 
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Due to its high quality of manufacture, the Glock 17 is always considered a masterwork weapon. As 
such, it grants a +1 bonus on attack rolls. 

Glock 20 

This slightly larger version of the Glock 17 is chambered for the slightly more powerful 10mm round. 
Due to its high quality of manufacture, the Glock 20 is always considered a masterwork weapon. As 
such, it grants a +1 bonus on attack rolls. 

MAC Ingram MID 

No longer in production, about 10,000 of these small submachine guns were made and supplied to 
United States police forces, the U.S. Army, Cuba, and Peru. Light pressure on the trigger produces single 
shots, while increased pressure brings automatic fire. 

The MIO accepts a suppressor without modification. 

Pathfinder 

The Pathfinder is a high-quality weapon used as a concealed backup weapon by police officers or for 
personal defense. The Pathfinder is typical of a number of short-barreled (3 inches) small-caliber 
revolvers. 

Ruger Service-Six 

This revolver, designed specifically for police use, fires the .38 Special round. It was very popular with 
United States police forces prior to the increasing use of autoloaders in recent decades, and is still in 
service with many police forces today. 

S&W M29 

The Smith & Wesson Model 29 .44 Magnum revolver fires one of the most powerful pistol cartridges in 
the world. The M29 is known for its deafening sound, bright muzzle flash, and powerful recoil. 

SITES M9 Resolver 

The compact SITES weapon is very narrow, making it easy to conceal. 
Skorpion 

The CZ61 Skorpion is a Czech machine pistol seen increasingly in the West since the collapse of the 
Soviet Union. Originally intended for military vehicle crews who don't have space for an unwieldy 
longarm, it was widely distributed to Communist countries and in central Africa, and can now be found 
anywhere in the world. 

TEC-9 

The Intratec TEC-9 is an inexpensive machine pistol popular with criminals because it can be modified 
(Craft [mechanical] check DC 15) to fire on automatic. The pistol only works on semiautomatic fire or, if 
modified, only on automatic. Once modified to fire on automatic, the TEC-9 cannot be changed back to 
semiautomatic. 

Walther PPK 

The PPK is a small, simple, and reliable autoloader with a design that dates back to the 1930s. It remains 
in widespread service among European police, military, and government agencies. 

LONGARMS 
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Longarms are personal firearms that require two hands to be fired without penalty. This group includes 
hunting and sniping rifles, assault rifles, shotguns, and most submachine guns. 

The basic longarm is the rifle, a group that includes both hunting rifles and sniper rifles. Most 
rifles are autoloaders, and they function internally in a manner very similar to autoloader pistols. Some 
models are operated manually, however, with the user having to work a bolt or lever between each 
shot. Assault rifles are rifles designed for military use and feature automatic as well as semiautomatic 
fire. 

Shotguns are large-bore weapons that primarily fire shells full of small projectiles. They tend to 
be powerful, but only at short range. Reduce shotgun damage by 1 point for every range increment of 
the attack. 

Submachine guns are relatively compact longarms that generally fire pistol ammunition. They 
can fire on automatic. 

All longarms are covered by the Personal Firearms Proficiency feat. 

Longarms are not well suited to close combat. A character takes a -4 penalty on the attack roll 
when firing at an adjacent target. 

AKM/AK-47 

This assault rifle of the old Soviet Union is one of the most popular firearms in the world, having found 
common use in scores of bush wars and insurrections— on all sides of such conflicts. The AKM is a 
slightly more modern version of the AK-47, but functions essentially the same. 

Barrett Light Fifty 

The heavy but rugged Light Fifty is an incredibly powerful weapon for its size. Although it's a sniper rifle, 
it fires a .50-caliber machine gun bullet, a round much more powerful than any other rifle ammunition. 

Beretta MSP 

Designed for police and security work, the MSP can fire either single shots or on semiautomatic. The 
MSP comes equipped with a tubular steel stock that folds over the top of the weapon to form a carrying 
handle, and its ammunition feeds from a box magazine— an uncommon feature in a shotgun. 

Browning BPS 

This heavy longarm fires the largest shotgun round available, the 10-gauge shell. 
HKGS 

The GS fires the powerful 7.62mm cartridge, a round used in many light machine guns but increasingly 
uncommon in assault rifles. At one time, over sixty of the world's armies used this rifle. 

HKIVIP5 

The Heckler & Koch MPS family of weapons is among the most recognizable in the world. Many different 
designs exist; dexscribed here is the most basic model. 

Due to its high quality of manufacture, the MPS is always considered a masterwork weapon. As 
such, it grants a +1 bonus on attack rolls. 

This weapon features a three-round burst setting. When used with the Burst Fire feat, it fires 
only three bullets instead of five and can be used with only three bullets in the weapon. This setting 
does not grant the ability to make burst fire attacks without the Burst Fire feat; if a character uses the 
setting without the feat, he or she makes a normal attack, and the extra two bullets are wasted. 

HKIVIP5K 
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A radically shortened version of the MPS, this weapon is optimized to be concealable. The steps taken to 
reduce the weapon's size and weight negate the benefits of the parent weapon's extraordinary quality, 
and as a result the MP5K is not a masterwork weapon. 

Although it comes with a 15-round magazine, the MP5K can also accept the same 30-round 
magazine as the MPS (use of the larger magazine increases the weapon's size to two-handed, though). 

This weapon features a three-round burst setting. When used with the Burst Fire feat, it fires 
only three bullets instead of five and can be used with only three bullets in the weapon. This setting 
does not grant the ability to make burst fire attacks without the Burst Fire feat; if a character uses the 
setting without the feat, he or she makes a normal attack, and the extra two bullets are wasted. 

HK PSGl 

This high-precision sniper rifle, based on the design of the HK G3, has a fully adjustable trigger and stock 
for individual users. The PSGl comes with a standard scope. 

Due to its high quality of manufacture, the PSGl is always considered a masterwork weapon. As 
such, it grants a +1 bonus on attack rolls. 

M16A2 

Typical of the assault rifles used by militaries around the world, the Colt M16A2 is the current service 
rifle of the United States military, and is common with other armies and in the civilian world. 

This weapon features a three-round burst setting. When used with the Burst Fire feat, it fires 
only three bullets instead of five and can be used with only three bullets in the weapon. This setting 
does not grant the ability to make burst fire attacks without the Burst Fire feat; if a character uses the 
setting without the feat, he or she makes a normal attack, and the extra two bullets are wasted. 

M4 Carbine 

This is a cut-down version of the Colt M16A2, shortened by about a third by means of a telescoping 
stock and a shorter barrel. 

Mossberg 

The Mossberg Model SOO ATP6C is a pump-action shotgun designed for military and police work. 
Remington 700 

A bolt-action rifle with a reputation for accuracy, the Remington 700 has been popular with hunters and 
target shooters since its introduction in the 1940s. 

Sawed-Off Shotgun 

This is a 12-gauge, double-barreled shotgun with the stock and barrels sawed short. All that's left of the 
stock is a pistol grip, and the barrels are roughly 12 inches long. Sawed-off shotguns are generally illegal; 
most are homemade by cutting down a standard shotgun. 

If this weapon is fully-loaded, a character can fire both barrels at once. The character receives a 
-2 penalty on the attack but deals +1 die of damage with a successful hit. Attacking this way uses both 
shotgun shells. 

Steyr AUG 

An unusual and exotic-looking weapon, the bullpup AUG is the standard rifle of the Austrian and 
Australian armies. Its completely ambidextrous components make it equally convenient for left- and 
right-handed users, and it features a built-in optical sight. 
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This weapon features a three-round burst setting. When used with the Burst Fire feat, it fires 
only three bullets instead of five and can be used with only three bullets in the weapon. This setting 
does not grant the ability to make burst fire attacks without the Burst Fire feat; if a character uses the 
setting without the feat, he or she makes a normal attack, and the extra two bullets are wasted. 

Uzi 

Designed in the 1950s for the Israeli army, the Uzi has become the most popular submachine gun in the 
world. It features a collapsible stock, making it extremely compact. 

Winchester 94 

The Winchester Model 94 Big Bore is a lever-action rifle typical of big-bore hunting rifles found around 
the world. 

HEAVY WEAPONS 

The weapons covered in this section fall under the Exotic Firearms Proficiency feat. Someone who 
wields a heavy weapon without the appropriate proficiency takes a -4 penalty on all attack rolls with the 
weapon. 

M-60 

Introduced in the Vietnam War era, this medium machine gun is still in widespread use with the U.S. 
military and that of several other armies. 

When mounted on a tripod, vehicle, or other stable location, the M-60 is treated as a Medium 
two-handed weapon. If not mounted, it is a Large two-handed weapon. 

M2HB 

This heavy-duty .50-caliber machine gun has been in service since World War II, and remains a very 
common vehicle-mounted military weapon around the world. The Exotic Firearms Proficiency (heavy 
machine guns) feat applies to this weapon. 

When mounted on a tripod, vehicle, or other stable location, the M2HB is treated as a Medium 
two-handed weapon. If not mounted, it is a Huge two-handed weapon. 

M72A3 LAW 

The LAW (light antitank weapon) is a disposable, one-shot rocket launcher. It comes as a short, 
telescoped fiberglass and aluminum tube. Before using the weapon, the firer must first arm and extend 
the tube, which is a move action. 

When the LAW hits its target, it explodes like a grenade or other explosive, dealing its 10d6 
points of damage to all creatures within a 10-foot radius (Reflex save DC 18 for half damage). Because its 
explosive features a shaped charge designed to penetrate the armor of military vehicles, the LAW 
ignores up to 10 points of hardness if it strikes a vehicle, building, or object. However, this only applies 
to the target struck, not to other objects within the burst radius. 

The M72 has a minimum range of 30 feet. If fired against a target closer than 30 feet away, it 
does not arm and will not explode. 

The Exotic Firearms Proficiency (rocket launchers) feat applies to this weapon. 

M79 

This simple weapon is a single-shot grenade launcher. It fires 40mm grenades (see under Grenades and 
Explosives, below). These grenades look like huge bullets an inch and a half across; they can't be used as 
hand grenades, and the M79 can't shoot hand grenades. 
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Attacking with an IV179 is identical to throwing an explosive: you make a ranged attack against a 
specific 5-foot square (instead of targeting a person or creature). The differences between using the 
M79 and throwing an explosive lie in the range of the weapon (which far exceeds the distance a hand 
grenade can be thrown) and the fact that the M79 requires a weapon proficiency to operate without 
penalty. 

The Exotic Firearms Proficiency (grenade launchers) feat applies to this weapon. 
SIMPLE RANGED WEAPONS 

Ranged weapons that are not firearms include the following. 
Flamethrower 

A flamethrower consists of a pressurized backpack containing fuel, connected to a tube with a nozzle. It 
shoots a 5-foot-wide, 30-foot-long line of flame that deals 3d6 points of fire damage to all creatures and 
objects in its path. No attack roll is necessary, and thus no feat is needed to operate the weapon 
effectively. Any creature caught in the line of flame can make a Reflex save (DC 15) to take half damage. 
Creatures with cover get a bonus on their Reflex save. 

A flamethrower's backpack has hardness 5 and 5 hit points. When worn, the backpack has an 
Armor Class equal to 9 + the wearer's Dexterity modifier + the wearer's deflection and additional dodge 
modifiers (if any). A backpack reduced to 0 hit points ruptures and explodes, dealing 6d6 points of fire 
damage to the wearer (no save allowed) and 3d6 points of splash damage to creatures and objects in 
adjacent 5-foot squares (Reflex save, DC 15, for half damage). 

Any creature or flammable object that takes damage from a flamethrower catches on fire, 
taking ld6 points of fire damage each subsequent round until the flames are extinguished. A fire 
engulfing a single creature or object can be doused or smothered as a full-round action. Discharging a 
fire extinguisher is a move action and instantly smothers flames in a 10-foot-by-lO-foot area. 

A flamethrower can shoot 10 times before the fuel supply is depleted. Refilling or replacing a 
fuel pack costs 300 domars. 

Pepper Spray 

A chemical irritant that can temporarily blind a target, pepper spray comes in a single-shot container. To 
use it, make a ranged touch attack against the target. The target must make a Fortitude saving throw 
(DC 15) or be blinded for ld4 rounds. Pepper spray is limited to 5 range increments. 

Taser 

A taser uses springs or compressed air to fire a pair of darts at a target. On impact, the darts release a 
powerful electrical current. On a successful hit, the darts deal ld4 points of electricity damage and the 
target must make a Fortitude saving throw (DC 15) or be paralyzed for ld6 rounds. Reloading a taser is a 
full-round action that provokes attacks of opportunity. 
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Piercing 


70 feet 


S, A 


30 box 


handed 


10 lb. 


domars 


Barrett Light Fifty 














Two- 




2,300 


(.50 sniper rifle) 


2d 12 


20 


Piercing 


120 feet 


S 


11 box 


handed 


351b. 


domars 


Beretta M3P 














Two- 




900 


(12-gauge shotgun) 


2d8 


20 


Piercing 


30 feet 


S 


5 box 


handed 


91b. 


domars 


Browning BPS 














Two- 




1,100 


(10-gauge shotgun) 


2d 10 


20 


Piercing 


30 feet 


S 


5 internal 


handed 


11 lb. 


domars 


HKG3 




















(7.62mm assault 














Two- 




1,600 


rifle) 


2d 10 


20 


Piercing 


90 feet 


S, A 


20 box 


handed 


11 lb. 


domars 


HKMP5 




















(9mm submachine 














Two- 




1,500 


gun)' 


2d6 


20 


Piercing 


50 feet 


S, A 


30 box 


handed 


7 1b. 


domars 


HKMP5K 


2d6 


20 


Piercing 


40 feet 


S, A 


15 box 


One- 


51b. 


900 
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(9mm submachine 
gun) 



handed 



domars 



HK PSGl 



(7.62mm sniper 














Two- 




1,600 


rifle)' 


2d 10 


20 


Piercing 


90 feet 


S 


5 box 


handed 


161b. 


domars 


IVI16A2 




















(5.56mm assault 














Two- 




1,500 


rifle) 


2d8 


20 


Piercing 


80 feet 


S, A 


30 box 


handed 


81b. 


domars 


M4 Carbine 




















(5.56mm assault 














Two- 




1,300 


rifle) 


2d8 


20 


Piercing 


60 feet 


S, A 


30 box 


handed 


71b. 


domars 


Mossberg 














Two- 




950 


(12-gauge shotgun) 


2d8 


20 


Piercing 


30 feet 


S 


6 internal 


handed 


71b. 


domars 


Remington 700 




















(7.62mm hunting 














Two- 




1,300 


rifle) 


2dl0 


20 


Piercing 


80 feet 


Single 


5 internal 


handed 


8 lb. 


domars 


Sawed-off shotgun 














One- 




900 


(12-gauge shotgun) 


2d8 


20 


Piercing 


10 feet 


S 


2 internal 


handed 


41b. 


domars 


SteyrAUG 




















(5.56mm assault 














Two- 




1,500 


rifle) 


2d8 


20 


Piercing 


80 feet 


S, A 


30 box 


handed 


91b. 


domars 


Uzi 




















(9mm submachine 














Two- 




1,100 


gun) 


2d6 


20 


Piercing 


40 feet 


S, A 


20 box 


handed 


81b. 


domars 


Winchester 94 














Two- 




1,500 


(.444 hunting rifle) 


2d 10 


20 


Piercing 


90 feet 


S 


6 internal 


handed 


71b. 


domars 


Heavy Weapons^ 


M-60 














Large* 






(medium machine 














two- 




1,300 


gun) 


2d8 


20 


Piercing 


100 feet 


A 


Linked 


handed 


22 1b. 


domars 


M2HB 














Huge* 






(heavy machine 














two- 




2,300 


gun) 


2dl2 


20 


Piercing 


110 feet 


A 


Linked 


handed 


751b. 


domars 


M72A3 LAW 














Two- 




3,300 


(rocket launcher) 


10d6* 






150 feet 


1 


1 internal 


handed 


51b. 


domars 


M79 














Two- 




2,300 


(grenade launcher) 


Varies^ 






70 feet 


1 


1 internal 


handed 


71b. 


domars 


Ranged Simple 




















Weapons 
































10 


Two- 




2,300 


Flamethrower^ 


3d6 




Fire 




1 


internal 


handed 


50 lb. 


domars 


Pepper spray 


Special^ 




Special^ 


5 feet 


1 


1 internal 


Light 


1/2 lb. 


40 domars 








Elect ricit 












370 


laser 


ld4^ 




y 


5 feet 


1 


1 internal 


Light 


2 1b. 


domars 



1 All weapons in this table require the Personal Firearms Proficiency feat. 

2 All weapons in this table require a specific Exotic Firearms Proficiency feat. 

3 This masterwork weapon grants a +1 enhancement bonus on attack rolls. 

4 This weapon is treated as a Medium two-handed weapon when mounted on a tripod or vehicle. 

5 This weapon does special damage. See the weapon description. 

6 See the description of this weapon for special rules. 
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AMMUNITION 

Ammunition for firearms and other ranged weapons is covered on Table: Ammunition. 



Table: Ammunition 



Ammunition Type (Quantity) 


Cost 


5.56mm (20) 


4 domars 


7.62mm (20) 


4 domars 


7.62mmR (20) 


4 domars 


.444 caliber (20) 


6 domars 


.50 caliber (20) 


6 domars 


9mm (50) 


5 domars 


10mm (50) 


5 domars 


.22 caliber (50) 


4 domars 


.32 caliber (50) 


5 domars 


.38 special (50) 


5 domars 


.357 caliber (50) 


5 domars 


.44 caliber (50) 


5 domars 


.45 caliber (50) 


5 domars 


.50AE caliber (50) 


6 domars 


10-gauge buckshot (10) 


5 domars 


12-gauge buckshot (10) 


4 domars 



5.56mm, 7.62mm, 7.62mmR, .444, .50 

These calibers of ammunition are generally used in rifles, assault rifles, or machine guns, and are sold in 
boxes of 20 bullets each. The 7.62mmR is used in the AKM and other ex-Soviet weapon types, and is not 
compatible with the larger 7.62mm cartridge. The .50 caliber is a huge cartridge generally fired from 
heavy machine guns, but also adapted to a few models of powerful sniper rifles. 

9mm, 10mm, .22, .32, .38 S, .357, .44, .45, .50AE 

These calibers are generally used in pistols or submachine guns, and are sold in boxes of 50 bullets each. 
The .50AE pistol round is not compatible with the much larger .50 rifle-caliber cartridge (see above). 

10-gauge Buckshot, 12-gauge Buckshot 

Shotgun cartridges, also known as buckshot, are sold in boxes often. 
AMMUNITION WEIGHT 

To determine how much a loaded magazine weighs, look it up on the table, rounding the number of 

rounds in the magazine up. 

Shotgun shells are a little heavier; use the weight value for one damage step higher. 



Table: Weight per Number of Rounds 



Damage 


10 


20 


30 


40 


50 


100 


2d4 


0.51b 


0.51b 


0.51b 


0.51b 


l.Olb 


1.51b 


2d6 


0.51b 


0.51b 


0.51b 


l.Olb 


l.Olb 


2.01b 


2d8 


0.51b 


0.51b 


0.51b 


l.Olb 


l.Olb 


2.01b 


2d 10 


0.51b 


l.Olb 


l.Olb 


1.51b 


1.51b 


3.01b 


2dl2 


l.Olb 


2.01b 


3.01b 


4.01b 


5.01b 


lO.OIb 



INDUSTRIAL AGE EXPLOSIVES AND SPLASH WEAPONS 

These weapons explode or burst, dealing damage to creatures or objects within an area. 
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Explosives can be thrown or set off in place, depending on the type of explosive device. 
Dynamite and hand grenades are examples of these weapons. 

All explosives must be detonated. Some, such as grenades, include built-in detonators. (Pulling 
the pin on a grenade is a free action.) Others require timers or other devices to set them off. Detonators 
are covered in Weapon Accessories. 

A splash weapon is a projectile that bursts on impact, spewing its contents over an area and 
damaging any creature or object within that area. Generally, creatures directly hit by splash weapons 
take the most damage, while those nearby take less damage. Splash weapons usually must be thrown to 
have effect. 

Explosives and splash weapons require no feat to use with proficiency unless they are fired or 
propelled from some sort of launcher or other device, in which case the appropriate Weapon Proficiency 
feat for the launcher is necessary to avoid the -4 nonproficient penalty. 

Explosives and Splash Weapons Table 

Explosives and splash weapons are described by a number of statistics, as shown on Table: Explosives 
and Splash Weapons. 

Damage/Direct Hit Damage: The primary damage dealt by the weapon. For explosives, the Damage 
column shows the damage dealt to all creatures within the explosive's burst radius. For splash weapons, 
the Direct Hit Damage column is used for a target directly struck by the weapon. 
Burst Radius/Splash Damage: For explosives, the burst radius is the area affected by the explosive. All 
creatures or objects within the burst radius take damage from the explosive. 

For splash weapons, all creatures within 5 feet of the weapon's impact point take splash damage 
equal to the amount shown in this column. 

Damage Type: Damage from explosives and splash weapons is classified according to type: energy (of a 
specific type) or slashing. Some creatures or characters may be resistant or immune to some forms of 
damage. 

Critical: The threat range for a critical hit. If the threat is confirmed, a weapon deals double damage on a 
critical hit (roll damage twice, as if hitting the target two times). 

Reflex DC: Any creature caught within the burst radius of an explosive may make a Reflex save against 
the DC given in this column for half damage. 

Range Increment: If the weapon can be thrown, its range increment is shown in this column. Explosives 
with no range increment must be set in place before being detonated. (See the Demolitions skill) 
Size: Size category defines whether the weapon is a light, one-handed, or two-handed weapon. 
Weight: This column gives the weapon's weight. 

Cost: This is the cost of the weapon in domars. This number reflects the base price in a PL 3 society. 

Table: Progress Level 4 Explosives and Splash Weapons 

Damage Burst Reflex Range 
Weapon Damage Critical Type Radius DC Increment Size Weight Cost 



Grenades and 
Explosives 



40mm 


3d6 


— Slashing 


10 ft. 


15 




Light 


lib. 


200 


fragmentation 
















domars 


grenade 


















C4/Semtex 


4d6 


— Concussion 


10 ft. 


18 




Light 


lib. 


300 

domars 


Det cord 


2d6 


— Fire 


See text 


12 




One- 
handed 


2 1b. 


90 
domars 


Dynamite 


2d6 


— Concussion 


5 ft. 


15 


10 ft. 


Light 


lib. 


140 
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domars 



Fragmentation 


4d6 


— 


Slashing 


20 ft. 


15 


10 ft. 


Light 


lib. 


350 


grenade 


















domars 


Smoke 


— 


— 


— 


See text 


— 


10 ft. 


Light 


2 1b. 


150 


grenade 


















domars 


Tear gas 


See text 


— 


— 


See text 


— 


10 ft. 


Light 


2 1b. 


250 


grenade 


















domars 


Thermite 


6d6 


— 


Fire 


5 ft. 


12 


10 ft. 


Light 


2 1b. 


600 


grenade 


















domars 


White 


2d6 


— 


Fire 


20 ft. 


12 


10 ft. 


Light 


2 1b. 


100 


phosphorus 


















domars 


grenade 




















Splash 




















Weapons 






















Direct 


Splash 


Critical^ 


Damage 


Reflex 


Range 










Hit 


Damage 




Type 


DC 


Increment 








Weapon 


Damage 












Size 


Weight 


Cost 


Acid, mild 


ld6 


1 


20 


Acid 




10 ft. 


Light 


lib. 


10 
domars 


IVIolotov 


ld6 


1 


20 


Fire 




10 ft. 


Light 


lib. 


10 


cocktail^ 


















domars 



1 This weapon cannot be purchased as an item; the cost given is for the weapon's components. 

2 Threat range applies to direct hits only; splash damage does not threaten a critical hit. 



GRENADES AND EXPLOSIVES 

Many explosives require detonators, which are described in Weapon Accessories. 
40mm Fragmentation Grenade 

This small explosive device must be fired from a 40mm grenade launcher, such as the M79. It sprays 
shrapnel in all directions when it explodes. 

The 40mm fragmentation grenade has a minimum range of 40 feet. If fired against a target 
closer than 40 feet away, it does not arm and will not explode. 

The cost given is for a box of 6 grenades. 

C4/Semtex 

So-called "plastic" explosives resemble slabs of wax. Hard and translucent when cold, these explosives 
warm up when kneaded, and then can be coaxed to take various shapes. The information on the table 
represents a 1-pound block. Additional blocks can be wired together, increasing the damage and burst 
radius; each additional block increases the damage by +2d6 and the burst radius by 2.5 feet, and 
requires a Demolitions check (DC 15) to link them. 

Although the damage statistics on the table represent a 1-pound block, C4 is sold in 4-block 
packages. The cost given represents a package of 4 blocks. 

C4/Semtex requires a detonator to set off. It is considered to be a moderate explosive for the 
purpose of using a Craft (chemical) check to manufacture it. 

Det Cord 

Det cord is an explosive in a ropelike form. Technically, det cord doesn't explode— but it burns so fast 
(4,000 yards per second) that it might as well be exploding. Normally used to string multiple explosive 
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charges together for simultaneous detonation (allowing a single detonator to set them all off), det cord 
can also be looped around a tree or post or other object to cut it neatly in half. 

The information on the table represents a 50-foot length. A length of det cord can be spread out 
to pass through up to ten 5-foot squares. When this is the case, it deals the indicated damage to all 
creatures in each 5-foot square through which it passes. 

It can also be doubled up; for each additional 5 feet of cord within a single 5-foot square, 
increase the damage by +ld6 to a maximum increase of +4d6. 

Det cord requires a detonator to set it off. It is considered to be a simple explosive for the 
purpose of using a Craft (chemical) check to manufacture it. 

Dynamite 

Perhaps one of the most common and straightforward explosives, dynamite is very stable under normal 
conditions. A stick of dynamite requires a fuse or detonator to set it off. Additional sticks can be set off 
at the same time if they are within the burst radius of the first stick, increasing the damage and burst 
radius of the explosion. Each additional stick increases the damage by +ld6 (maximum 10d6) and the 
burst radius by 5 feet (maximum 20 feet). 

It's possible to wire together several sticks of dynamite for even greater explosive effect. Doing 
so requires a Demolitions check (DC 10 + 1 per stick). If the character succeeds on the check, the 
damage or the burst radius of the explosion increases by 50% (the character's choice). 

Dynamite is sold in boxes of 12 sticks. It is considered to be a simple explosive for the purpose of 
using a Craft (chemical) check to manufacture it. 

To set off dynamite using a fuse, the fuse must first be lit, requiring a move action (and a lighter 
or other source of flame). The amount of time until the dynamite explodes depends on the length of the 
fuse— a fuse can be cut short enough for the dynamite to detonate in the same round (allowing it to be 
used much like a grenade), or long enough to take several minutes to detonate. Cutting the fuse to the 
appropriate length requires a move action. 

Fragmentation Grenade 

The most common military grenade, this is a small explosive device that sprays shrapnel in all directions 
when it explodes. 

The cost given is for a box of 6 grenades. 

Smol<e Grenade 

Military and police forces use these weapons to create temporary concealment. On the round when it is 
thrown, a smoke grenade fills the four squares around it with smoke. On the following round, it fills all 
squares within 10 feet, and on the third round it fills all squares within 15 feet. The smoke obscures all 
sight, including the darkvision ability granted by night vision goggles. Any creature within the area has 
total concealment (attacks suffer a 50% miss chance, and the attacker can't use sight to locate the 
target). It disperses after 10 rounds, though a moderate wind (11+ mph) disperses the smoke in 4 
rounds and a strong wind (21+ mph) disperses it in 1 round. Smoke grenades are available in several 
colors, including white, red, yellow, green, and purple. As such, they can be used as signal devices. 
The cost given is for a box of 6 grenades. 

Tear Gas Grenade 

Military and police forces use these weapons to disperse crowds and smoke out hostage takers. On the 
round that it is thrown, a tear gas grenade fills a 5-foot radius with a cloud of irritant that causes eyes to 
fill with tears. On the following round, it fills a 10-foot radius, and on the third round it fills a 15-foot 
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radius. It disperses after 10 rounds, though a moderate wind (11+ mph) disperses the smoke in 4 rounds 
and a strong wind (21+ mph) disperses it in 1 round. 

A character caught in a cloud of tear gas must make a Fortitude save (DC 15) or be sickened. 
This effect lasts as long as the character is in the cloud and for ld6 rounds after he or she leaves the 
cloud. Those who succeed at their saves but remain in the cloud must continue to save each round. A 
gas mask renders the target immune to the effects. A wet cloth held over the eyes, nose, and mouth 
provides a +2 bonus on the Fortitude save. 

The cost given is for a box of 6 grenades. 

Thermite Grenade 

Thermite does not technically explode. Instead, it creates intense heat meant to burn or melt through 
an object upon which the grenade is set. Military forces use thermite grenades to quickly destroy key 
pieces of equipment. 

The cost given is for a box of 6 grenades. 

White Phosphorus Grenade 

White phosphorus grenades use an explosive charge to distribute burning phosphorus across the burst 
radius. Any target that takes damage from a White Phosphorus grenade is dealt an additional ld6 points 
of fire damage in the following round and risks catching on fire. 

In addition, a WP grenade creates a cloud of smoke. Treat a white phosphorus grenade as a 
smoke grenade (see above), except that it only fills squares within 5 feet of the explosion point. 

The cost given is for a box of 6 grenades. 

SPLASH WEAPONS 

Many splash weapons, such as Molotov cocktails, are essentially homemade devices (improvised 
explosives). The cost given in Table: Explosives and Splash Weapons reflects the typical cost of the 
necessary components. See the Craft (chemical) skill for details on making improvised explosives. 

Acid, Mild 

A character can throw a flask of acid as a grenadelike weapon. A flask is made of ceramic, metal, or glass 
(depending on the substance it has to hold), with a tight stopper, and holds about 1 pint of liquid. This 
entry represents any mild caustic substance. Acid may be purchased in many places, including hardware 
stores. 

Molotov Cocktail 

A Molotov cocktail is a flask containing a flammable liquid, plugged with a rag. A Molotov cocktail is 
easily made by hand (Craft [chemical] check DC 10 or Intelligence check DC 15). The cost given is for the 
components. To use it, the rag must first be lit, requiring a move action (and a lighter or other source of 
flame). The cocktail detonates in 2 rounds or on impact with a solid object, whichever comes first. A 
target that takes a direct hit is dealt an additional ld6 points of fire damage in the following round and 
risks catching on fire. 

INDUSTRIAL AGE MELEE WEAPONS 

Melee weapons are used in close combat, and they are generally among the simplest types of weapons. 
The feat that provides proficiency with these weapons varies from weapon to weapon; some are 
considered simple weapons (covered by the Simple Weapons Proficiency feat); others are martial 
(Martial Weapons Proficiency) or exotic (Exotic Melee Weapon Proficiency). 
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A character's Strength modifier is always added to a melee weapon's attack roll and damage 

roll. 

MELEE WEAPONS TABLE 

Melee weapons are described by a number of statistics, as shown on Table: Melee Weapons. 
Damage: The damage the weapon deals on a successful hit. 

Critical: The threat range for a critical hit. If the threat is confirmed, a weapon deals double damage on a 
critical hit (roll damage twice, as if hitting the target two times). 

Damage Type: Melee weapon damage is classified according to type: bludgeoning (weapons with a 
blunt striking surface), energy (of a specific type), piercing (weapons with a sharp point), and slashing 
(weapons with an edged blade). Some creatures or characters may be resistant or immune to some 
forms of damage. 

Range Increment: Melee weapons that are designed to be thrown can be used to make ranged attacks. 
As such, they have a range increment just as other ranged weapons do— but the maximum range for a 
thrown weapon is five range increments instead of ten. 

Any attack at less than the given range increment is not penalized for range. However, each full 
range increment causes a cumulative -2 penalty on the attack roll. 
Size: Size defines whether the weapon is a light, one-handed, or two-handed weapon. 
Weight: This column gives the weapon's weight. 

Cost: This is the cost of the weapon in domars. This number reflects the base price in a PL 3 society. 
SIMPLE MELEE WEAPONS 

Generally inexpensive and light in weight, simple weapons get the job done nevertheless. 
Brass Knuckles 

These pieces of molded metal fit over the outside of a character's fingers and allow him or her to deal 
lethal damage with an unarmed strike instead of nonlethal damage. A strike with brass knuckles is 
otherwise considered an unarmed attack. 

When used by a character with the Improved Unarmed Strike feat or the unarmed strike class 
feature, brass knuckles increase the base damage dealt by an unarmed strike by +1 and turn the damage 
into lethal damage. 

The cost and weight given are for a single item. 

Metal Baton 

This weapon can be collapsed to reduce its size and increase its concealability. A collapsed baton is Small 
and can't be used as a weapon. Extending or collapsing the baton is a free action. 

Pistol Whip 

Using a pistol as a melee weapon can deal greater damage than attacking unarmed. No weight or cost is 
given for this weapon, since both vary depending on the pistol used. 

Rifle Butt 

The butt of a rifle can be used as an impromptu club. 
Stun Gun 

Although the name suggests a ranged weapon, a stun gun requires physical contact to affect its target. 
(The taser is a ranged weapon with a similar effect.) On a successful hit, the stun gun deals ld3 points of 
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electricity damage,(do not add the character's Str bonus) and the target must make a Fortitude saving 
throw (DC 15) or be paralyzed for ld6 rounds. 

MARTIAL MELEE WEAPONS 

Most of these weapons deal damage by means of a blade or a sharp point, and require more training to 
use proficiently than do simple weapons. 

Bayonet (Fixed) 

The statistics given describe a bayonet fixed at the end of a longarm with an appropriate mount. With 
the bayonet fixed, the longarm becomes a double weapon— clublike at one end and spearlike at the 
other. A character can fight with it as if fighting with two weapons, but if the character does so, he or 
she incurs all the normal attack penalties associated with fighting with two weapons, as if using a one- 
handed weapon and a light weapon. 

Hatchet 

This light axe is a chopping tool that deals slashing damage when employed as a weapon. 
Machete 

This long-bladed tool looks much like a short, lightweight sword. 
Straight Razor 

Favored by old-school organized crime "mechanics," this item can still be found in some barbershops 
and shaving kits. 

Sword Cane 

This is a lightweight, concealed sword that hides its blade in the shaft of a walking stick or umbrella. 
Because of this special construction, a sword cane is always considered to be concealed; it is noticed 
only with a Spot check (DC 18). (The walking stick or umbrella is not concealed, only the blade within.) 

EXOTIC MELEE WEAPONS 

Most exotic weapons are either atypical in form or improved variations of other melee weapons. 
Because each exotic weapon is unique in how it is manipulated and employed, a separate Exotic Melee 
Weapon Proficiency feat is required for each one in order to avoid the -4 nonproficient penalty. 

Chain Saw 

Military and police units use powered saws to cut through fences and open doors rapidly. They are 
sometimes pressed into service as weapons, often by people who watch too many movies. 



Table: Melee Weapons 



Weapon 


Damage 


Critical 


Damage Type 


Range 
Increment 


Size 


Weight 


Cost 


Simple Weapons (require the Simple Weapons Proficiency feat) 


Brass knuckles 


+1 


20 


Bludgeoning 




Tiny 


lib. 


4 domars 


Metal baton 


ld6 


19-20 


Bludgeoning 




IVIed 


2 1b. 


7 domars 


Pistol whip 


ld4 


20 


Bludgeoning 




Small 






Rifle butt 


ld6 


20 


Bludgeoning 




Large 






Stun gun^ 


Ids 


20 


Electricity 




Tiny 


lib. 


360 



domars 
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Martial Weapons (require the Martial Weapons Proficiency feat) 



Bayonet 


Id4/ld6 


20 


Piercing/Bludgeoning 




Large 


lib. 


4 domars 


(fixed)' 
















Hatchet 


ld6 


20 


Slashing 


10 ft. 


Small 


4 1b. 


6 domars 


Machete 


ld6 


19-20 


Slashing 




Small 


2 lb. 


10 domars 


Straight razor 


ld4 


19-20 


Slashing 




Tiny 


1/2 lb. 


2 domars 


Sword cane' 


ld6 


18-20 


Piercing 




Med 


31b. 


25 domars 


Exotic Melee Weapons (each requires a specific Exotic Melee Weapon Proficiency feat) 


Chain saw 


3d6 


20 


Slashing 




Large 


10 lb. 


150 

domars 



1 See the description of this weapon for special rules. 



INDUSTRIAL AGE ARMOR 

Body armor connes in a variety of shapes and sizes, providing varying degrees of coverage and varying 
heaviness of materials. 

Three feats cover proficiency in the use of armor: Armor Proficiency (light). Armor Proficiency 
(medium), and Armor Proficiency (heavy). 

ARMOR TABLE 

Armor is described by a number of statistics, as shown on Table: Armor. 

Type: Industrial Age armor comes in three types: impromptu, concealable, and tactical. 

Impromptu armor includes items that provide protection even though they weren't designed for 
that purpose, such as leather biker's jackets and football pads. 

Concealable armor is modern body armor designed to fit underneath regular clothing. It can be 
worn for extended periods of time without fatiguing the wearer. 

Tactical armor is modern body armor that fits over clothing and can't be easily concealed. Its 
weight and bulk make it impractical to wear all the time, and it's generally only donned when a specific 
dangerous confrontation is likely. Because it's worn over clothing in tactical situations, tactical armor 
often has pockets, clips, and velcro attachment points for carrying weapons, grenades, ammunition, 
flashlights, first aid kits, and other items. 

Armor Bonus: The protective value of the armor. This bonus adds to the wearer's Armor Class. 
Maximum Dex Bonus: This number is the maximum Dexterity bonus to Armor Class that this type of 
armor allows. Heavier armor limits mobility, reducing a character's ability to avoid attacks. 

Even if a character's Dexterity bonus drops to +0 because of armor, the character is not 
considered to have lost his or her Dexterity bonus. 

Armor Check Penalty: The heavier or bulkier the armor, the more it affects certain skills. This penalty 
applies to all Dexterity- and Strength-based skills. 

Speed (30 ft.): Medium and heavy armor slows a character down. The number in this column is the 
character's speed while in armor, assuming his or her base speed is 30 feet (the normal speed for most 
human beings). 

Weight: This column gives the armor's weight. 

Cost: This is the cost of the armor. This number reflects the base price in a PL 3 society. 
LIGHT ARMOR 

For the character who doesn't want to be bogged down by more cumbersome armor types, a leather 
garment or some sort of concealable armor is just the ticket. 

Leather Jacket 
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This armor is represented by a heavy leather bil<er's jacl<et. A number of other impromptu armors, such 
as a football pads and a baseball catcher's pads, offer similar protection and game statistics. 

Light Undercover Shirt 

Designed for deep undercover work in which it's critical that the wearer not appear to be armed or 
armored, this garment consists of a T-shirt with a band of light protective material sewn in around the 
lower torso. 

Pull-Up Pouch Vest 

This garment, consisting of a torso apron of light protective material held up by a loop around the neck, 
can be stored in an innocuous fanny pack. Deploying the apron is a move action. This garment provides 
no armor bonus (and has no armor check penalty or maximum Dexterity bonus) when undeployed. 

Undercover Vest 

Covering a larger area of the torso, this vest provides better protection than the light undercover shirt— 
but it's also more easily noticed. It's best used when the armor should remain unseen but the wearer 
doesn't expect to face much scrutiny, granting a +2 bonus on Perception checks to notice the armor. 

MEDIUM ARMOR 

Most medium armor is not terribly heavy, but nonetheless provides a significant amount of protection— 
at the expense of some speed. 

Concealable Vest 

Standard issue in many police forces, this vest provides maximum protection in a garment that can be 
worn all day long under regular clothing. While it may go unnoticed by a quick glance, it is usually visible 
to anyone looking closely for it, granting a +4 bonus on Perception checks to notice the armor. 

Light-Duty Vest 

A lightweight tactical vest designed for extended use by riot police and forces on alert for potential 
attack, this armor sacrifices a degree of protection for a modicum of comfort— at least compared to 
other tactical body armors. 

Tactical Vest 

The standard body armor for police tactical units, this vest provides full-torso protection in the toughest 
flexible protective materials available. 

HEAVY ARMOR 

For the best protection money can buy, go with heavy armor, but watch out for the armor penalty. 
Special Response Vest 

Built like the tactical vest, but incorporating groin and neck protection as well as a ceramic plate over 
the chest, this armor provides additional protection in battles against heavily armed opponents. 

Forced Entry Unit 

The most powerful protection available is built into this suit, which consists of a heavy torso jacket with 
ceramic plates over the chest and back, neck and groin guards, arm protection, and a helmet. Heavy and 
cumbersome, this armor is generally only donned by tactical officers heading into a dangerous assault. 
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Table: Industrial Age Armor 



Armor 



Armor 


Type 


Armor 
Bonus 


Maximum 
Dex Bonus 


Check 
Penalty 


Speed 
(30 ft.) 


Weight 


Cost 


Light Armor 


Leather jacket 


Impromptu 


+1 


+8 


-0 


30 


41b. 


5 domars 


Light undercover shirt 


Concealable 


+2 


+7 


-0 


30 


2 1b. 


10 domars 


Pull-up pouch vest 


Concealable 


+2 


+6 


-1 


30 


2 1b. 


8 domars 


Undercover vest 


Concealable 


+3 


+5 


-2 


30 


31b. 


15 domars 


Medium Armor 


Concealable vest 


Concealable 


+4 


+4 


-3 


20 


41b. 


20 domars 


Light-duty vest 


Tactical 


+5 


+3 


-4 


20 


81b. 


50 domars 


Tactical vest 


Tactical 


+6 


+2 


-5 


20 


10 lb. 


150 
domars 


Heavy Armor 


Special response vest 


Tactical 


+7 


+1 


-6 


20 


151b. 


250 
domars 


Forced entry unit 


Tactical 


+9 


+0 


-8 


20 


201b. 


1,200 
domars 



INDUSTRIAL AGE EQUIPMENT 

The following equipnnent is available at PL 4 and later. 

BAGS AND BOXES 

With the wide variety of equipment available to nnodern adventurers, it's often critical to have 
something to store the equipment in or carry it around in. 

Aluminum Travel Case 

A travel case is a reinforced metal box with foam inserts. Wing-style clamps keep it from opening 
accidentally. 

Briefcase 

A briefcase can carry up to 5 pounds worth of gear. A briefcase can be locked, but its cheap lock is not 
very secure (Disable Device DC 20; break DC 10). 

Contractor's Field Bag 

A combination tool bag and notebook computer case, this has pockets for tools, pens, notepads, and cell 
phones. It even has a clear plastic flap for maps or plans. Made of durable fabric, it holds 10 pounds 
worth of equipment and comes with a shoulder strap. 

Day Pack 

This is a small backpack, the sort often used by students to carry their books around, or by outdoor 
enthusiasts on short hikes. It holds 8 pounds of gear and fits comfortably over one or both shoulders. 

Handbag 

Handbags provide another way to carry 2 pounds of equipment. 
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Range Pack 

This lightweight blacl< bag has a spacious inner compartment capable of holding roughly 8 pounds of 
gear and can hold an additional 4 pounds in six zippered external compartments. The larger version 
holds 12 pounds of equipment in the internal compartment and another 6 pounds in the zippered 
external pouches. A range pack easily holds several pistols and a submachine gun, and the larger version 
can hold disassembled rifles. 

Patrol Box 

Originally developed for use by police officers, this portable file cabinet has found favor with traveling 
salespeople. This hard-sided briefcase takes up the passenger seat of an automobile and provides easy 
access to files, storage for a laptop computer, and a writing surface. It holds 5 pounds worth of 
equipment and has an average lock (Disable Device DC 25; break DC 15). 

COMPUTERS AND CONSUMER EQUIPMENT 

Rules for operating computers appear under the Computer Use skill. 

Camera 

Still cameras let a character capture a record of what he or she has seen. 

35mm: The best choice for the professional photographer, this camera can accept different lenses and 
takes the highest-quality picture. A camera is needed to use the photography aspect of the Craft [visual 
art] skill. The film used in a camera must be developed. (Most societies of Gamma Terra lack the 
necessary knowledge or darkrooms to develop film.) 

Digital: A digital camera uses no film; instead, its pictures are simply downloaded to a computer as 
image files. No film developing is necessary. 

Disposable: A 35mm camera with film built in can be purchased from vending machines, tourist traps, 
drugstores, and hundreds of other places. Once the film is used, the entire camera is turned in to have 
the film developed. 

F/7m;The medium upon which photographs are stored, film comes in a variety of sizes and speeds. The 
cost listed is the cost of a roll of 24 exposures of high-speed (ASA 400) film. 

Computer 

Whether a desktop or notebook model, a computer includes a keyboard, a mouse, a monitor, speakers, 
a CD-ROM drive, a dial-up modem, and the latest processor. A character needs a computer to make 
Computer Use checks. 

Desktop: Bulky but powerful, these machines are common on desks everywhere. 

Notebook: Slim, lightweight, and portable, notebook computers have most of the functions available on 

desktop computers. 

Upgrade: A character can upgrade a desktop or notebook computer's processor to provide a +1 
circumstance bonus on Computer Use checks. Increase the cost of a desktop by +10% or a notebook by 
+20% to purchase an upgrade. 

Digital Audio Recorder 

These tiny recorders (about the size of a deck of playing cards) can record up to eight hours of audio and 
can be connected to a computer to download the digital recording. Digital audio recorders don't have 
extremely sensitive microphones; they only pick up sounds within 10 feet. 

PDA 
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Personal data assistants are handy tools for storing data. They can be linked to a notebook or desktop 
computer to move files back and forth, but can't be used for Computer Use checks. 

Portable Video Camera 

Portable video cameras use some format of videotape to record activity. The tape can be played back 
through a VCR or via the camera eyepiece. 

Printer 

The color Inkjet printer described here is suited for creating hard copies of text and image files from 
computers. 

Scanner 

A color flatbed scanner allows the user to transfer images and documents from hard copy into a 
computer in digital form. 

Wall<ie-Tall<ie 

This hand-held radio transceiver communicates with any similar device operating on the same frequency 
and within range. 

Basic: This dime-store variety has only a few channels. Anyone else using a similar walkie-talkie within 
range can listen in on the character's conversations. It has a range of 2 miles. 

Professional: This high-end civilian model allows a character to program in twenty different frequencies 
from thousands of choices— making it likely that the character can find a frequency that's not being 
used by anyone else within range. The device can be used with or without a voice-activated headset 
(included). It has a range of 15 miles. 

SURVEILLANCE GEAR 

Keeping an eye on suspects or tracking the moves of potential enemies is a crucial part of the modern 
adventurer's job. 

Metal Detector 

This handheld device provides a +10 circumstance bonus on all Perception checks involving metal 
objects. 

Night Vision Goggles 

Night vision goggles use passive light gathering to improve vision in near-dark conditions. They grant the 
user darkvision (range 120 ft.)— but because of the restricted field of view and lack of depth perception 
these goggles provide, they impose a -4 penalty on all Perception checks made by someone wearing 
them. 

Night vision goggles must have at least a little light to operate. A cloudy night provides sufficient 
ambient light, but a pitch-black cave or a sealed room doesn't. For situations of total darkness, the 
goggles come with an infrared illuminator that, when switched on, operates like a standard flashlight 
whose light is visible only to the wearer (or anyone else wearing night vision goggles). Night vision 
goggles occupy the eyes slot. 

PROFESSIONAL EQUIPMENT 

This category covers a wide variety of specialized equipment used by professionals in adventure-related 
fields. 
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Some objects contain the tools necessary to use certain skills optimally. Without the use of 
these items, often referred to as kits, skill checks made with these skills are at a -4 penalty. Skills and 
the kits they are associated with are listed below. See the descriptions of the kits for additional details. 

Note that kits should be restocked periodically (cost one-half of original cost). 

Note that some skills, by their nature, require a piece of equipment to utilize. 
Skill Associated Item 



Climb 


Climbing gear 


Craft [chemical] 


Chemical kit 


Craft (electronic) 


Electrical tool kit 


Craft [mechanical] 


Mechanical tool kit 


Craft [pharmaceutical] 


Pharmacist kit 


Craft [structural] 


Mechanical tool kit 


Demolitions 


Demolitions kit 


Disable Device 


Car opening kit 


Electrical tool kit 


Lockpick set 


Lock release gun 


Disguise 


Disguise kit 


Heal 


First aid kit 


Medical kit 


Surgery kit 


Perform (keyboards) 


Instrument, keyboard 


Perform (percussion) 


Instrument, percussion 


Perform (stringed) 


Instrument, stringed 


Perform (wind) 


Instrument, wind 



Bolt Cutter 

An exceptionally heavy wire cutter, a bolt cutter can snip through padlocks or chain-link fences. Using a 
bolt cutter requires a Strength check (DC 10). 

Caltrops 

See page 155 in the Pathfinder Roleplaying Game Core Rulebook. See the avoid hazard stunt for the 
effect of caltrops on vehicles, in the Vehicle chapter. 

Car Opening Kit 

This set of odd-shaped flat metal bars can be slipped into the window seam of a car door to trip the lock. 
The DC of a Disable Device check to accomplish this varies with the quality of the lock; see the skill 
description. 

Chemical Kit 

A portable laboratory for use with the Craft [chemical] skill, a chemical kit includes the tools and 
components necessary for mixing and analyzing acids, bases, explosives, toxic gases, and other chemical 
compounds. 

Demolitions Kit 

This kit contains everything needed to use the Demolitions skill to set detonators, wire explosive 
devices, and disarm explosive devices. Detonators must be purchased separately. 
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Disguise Kit 

This kit contains everything needed to use the Disguise sl<ill, including mal<eup, brushes, mirrors, wigs, 
and other accoutrements. It doesn't contain clothing or uniforms, however. 

Duct Tape 

The usefulness of duct tape is limited only by a character's imagination. Duct tape can support up to 200 
pounds indefinitely, or up to 300 pounds for ld6 rounds. Characters bound with duct tape must make a 
Strength or Escape Artist check (DC 20) to free themselves. 
A roll provides 70 feet of tape, 2 inches wide. 

Electrical Tool Kit 

This collection of hand tools and small parts typically includes a variety of pliers, drivers, cutting devices, 
fasteners, power tools, and leads and wires. 

Basic: This small kit allows a character to make Craft [electronics] checks to repair electrical or electronic 
devices without penalty. 

Deluxe: This kit consists of a number of specialized diagnostic and repair tools as well as thousands of 
spare parts. It grants a +2 circumstance bonus on Craft (electronic) made to repair electrical or 
electronic devices and allows a character to make Craft (electronic) checks without penalty. 

Evidence Kits 

Law enforcement agencies around the world use generally the same tools to gather evidence. Having an 
evidence kit does not grant access to a law enforcement agency's crime lab; it merely assists in the 
proper gathering and storing of evidence for use by such a lab. Without an evidence kit, a character 
receives a -4 penalty on Perception checks made to collect evidence. 

Basic: A basic evidence kit includes clean containers, labels, gloves, tweezers, swabs, and other items to 
gather bits of physical evidence and prevent them from becoming contaminated. 
Deluxe: A deluxe kit includes all the materials in a basic kit, plus supplies for analyzing narcotic 
substances at the scene and for gathering more esoteric forms of physical evidence such as casts and 
molds of footprints or vehicle tracks, as well as chemical residues and organic fluids. It also contains the 
necessary dusts, sprays, brushes, adhesives, and cards to gather fingerprints. It grants a +2 circumstance 
bonus on Perception checks under appropriate circumstances (whenever the GM rules that the 
equipment in the kit can be of use in the current situation). 

Using a deluxe kit to analyze a possible narcotic substance or basic chemical requires a Craft 
[chemical] check (DC 15). In this case, the +2 circumstance bonus does not apply. 

Fal<e ID 

Purchasing a falsified driver's license from a black market source can produce mixed results, depending 
on the skill of the forger. Typically, a forger has 1 to 4 ranks in the Craft [visual arts] skill, with a +1 ability 
modifier. When a character purchases a fake ID, the GM secretly makes a Craft [visual arts] check for the 
forger, which serves as the DC for the opposed check when someone inspects the fake ID. The cost of a 
fake ID is 120 domars + 10 domars for each of the forger's ranks in the Craft [visual arts] skill. 

First Aid Kit 

Available at most drugstores and camping supply stores, this kit contains enough supplies (and simple 
instructions for their use) to treat an injury before transporting the injured person to a medical 
professional. A first aid kit can be used to help a dazed, unconscious, or stunned character by making a 
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Heal check (DC 15). A first aid l<it can be used only once. Skill checks made without using a first aid kit 
incur a -4 penalty. 

Forgery Kit 

This kit contains everything needed to use the Craft [visual arts] skill to prepare forged items. Depending 
on the item to be forged, a character might need legal documents or other items not included in the kit. 

Handcuffs 

Handcuffs are restraints designed to lock two limbs— normally the wrists— of a prisoner together. They 
fit any Medium or Small human or other creature that has an appropriate body structure. 
Steel: These heavy-duty cuffs have hardness 10, 10 hit points, a break DC of 30, and require a Disable 
Device check (DC 25) or Escape Artist check (DC 35) to remove without the key. 

Z/p- 7/e; These are single-use disposable handcuffs, much like heavy-duty cable ties. They have hardness 
0, 4 hit points, and a break DC of 25. They can only be removed by cutting them off (Disable Device and 
Escape Artist checks automatically fail). 

Instrument, Keyboard 

A portable keyboard, necessary in order to use the Perform [keyboard instrument] skill. 
Instrument, Percussion 

A set of drums, necessary in order to use the Perform [percussion instrument] skill. 
Instrument, Stringed 

An electric guitar, necessary in order to use the Perform [stringed instrument] skill. 
Instrument, Wind 

A flute, necessary in order to use the Perform [wind instrument] skill. 
Lockpick Set 

A lockpick set includes picks and tension bars for opening locks operated by standard keys. A lockpick set 
allows a character to make Disable Device checks to open mechanical locks (deadbolts, keyed entry 
locks, and so forth) without penalty. 

Lock Release Gun 

This small, pistollike device automatically disables cheap and average mechanical locks operated by 
standard keys (no Disable Device check necessary). 

Mechanical Tool Kit 

This collection of hand tools and small parts typically includes a variety of pliers, drivers, cutting devices, 
fasteners, and even power tools. 

Basic: This kit, which fits in a portable toolbox, allows a character to make Craft [mechanical] checks to 
repair mechanical devices without penalty. 

Deluxe: This kit fills a good-sized shop cabinet. It includes a broad variety of specialized hand tools and a 
selection of high-quality power tools. It grants a +2 circumstance bonus on Craft [mechanical] checks to 
repair mechanical devices and allows a character to make Craft [mechanical] or Craft [structural] checks 
without penalty. 

Medical Kit 
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About the size of a large tackle box, this is the sort of kit commonly carried by military medics and 
civilian EMTs. It contains a wide variety of medical supplies and equipment. A medical kit can be used to 
treat a dazed, unconscious, or stunned character, to provide long-term care, to restore hit points, to 
treat a diseased or poisoned character, or to stabilize a dying character (see the Heal skill). Skill checks 
made without a medical kit incur a -4 penalty. 

Multipurpose Tool 

This device contains several different screwdrivers, a knife blade or two, can opener, bottle opener, file, 
short ruler, scissors, tweezers, and wire cutters. The whole thing unfolds into a handy pair of pliers. A 
multipurpose tool can lessen the penalty for making Craft [mechanical], Craft [electronic], or Craft 
[structural] checks without appropriate tools to -2 instead of the normal -4. The tool is useful for 
certain tasks, as determined by the GM, but may not be useful in all situations. 

Pharmacist Kit 

A portable pharmacy for use with the Craft [pharmaceutical] skill, a pharmacist kit includes everything 
needed to prepare, preserve, compound, analyze, and dispense medicinal drugs. 

Search-and-Rescue Kit 

This waist pack contains a first aid kit, a compass, waterproof matches, a lightweight "space" blanket, a 
standard flashlight, 50 feet of durable nylon rope, two smoke grenades, and one signal flare. 

Spike Strip 

This device is designed to help the police end car chases. The strip comes rolled in a spool about the size 
of a small suitcase. Deploy it by rolling it across a roadway, where it lies like a flat, segmented belt. (The 
user can roll it out onto the road without entering the lane of traffic.) Until the strip is activated, the 
spikes do not protrude, and cars can pass safely over it. When the user activates it (via a control device 
attached to the end of the strip by a 10-foot-long cord), the spikes extend. 

Each time a creature moves through a square containing an activated spike strip at any rate 
greater than half speed, or each round a creature spends fighting in such an area, the square is treated 
exactly as a square with caltrops in it (see page 155 in the Pathfinder Roleplaying Game Core Rulebook), 
except as noted here. The strip deals 2 points of damage on a successful hit, and the injury reduces foot 
speed to half normal (a successful Heal check, DC 15, or one day's rest removes this penalty). Wheeled 
vehicles passing over the strip are automatically hit— although vehicles equipped with puncture- 
resistant tires are not affected. 

Surgery Kit 

About the size of a small backpack, this kit contains the instruments needed for rudimentary emergency 
field surgery. A surgery kit is used when performing surgery (see the Heal skill). A character performing 
surgery without a surgery kit takes a -4 penalty on the Heal check. (This penalty is in addition to the -4 
penalty that applies if the character does not have the Surgery feat.) 

SURVIVAL GEAR 

Survival gear helps characters keep themselves alive in the great outdoors. 
Backpack 

This is a good-sized backpack, made of tough water-resistant material. It has one or two central sections, 
as well as several exterior pockets and straps for attaching tents, bedrolls, or other gear. It can carry up 
to 60 pounds of gear. 
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A backpack gives a character a +1 circumstance bonus to Strength for the purpose of 
determining carrying capacity, and occupies the shoulders slot. 

Binoculars 

Binoculars are useful for watching opponents, wild game, and sporting events from a long distance. 
Standard: Standard binoculars reduce the range penalty for Perception checks to -1 for every 50 feet 
(instead of-1 for every 10 feet). Using binoculars for Perception checks takes five times as long as 
making the check unaided. 

Rangefinding: In addition to the benefit of standard binoculars, rangefinding binoculars include a digital 
readout that indicates the exact distance to the object on which they are focused. 
Electro-Optical: Electro-optical binoculars function the same as standard binoculars in normal light. In 
darkness, however, users looking through them see as if they had the darkvision ability granted by night 
vision goggles. 

Chemical Light Stick 

This disposable plastic stick, when activated, uses a chemical reaction to create light for 6 hours. It 
illuminates an area only 5 feet in radius. Once activated, it can't be turned off or reused. The listed cost 
is for a pack of 5 sticks. 

Climbing Gear 

All of the tools and equipment that climbing enthusiasts use to make climbing easier and, in some cases, 
possible, including ropes, pulleys, helmet and pads, gloves, spikes, chocks, ascenders, pitons, a handax, 
and a harness. It takes 10 minutes to remove the gear from its pack and outfit it for use. This gear grants 
a +2 circumstance bonus on Climb checks. 

Compass 

A compass relies on the Earth's magnetic field to determine the direction of magnetic north. A compass 
grants its user a +2 circumstance bonus on Survival checks made to navigate. 

Fire Extinguisher 

This portable apparatus uses a chemical spray to extinguish small fires. The typical fire extinguisher 
ejects enough extinguishing chemicals to put out a fire in a 10-foot-by-lO-foot area as a move action. It 
contains enough material for two such uses. 

Flash Goggles 

These eye coverings provide total protection against blinding light. They occupy the eyes slot. 
Flashlight 

Flashlights come in a wide variety of sizes and quality levels. Those covered here are professional, 
heavy-duty models, rugged enough to withstand the rigors of modern adventuring. Flashlights negate 
penalties for darkness within their illuminated areas. 

Penlight: This small flashlight can be carried on a key ring. It projects a beam of light 10 feet long and 5 
feet wide at its end. 

Standard: This heavy metal flashlight projects a beam 30 feet long and 15 feet across at its end. 
Battery Flood: Practically a handheld spotlight, this item projects a bright beam 100 feet long and 50 
feet across at its end. 

Gas Mask 
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This apparatus covers the face and connects to a chemical air filter canister to protect the lungs and 
eyes from toxic gases. It provides total protection from eye and lung irritants, including inhaled poisons. 
The filter canister lasts for 12 hours of use. Changing a filter is a move action. The cost for a canister is 40 
domars. A gas mask occupies the head slot. 

Mesh Vest 

This is a lightweight vest with a series of pockets for items such as a compass, spare ammunition 
magazines, pressure bandages, and a radio, along with loops for attaching grenades, knives, or tools. It 
can hold up to 40 pounds of equipment. 

A mesh vest provides a +2 circumstance bonus to Strength for the purpose of determining 
carrying capacity. It occupies the chest slot. 

Portable Stove 

This small stove works on kerosene or white gasoline, and can easily be broken down and carried for 
backpacking. 

Rope 

Climbing rope can support up to 1,000 pounds. 
Sleeping Bag 

This lightweight sleeping bag rolls up compactly. It can keep a character warm even in severe weather 
and can also double as a stretcher in an emergency. 

Tent 

A tent keeps a character warm and dry in severe weather, providing a +2 circumstance bonus on 
Fortitude saves against the effects of cold weather. 

Trail Rations 

Trail rations come in a number of commercial options. They all provide the necessary energy and 
nutrition for survival. The cost given is for a case of 12 meals. 

WEAPON ACCESSORIES 

As if modern weapons weren't dangerous enough, a number of accessories can increase their utility or 
efficiency. 

Box Magazine 

For weapons that use box magazines, a character can purchase extras. Loading these extra magazines 
ahead of time and keeping them in a handy place makes it easy to reload a weapon in combat. 

Detonator 

A detonator activates an explosive, causing it to explode. The device consists of an electrically activated 
blasting cap and some sort of device that delivers the electrical charge to set off the blasting cap. 
Connecting a detonator to an explosive requires a Demolitions check (DC 15). Failure means that the 
explosive fails to go off as planned. Failure by 10 or more means the explosive goes off as the detonator 
is being installed. 

Blasting Cap: This is a detonator without a built-in controller. It can be wired into any electrical device, 
such as a light switch or a car's ignition switch, with a Demolitions check (DC 10). When the electrical 
device is activated, the detonator goes off. 
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Radio Control: This device consists of two parts: the detonator itself and the activation device. The 
activation device is an electronic item about the size of a deck of cards, with an antenna, a safety, and 
an activation switch. When the switch is toggled, the activation device sends a signal to the detonator by 
radio, setting it off. It has a range of 500 feet. 

Timed: This is an electronic timer connected to the detonator. Like an alarm clock, it can be set to go off 
at a particular time. 

Wired: This is the simplest form of detonator. The blasting cap connects by a wire to an activation 
device, usually a small pistol-grip device that the user squeezes. The detonator comes with 100 feet of 
wire, but longer lengths can be spliced in with a Demolitions check (DC 10). 

Holster 

Holsters are generally available for all light and one-handed firearms. 

Hip: This holster holds the weapon in an easily accessed— and easily seen— location. 

Concealed Carry: A concealed carry holster is designed to help keep a weapon out of sight. In most 

cases, this is a shoulder holster (the weapon fits under the wearer's armpit, presumably beneath a 

jacket). Light weapons can be carried in waistband holsters (often placed inside the wearer's waistband 

against his or her back) and in ankle or boot holsters. 

Illuminator 

An illuminator is a small flashlight that mounts to a firearm, freeing up one of the user's hands. It 
functions as a standard flashlight. 

Laser Sight 

This small laser mounts on a firearm, and projects a tiny red dot on the weapon's target. A laser sight 
grants a +1 circumstance bonus on all attack rolls made against targets no farther than 30 feet away. 
However, a laser sight can't be used outdoors during the daytime. 

Scope 

A scope is a sighting device that makes it easier to hit targets at long range. However, although a scope 
magnifies the image of the target, it has a very limited field of view, making it difficult to use. 
Standard: A standard scope increases the range increment for a ranged weapon by one-half (multiply by 
1.5). However, to use a scope a character must spend an attack action acquiring his or her target. If the 
character changes targets or otherwise lose sight of the target, he or she must reacquire the target to 
gain the benefit of the scope. 

Electro-Optical: An electro-optical scope functions the same as a standard scope in normal light. In 
darkness, however, the user sees through it as if he or she had the darkvision ability granted by night 
vision goggles. 

Speed Loader 

A speed loader holds a number of bullets in a ring, in a position that mirrors the chambers in a revolver 
cylinder. Using a speed loader saves time in reloading a revolver, since a character can insert all the 
bullets at once. 

Suppressor 

A suppressor fits on the end of a firearm, capturing the gases traveling at supersonic speed that propel a 
bullet as it is fired. This eliminates the noise from the bullet's firing, dramatically reducing the sound the 
weapon makes when it is used. For handguns, the only sound is the mechanical action of the weapon 
(Perception check, DC 15, to notice). For longarms, the supersonic speed of the bullet itself still makes 
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noise. However, it's difficult to tell where the sound is coming from, requiring a Perception check (DC 
15) to locate the source of the gunfire. 

Modifying a weapon to accept a suppressor requires a Craft [mechanical] check (DC 15). Once a 
weapon has been modified in this manner, a suppressor can be attached or removed as a move action. 
Suppressors cannot be used on revolvers or shotguns. A suppressor purchased for one weapon can be 
used for any other weapon that fires the same caliber of ammunition. 



TABLE: PROGRESS LEVEL 4 EQUIPMENT 



Object 


Weight 


Cost 


Bags and Boxes 


Aluminum travel case 


10 lb. Capacity 


5 lb. 


50 domars 


40 lb. Capacity 


10 lb. 


80 domars 


75 lb. capacity 


15 1b. 


140 domars 


Briefcase 


2 lb. 


40 domars 


Contractor's field bag 


2 lb. 


40 domars 


Day pack 


2 1b. 


40 domars 


Handbag 


lib. 


20 domars 


Range pack 


Standard 


2 1b. 


70 domars 


Oversized 


3 1b. 


100 domars 


Patrol box 


41b. 


100 domars 




Computers and Consumer Electronics 


Camera 


35mm 


2 1b. 


200 domars 


Digital 


0.5 lb. 


90 domars 


Disposable 


0.5 lb. 


10 domars 


Film 




5 domars 


Film developing (roll) 




5 domars 


Computer 


Desktop 


10 lb. 


1,000 domars 


Notebook 


5 1b. 


2,000 domars 


Upgrade 




See text 


Digital audio recorder 


lib. 


50 domars 


PDA 


0.5 lb. 


400 domars 


Portable video camera 


2 1b. 


400 domars 


Printer 


3 1b. 


200 domars 


Scanner 


3 1b. 


200 domars 


Walkie-talkie 


Basic 


1 lb. 


70 domars 


Professional 


lib. 


100 domars 




Surveillance Gear 


Metal detector 


2 1b. 


200 domars 



Night vision goggles 3 1b. 12,000 domars 
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Professional Equipment 



Bolt cutter 


5 1b. 


50 domars 


Caltrops (25) 


2 1b. 


1 domar 


Chemical kit 


61b. 


300 domars 


Demolitions kit 


5 1b. 


300 domars 


Disguise kit 


5 1b. 


50 domars 


Duct tape 


lib. 


10 domars 


Electrical tool kit 


Basic 


12 1b. 


400 domars 


Deluxe 


33 lb. 


1,200 domars 


Evidence kit 


Basic 


61b. 


50 domars 


Deluxe 


81b. 


100 domars 


Fake ID 




See text 


First aid kit 


3 1b. 


50 domars 


Forgery kit 


3 1b. 


100 domars 


Handcuffs 


Steel 


lib. 


20 domars 


Zip-tie (25) 


0.5 lb. 


50 domars 


Instrument, keyboard 


12 lb. 


100 domars 


Instrument, percussion 


501b. 


100 domars 


Instrument, stringed 


71b. 


100 domars 


Instrument, wind 


lib. 


100 domars 


Lockpicks 


Car opening kit 


1 lb. 


100 domars 


Lockpick set 


lib. 


100 domars 


Lock release gun 


0.5 lb. 


300 domars 


Mechanical tool kit 


Basic 


22 1b. 


50 domars 


Deluxe 


45 1b. 


100 domars 


Medical kit 


5 1b. 


100 domars 


Multipurpose tool 


0.5 lb. 


100 domars 


Pharmacist kit 


61b. 


1,000 domars 


Search-and-rescue kit 


7 1b. 


100 domars 


Spike strip 


22 lb. 


300 domars 


Surgery kit 


5 1b. 


300 domars 




Survival Gear 


Backpack 


3 1b. 


10 domars 


Binoculars 


Standard 


2 1b. 


1,500 domars 


Rangefinding 


3 1b. 


2,000 domars 


Electro-optical 


41b. 


12,000 domars 


Chemical light sticks (5) 


lib. 


25 domars 


Climbing gear 


10 lb. 


100 domars 


Compass 


0.5 lb. 


50 domars 


Fire extinguisher 


3 lb. 


80 domars 


Flash goggles 


2 lb. 


100 domars 



Flashlight 



Penlight 0.5 lb. 15 domars 



Standard 


1 lb. 


30 domars 


Battery flood 


2 1b. 


50 domars 


Gas mask 


5 1b. 


1,000 domars 


Mesh vest 


7 1b. 


20 domars 


Portable stove 


lib. 


100 domars 


Rope (150 ft.) 


12 1b. 


30 domars 


Sleeping bag 


41b. 


10 domars 


Tent 


2-person dome 


41b. 


20 domars 


4-person dome 


71b. 


40 domars 


8-person dome 


10 lb. 


80 domars 


Trail rations (12) 


lib. 


6 domars 




Weapon Accessories 


Box magazine 


0.5 lb. 


30 domars 


Detonator 


Blasting cap 


0.5 lb. 


30 domars 


Radio controlled 


0.5 lb. 


100 domars 


Timed 


0.5 lb. 


60 domars 


Wired 


lib. 


50 domars 


Holster 


Hip 


lib. 


30 domars 


Concealed carry 


0.5 lb. 


40 domars 


Illuminator 


0.5 lb. 


60 domars 


Laser sight 


0.5 lb. 


600 domars 


Scope 


Standard 


0.5 lb. 


1,500 domars 


Electro-optical 


3 1b. 


12,000 domars 


Speed loader 


0.5 lb. 


15 domars 


Suppressor 


Pistol 


lib. 


180 domars 


Rifle 


41b. 


200 domars 



PROGRESS LEVEL 5 GEAR 

The Information Age is the era closest to our own in terms of technology level. Most of the weapons and 
equipment from the Information Age are similar to those in our own world and are usually evolutions of 
currently existing technology. Many near-future campaigns make use of Information Age technology as 
their primary source of gear. 

INFORMATION AGE WEAPONS 

The following weapons are available at PL 5 and later. 

Falcon .45 

The law enforcement response to the ever-growing firepower found in the hands of criminals and gang 
members, the Falcon pistol not only possesses increased stopping power but also integrates the ability 
to fire in full automatic mode. Additionally, the Falcon is lightweight and easy to carry. 

Grenade, Shrapnel 
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Similar in concept to the standard fragmentation grenade, the shrapnel grenade propels dangerous 
shards of metal outward at high velocity when it explodes. Unlike the fragmentation grenade, the 
shrapnel grenade incorporates aerodynamic metal shards and directional tubes to ensure that each 
shard is propelled at lethal velocity along a set path. The result is a calculated field of flying shrapnel that 
is far more effective than the simple pop-and-spray chaos of a fragmentation grenade. 

Grenade, Sonic Pulse 

A sonic pulse grenade deals 3d6 points of nonlethal sonic damage to any living creature in the burst 
radius. (Robots and other nonliving creatures are not affected.) In addition, creatures that take damage 
from the sonic pulse grenade must also succeed on a Fortitude save (DC 12) or be shaken for ld4 
rounds. 

OICW Assault Rifle 

One of the most technologically advanced weapons to ever reach production during the Information 
Age, the OICW (Objective Individual Combat Weapon) assault rifle is a combination weapon. 

The weapon houses a 5.56mm compact assault rifle as well as a 20mm grenade launcher (the 
weapon uses the alternate weapon gadget to add a mini- grenade launcher). The grenade launcher 
features multiple detonation modes, including detonate-on-impact mode (in which the grenade 
explodes on impact) and air burst mode (in which the grenade explodes in the air after traveling a 
certain distance). 

The rifle includes a combat-capable scope with built-in targeting computers that are designed to 
link into the Land Warrior combat system. This system, known as TA/FCS (Target Acquisition/Fire 
Control System), functions as a built-in night vision scope as well as a rangefinding scope (the scope, 
rangefinding laser gadget). Additionally, the weapon has an integrated computer link that can hook 
directly into the Land Warrior armor and transmit images and data to the armor's onboard computer 
system. On its own, separate from the Land Warrior system, the OICW assault rifle is one of the most 
dangerous and effective weapons on the market. 

This weapon has a two-round burst setting. When the Burst Fire feat is used with this weapon, 
the penalty on the attack roll is lessened to -2 instead of -4. Also, the weapon fires only two bullets 
instead of five and can be used with only two bullets in the weapon. However, the weapon only deals +1 
die of damage instead of +2 dice of damage. (In effect, using the Burst Fire feat with this weapon results 
in the effect of the Double Tap feat.) This setting does not grant the ability to make burst fire attacks 
without the Burst Fire feat; if you use the setting without the feat, you make a normal attack, and the 
extra two bullets are wasted. Because it does not have the automatic rate of fire, this weapon cannot 
be used to make autofire attacks. 

Tactical Military (TACMIL) Sniper Rifle 

With the success of the OICW assault rifle, a sniper rifle equivalent was developed. The rifle itself fires a 
standard 7.62mm round and sports a rangefinding scope (the scope, rangefinding laser gadget) that can 
connect to a Land Warrior combat armor computer. Additionally, the TacMil sniper rifle features a flash 
suppressor as well as an effective sound suppressor, ensuring maximum stealth. 

Twin Thunder Machine Gun 

The Twin Thunder is a reduced-recoil .50 caliber machine gun capable of dispensing roughly 260 rounds 
per minute. The machine gun is designed for use in combat by two soldiers, a single gunner and an aide 
to feed the ammunition belt into the weapon. What makes the Twin Thunder unique from other 
modern machine guns is that its reduced recoil allows for greater accuracy over longer distances with 
less variance in the aim of the user. 
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Table: Progress Level 5 Ranged Weapons 









Damage 


Range 


Rate of 










Weapon^ 


Damage 


Critical 


Type 


Increment 


Fire 


Magazine 


Size 


Weight 


Cost 




















1,000 


Falcon .45 


2d6 


20 


Piercing 


40 feet 


S, A 


20 box 


Light 


2.5 lb. 


domars 
















Two- 




3,800 


OICW assault rifle 


2d8 


20 


Piercing 


70 feet 


S 


30 box 


handed 


181b. 


domars 
















Two- 




3,000 


TacMil sniper rifle 


2d 10 


20 


Piercing 


120 feet 


s 


15 box 


handed 


141b. 


domars 
















Large 






Twin thunder 














two- 




1,500 


machine gun 


2d 10 


20 


Piercing 


100 feet 


A 


Linked 


handed 


42 1b. 


domars 



1 All weapons in this table require the Personal Firearms Proficiency feat. 



Table: Progress Level 5 Explosives and Splash Weapons 







Damage 


Range 


Rate of 










Weapon 


Damage 


Critical Type 


Increment 


Fire 


Magazine 


Size 


Weight 


Cost 


Grenade, 
















700 


shrapnel 


5d6 


— Slashing 


20 ft. 


15 


10 ft. 


Light 


lib. 


domars 


Grenade, 


3d6 nonlethal 














600 


sonic pulse 


plus special' 


— Sonic 


15 ft. 


12 


10 ft. 


Light 


lib. 


domars 



1 See the weapon description for details. 



Grenades, Missiles, and Mines 

Most explosives are given in the form of grenades. These grenades provide the base form for these 
weapons, but equivalent missiles or mines can also exist. 

To create a missile from a grenade covered here, simply take the base statistics of the grenade 
and use them as the statistics for ammunition for a missile launcher. Be sure to adjust the range 
increment, since missiles travel much farther than thrown grenades. 

Mines are treated in almost the opposite way; their range increment is eliminated. A mine must 
be placed to be effective. 

Despite differences in their form, missiles, mines, and grenades all have the same primary effect 
regardless of the method of delivery for their payloads. 

INFORMATION AGE ARMOR 

The following armors are available at PL 5 and later. 

Flight Suit and Helmet 

The flight suit and helmet combination worn by combat pilots doubles as body armor that protects 
grounded pilots. The flight suit contains kevlar-lined pouches on the chest, back, arms, legs, and 
abdomen, into which armor plates are inserted. The helmet protects the head. 

The armored flight suit carries over into later Progress Levels. Most military pilots in later eras 
wear armored flight suits and helmets essentially the same as this PL 5 version, though in the design 
appropriate to their society. 

Land Warrior Armor 
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The Land Warrior combat system was a major Information Age step in the ongoing effort to increase the 
efficiency of the individual solder. The primary benefits of Land Warrior armor are found in its 
communications and sensor gear; each Land Warrior armor has a built-in computer that is capable of 
sending and receiving text and image transmissions (via a display built into the armor), including images 
captured from the scope of a linked OICW assault rifle or TacMil sniper rifle. Additionally, the display can 
be linked to the scopes on those weapons to provide real-time representations of what the scope can 
see, allowing the wearer to fire around corners with ease. In addition to the communications and data 
equipment, the armor functions as standard infantry battle armor complete with bullet-resistant plating 
and kevlar protective gear. The armor allows for instantaneous transmission of coordinates and 
targeting information, allowing teams of Land Warrior-capable soldiers to communicate and coordinate 
with ease and efficiency. 

Space Suit 

The standard space suit used by NASA and other space programs is a completely enclosed environment 
suit capable of sustaining life in extremes of temperature and a lack of breathable air. The suit is large 
and bulky, composed of a thick body suit and helmet with a transparent mask, all parts of which are 
capable of deflecting micro-meteors and other space-borne projectiles. Inside the suit, internal air tanks 
and environmental filters maintain temperature and pressure. Additionally, a communications system 
not only allows for radio transmissions to the space shuttle but also allows internal sensors to monitor 
biological functions that can be observed from mission control. The space suit is poor combat armor, but 
allows for movement and action in space. 



Table: Progress Level 5 Armor 



Armor 


Type 


Armor 
Bonus 


IVlax Dex 
Bonus 


Armor 
Penalty 


Speed 
(30 ft./20 ft.) 


Weight 


Cost 


Light Armor 


Flight suit 
and lielmet 


Tactical 


+2 


+6 


-0 


30 ft./20 ft. 


2 1b. 


10 
domars 


Heavy 
Armor 


Land warrior 
armor 


Tactical 


+6 


+3 


-3 


20 ft./15 ft. 


10 lb. 


500 
domars 


Space suit 


Tactical 


+7 


+0 


-10 


15 ft./lO ft. 


501b. 


900 
domars 


INFORIVIATION AGE EQUIPIVIENT 

The following equipment is available at PL 5 and later. 









Display Glasses 

A logical advancement of video display and VR technology, display glasses provide on-the-go monitors 
that can be hooked up to everything from computer systems to televisions and other audiovideo 
equipment. Each pair of display glasses looks like a darkened pair of sunglasses and features one or two 
earpieces that wrap around the back of the ear. The glasses are semitransparent and allow the wearer 
to see both the display and the user's surroundings simultaneously. Display glasses occupy the eyes slot, 

Duracable 
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Strong as steel, flexible as rubber, and almost as light as normal rope, duracable replaces most cables 
and ropes as the standard device for lifting, pulling, and support. Duracable is made of lightweight and 
durable wiring wrapped hundreds of times in a swirl that reinforces itself as more stress is placed on the 
coil. Duracable is able to support up to 10 metric tons of weight. 

GrapplerTag 

Often used in conjunction with duracable, the grappler tag is a small disc roughly six inches in diameter. 
When placed against a solid surface, the grappler tag attaches to that surface by magnetism (if the 
surface is ferrous) or by an array of nearly microscopic metal barbs (if not). The tag can then be attached 
to duracable and used as an anchor for climbing, pulling, or any other purpose. A button on the top of 
the disc releases the grappler tag's hold. 

Explorer Outfit 

The explorer's outfit is the standard uniform for bold adventurers taking their first steps into the 
unknown. It includes a set of cargo pants and a utility vest, each covered in numerous pockets and 
pouches for holding miscellaneous gear. Additionally, the explorer outfit features a pair of durable all- 
weather boots with a built-in knife sheath, as well as a neck-shading cap, a pair of utility sunglasses, and 
a belt that holds pouches of all kinds. The chief premise of the explorer's outfit is versatility, giving the 
explorer a basic set of clothing that can be added to and augmented for each particular mission. 

Hackcard 

A marvel of computer technology, the hackcard is a disposable, one-use item designed to allow those 
who are not computer savvy to bypass technological and computer barriers or perform computer- 
related tasks. Each hackcard is an individual data-carrying card roughly the size of a credit card with a 
hole in its center and a magnetic strip on one side. Each hackcard carries a single program designed for a 
single purpose; this may be to open doors, bypass security restrictions, crash a computer, or even to 
modify information. Almost any task that can be performed by using the Computer Use skill can be 
encoded into a hackcard. Hackcards can be swiped in magnetic keycard readers and can be inserted into 
disc drives on computers with the same ease. 

When a character uses a hackcard for its designated purpose, the hackcard's Computer Use 
bonus (+15) is used in the place of the character's. After a single use, the card triggers small fibers of 
combustible material and the hackcard self-destructs, leaving behind no trace of tampering. 

Heads-Up Display (HUD) 

One of the most valuable innovations in portable information technology is the personal heads-up 
display (HUD). A HUD is composed of optical sensors for taking in data and a display device that projects 
an overlay in the user's field of vision. A HUD also typically incorporates some sort of communications 
link or data link to allow another person or computer to see what the wearer sees and transmit valuable 
information back to the HUD. 

Over the years, the HUD display device transforms from a simple eyepiece worn on a headband 
to contact lenses that can display data, all the way up to a neural interface that simply taps into the 
bearer's optical nerve and tampers with the signals sent to the brain. 

The standard HUD can be used to highlight the outline of a person or object on voice command, 
granting a +2 bonus on Perception checks when pursuing a specific target. Additionally, a person with a 
link to the HUD can freely send data and images to the wearer at any time. Individual software packages 
(represented as gadgets) can further augment the abilities of a HUD. 

A HUD can take the form of a headband with an eyepiece (occupying the headband slot), 
contact lenses (occupying the eyes slot), or a neural interface (occupying the head slot). 
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Laser Tripwire 

The laser tripwire is a simple device that replaces the standard physical tripwire. A single focused beam 
of light is projected out from the tripwire generator until it hits a solid surface. If the beam is broken by, 
for example, a person passing through the beam, the tripwire generator immediately sends out a signal 
from its data port. This can be used to activate an alarm, trigger an explosive device, or even just turn on 
the lights in a particular room, depending on what event the signal is set to trigger. 

Nanobeacon 

An invaluable device used in tracking and search and rescue, the nanobeacon is a small microchip that is 
placed on a target's body (or on an object). It sends out a pulse every second that can be detected by 
sensors attuned to the beacon's frequency. The nanobeacon projects its pulse at up to a 500 mile radius, 
each nanobeacon with its own unique identification code. Nanobeacons are often used to coordinate 
combat squads, track wanted criminals, and even to help recover kidnapped or lost children. A beacon 
can be placed on any character or object by making a simple touch attack against the target. It does not 
take up a worn item slot. 

Portable Environment Generator 

As an important piece of survival gear that can be taken on almost any expedition, the portable 
environment generator is an all-in-one device coveted by explorers and outdoors enthusiasts alike. 
Resembling a tall cylinder roughly two feet in height, the portable environment generator can project a 
30-foot sphere of custom environment under any conditions. In cold weather areas, the generator 
produces heat. In arid deserts, the generator produces both cool air and moisture. 

At night, the generator acts as a glow lamp and provides the area with light. Thanks to a special 
energy bubble produced by the generator, any atmospheric changes stay within the 30 foot radius and 
do not escape until the device is deactivated. Essentially, the portable environment generator can 
produce a sphere inside which a group of people can be relatively comfortable despite extremely harsh 
conditions outside the generator's influence. 

Portable Glow Lamp 

The portable glow lamp is the most efficient and beneficial form of lighting equipment known to man. It 
can function as a directional lighting device (like a flashlight) or as an area-covering lantern. Glowlamps 
have long-lasting power cells and bulbs that never need to be replaced, and can be adjusted to provide 
light in any radius up 50 feet. 

Puritizer 

The puritizer is a small, semitransparent cylinder roughly one foot tall that removes impurities from 
water food. The puritizer's onboard computer recognizes chemicals that can be harmful to the human 
body and separates them from the food and drink. 

Shepherd Chip 

The shepherd chip is a tiny microchip implanted beneath the surface of the wrist. (It does not take up 
the wrist slot, however.) It contains the bearer's identification information. Some computers can read 
the shepherd chip and extract its information, while all shepherd chips can be made to receive another 
person's identification information via handshake— once a mere method of greeting, the handshake 
becomes a permanent way to introduce oneself and clearly identify yourself to another person. Of 
course, the shepherd chip can be made to not broadcast information via handshake for privacy's sake. 
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In addition to basic identification information, many people have their banking and credit 
information keyed to their shepherd chips so that they no longer have to use physical money or credit 
cards. Businesses love this as it allows them to prevent shoplifting; if a person carries an item from the 
store, that item's value is immediately deducted from their bank account. Additionally, in later years the 
shepherd chip can be linked to computers (particularly neural implants) such that any information can 
be transferred between two shepherd chips— a great boon to the espionage community as it allows for 
discrete information transfers. 

Some governments use shepherd chips (occasionally combined with nanobeacons) to monitor 
the activities of their citizens. This oppressive, watchful eye of the government is exactly what 
opponents of the shepherd chip fear. Additionally, a black market for forged or stolen shepherd chips 
emerged as soon as the chips themselves became widespread, making identity theft and falsification an 
ever-present crime in some communities. 

Soother Pulse 

A small box that fits in one hand, the soother pulse emits sub-audible noises and subtle vibrations that 
can soothe almost any animal. It carries in its memory banks the codes of pulses to soothe almost every 
animal on the planet, and new pulses can be loaded into the device whenever they are discovered. A 
character using the soother pulse gains a +6 circumstance bonus on all Handle Animal checks when 
dealing with an animal identified in the soother pulse's database. 

Spray LCD 

The rise to prominence of paint-on LCDs allowed many people freedom and portability with computing 
never before felt. The spray LCD is the logical extension of this technology. A pressurized canister similar 
to a can of spray paint, it can spray an LCD onto almost any surface. Any object coated with spray LCD 
automatically gains the paint-on LCD gadget for 1 hour. After that hour, the spray begins to dissolve and 
no longer functions. Each canister of spray LCD is enough to produce one working LCD. 



Table: Progress Level 5 Equipment 



Name 


Weight 


Cost 


Computer Equipment 


Display glasses 


lib. 


20 domars 


Hackcard 




100 domars 


Miscellaneous Equipment 


Duracable 


3 1b. 


30 domars 


Grappler tag 


lib. 


40 domars 


Explorer outfit 


2 1b. 


15 domars 


Heads-up display 


lib. 


40 domars 


Laser tripwire 




40 domars 


Nanobeacon 




100 domars 


Shepherd chip 




180 domars 


Spray LCD 


0.5 lb. 


30 domars 


Survival Equipment 


Portable environment 


5 1b. 


380 domars 


generator 






Portable glow lamp 


0.5 lb. 


30 domars 


Puritizer 


21b. 


120 domars 


Soother pulse 




500 domars 
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PROGRESS LEVEL 6 GEAR 

The Fusion Age is the first step to technology that seems to be beyond the reach of current scientific 
knowledge. Gear from this Progress Level is typically a stretch of the imagination, but could eventually 
be derived from current technology. 

FUSION AGE WEAPONS 

The following weapons are available at PL 6 and later. 
Ammunition, Bio-Agent 

Unfortunately for its victims, biological warfare continues to be a common part of combat even in the 
Fusion Age. Bio-agent ammunition is a logical extension of previous military tactics with regards to 
biological warfare. 

Bio-agent ammunition contains a miniscule amount of a biological weapon inside an insulated 
chamber within each round. Use of bio-agent ammunition causes a -1 penalty to damage. However, any 
living creature damaged by the round is injected with a poisonous bio-agent (DC 19 Fortitude, frequency 
1/round for 6 rounds, effect ld2 Constitution damage, cure 1 save). 

Grenade, Concussion 

Law enforcement officers in the Fusion Age use concussion grenades to knock out threatening targets. 
Living creatures within the concussion grenade's 10-foot burst radius take 4d6 points of nonlethal 
concussion damage, or half damage on a successful Reflex save (DC 15). Concussion grenades do not 
affect robots or other nonliving creatures. 

Grenade, EMP 

An ElVIP grenade releases an electromagnetic pulse that instantly shorts out all electronic devices 
(including computers) within a 20-foot burst radius. Affected devices remain nonfunctional until 
repaired (see the Craft (cybernetics) skill description for details). 

The ElVlP grenade deals no damage to living creatures. However, a creature with cybernetic 
attachments takes ld6 points of electricity damage per cybernetic attachment (maximum 5d6) and must 
succeed on a Fortitude save (DC 15) or be stunned for ld4 rounds. If the cybernetically enhanced 
creature rolls a natural 1 on its Fortitude save, each of its cybernetic attachments takes ld6 points of 
electricity damage as well. 

An EMP grenade deals 5d6 points of electricity damage to a mecha or robot. 

Grenade, Fireflush 

A fireflush grenade contains a chemical compound that combusts immediately upon contact with 
oxygen. 

When a fireflush grenade detonates, it produces geysers of flame that fill a 10-foot burst radius. 
All creatures and objects within the burst radius take 3d6 points of fire damage. The blast also ignites 
clothing and other flammable items. 

Grenade, Tangier 

The tangler grenade operates on the same principle as the tangler gun, but targets an area rather than 
one specific character. Any time a character is struck by a tangler grenade, that character suffers a 
cumulative -2 penalty to Dexterity. This penalty remains in place until the compound is dissolved. 
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If the character is struck with enough tangler grenades that the penalty is equal to or greater 
than his Dexterity, he is immobilized and may take no actions until the compound is dissolved. Dexterity 
penalties from tangler grenades stack with those from tangler guns. 

Hardened compound dissolves naturally after 8 hours or can be removed by using solvaway 
chemical or some other spray solvent. 

High Frequency Sword 

One of the few melee weapons to be developed in the Fusion Age, the high frequency sword is made of 
a durable metal alloy many times tougher than steel. Inside the blade itself, and controlled by a switch 
on the hilt of the weapon, are microscopic machines that cause the blade to vibrate at incredibly high 
speeds. Though the wielder of the weapon is shielded from these vibrations by a soft hilt, any character 
or object struck by the high frequency sword finds that the weapon is given extra cutting power thanks 
to its technological enhancements. 

Laser Weapons 

Laser weapons come in many shapes and sizes, from pistols to rifles and other longarms. Many different 
forms of technology can be used to create laser weapons, resulting in many different forms of lasers; 
short, self-contained beams are as common as longer, solid stream lasers, while others produce 
spherical balls of energy and others fire laser rings. The coloration and noise created by the laser may 
vary, but the effect is the same. 

Laser weapons do not use ammunition, but are instead powered by power packs. 

Mini-Grenade Launcher 

Though personal grenade launchers were commonly found in the Information Age, the mini-grenade 
launcher is somewhat different in that it is reduced to roughly the size of a large pistol. Additionally, the 
ammunition it uses, while still as potent as hand-held counterparts, is reduced in size to match the 
weapon. 

Though shoulder-carried missile launchers were commonly found in the Information Age, the 
mini-rocket launcher is somewhat different in that it is reduced to roughly the size of a large pistol. 
Additionally, the ammunition it uses is reduced in size to match the weapon. 

Stun Baton 

The stun baton is a long rod similar to those carried by modern-day police officers, though on one end of 
the baton a metal cap that emits a pulse of stunning energy when it strikes a target. Any creature hit by 
a stun baton takes ld6 points of bludgeoning damage and must succeed on a Fortitude save (DC 10 + 
damage dealt) or be stunned for ld4 rounds. 

Tangier Gun 

A unique nonlethal weapon eagerly adopted by law enforcement agencies around the world, the tangler 
gun fires condensed balls of an incredibly sticky compound that can render a target immobile in a few 
short moments. The tangler gun fires pellets of an inert compound that, when broken, expand into a 
gelatinous substance that covers large portions of a target. Unfortunately for the target, the disgusting 
mess soon becomes more problematic as the compound hardens. Within second, a single pellet no 
larger than a fingernail has expanded into a ball of goop and then hardened into an immobilizing layer of 
tough chitin. 

Any time a character is struck by a tangler gun, that character suffers a cumulative -2 penalty to 
Dexterity. This penalty remains in place until the compound is dissolved. 
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If the character is struck with enough tangler pellets that the penalty is equal to or greater than 
his Dexterity, he is immobilized and may take no actions until the compound is dissolved. Dexterity 
penalties from tangler guns stack with those from tangler grenades. 

Hardened compound dissolves naturally after 8 hours or can be removed by using solvaway 
chemical or some other spray solvent. 

Table: Progress Level 6 Ranged Weapons 
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1 All weapons in this table require the Personal Firearms Proficiency feat. 



Table: Progress Level 6 Melee Weapons 
Weapon^ Damage Critical 
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Table: Progress Level 6 Ammunition Types 

Ammunition (Quantity) Damage Type Cost 

Bio-agent (20) Piercing 500 domars 

Power pack (50) Special^ 100 domars 

1 A power pack powers any ranged weapon that deals energy damage (such as a laser pistol). A power pack does 
not change the weapon's damage type. 



Table: Progress Level 6 Explosives and Splash Weapons 
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FUSION AGE WEAPON GADGETS 

The following gadgets are found in the Fusion Age and can apply to weapons of that era or later, 
provided all gadget-specific restrictions are observed. 

Scope, Video 

The video scope is a special modification to ranged weapons that provides an easier way to survey 
remote portions of the battlefield from the comfort of a safe haven. The video scope is a three-inch- by- 
three-inch viewscreen attached to the rear of a standard scope. It allows the weapon's user to sit back 
and examine the details in the image rather than having to press his eye against the scope. Additionally, 
the viewscreen can be used to freeze-frame and take still images and boasts zoom and image 
enhancement software, allowing on-the-fly computer analysis and dissection of battlefield images. 
Some video scopes are capable of receiving broadcast images from remote locations, allowing the 
screen to be used for video communication (by jacking in an optional earpiece and microphone) or to 
transmit maps and movement orders with visual aides. 
Restrictions: Ranged weapons only. 
Cost Modifier: +30%. 

FUSION AGE ARMOR 

The following armors are available at PL 6 and later. 
Light Combat Armor 

Light combat armor provides less protection than later, heavier types, but also allows increased 
mobility. Most light combat armors consist of a reinforced blast vest, shoulder and upper arm pads, 
thigh and abdomen pads, and kneepads. Some light combat armors also include helmets and visors, 
though not all incorporate this aspect of the armor. 

Scout Armor 

Scout armor is similar in many ways to light combat armor, but with a few notable exceptions. Scout 
armor is painted with camouflage patterns: woodland, desert, winter (primarily white), urban (gray 
patterned), and black are available. When worn in an appropriate setting, the armor grants a +2 
circumstance bonus on Stealth checks. 

Additionally, scout armor lacks the kneepads and legwear of the light combat armor, increasing 
mobility but decreasing protection to the lower body. Scout armor more often incorporates survival 
gadgets as fits the terrain for which it is designed. 

Survival Suit 

The survival suit is the natural evolution of wilderness survival gear popularized in the Information Age. 
Thanks to the continued miniaturization of technology along with advancements in chemical 
engineering, the survival suit allows its wearer to function for days or even weeks on end without a 
source of water or rations. The basic premise of the survival suit is that in order to continue living in 
harsh environments the human body must conserve and recycle resources. As a result, the survival suit, 
which looks much like a modern-day wetsuit covered with matte-black pads, is able to control the intake 
and waste of the human body in an efficient manner. 

Water is stored in small pouches all over the survival suit and can be drawn through a small tube 
that protrudes from the collar; the suit recycles sweat and urine (which it chemically purifies) and then 
refills those pouches as needed. The outside of the survival suit bears a number of partially reflective 
black pads, which absorb solar energy and heat and store that energy in tiny heat cells throughout the 
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suit. If the temperature begins to drop, these heat cells can release energy and sustain a comfortable 
temperature for the human body for up to 8 hours without needing to recharge. If these cells are empty, 
the suit also has chemical pouches that can be activated one time for another 8 hours of heat. A tiny 
intravenous feeding system provides nourishment when rations and food run out for up to six days. Tiny 
fans and vents built into the suit cool the body in temperatures of extreme heat without losing any body 
moisture. 

Table: Progress Level 6 Armor 
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FUSION AGE ARMOR GADGETS 

The following gadgets are found in the Fusion Age and can apply to armors of that era or later, provided 
all gadget-specific restrictions are observed. 

PREHENSILE APPENDAGE 

Useful for scientists, explorers, and others that have need for an extra hand, the prehensile appendage 
gadget is both utilitarian and expensive. Essentially, this gadget consists of a long flexible cylinder 
capped at the end with a grasping claw that attaches to the armor's side or back. The prehensile 
appendage gadget essentially gives the wearer of the armor an additional hand with which to hold and 
manipulate objects. The gadget cannot be used to make normal melee attacks or fire ranged weapons, 
but it can make grapple attempts (with a Strength bonus of +2 and using the wearer's base attack 
bonus). The appendage is controlled through a pair of gloves worn by the user; by issuing commands via 
a specific set of hand signs, the wearer can order the gadget to pick up, drop, or manipulate an object 
once per round as a free action. 
Restrictions: None. 
Cost Modifier: +60%. 

SELF-REPAIRING 

The self-repairing gadget implements nanotechnology in its infancy to repair minor damage to armor. 
Whenever the armor is damaged, the self-repairing gadget immediately issues commands to a set of 
nanites that move to the problem spot and begin making repairs. The gadget repairs 1 point of damage 
per minute to the armor. 
Restrictions: None. 
Cost Modifier: +60%. 

FUSION AGE EQUIPMENT 

The following equipment is available at PL 6 and later. 
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Aquaconverter 

Also known as "mechanical gills," the aquaconverter is a simple device that takes in water, separates its 
molecules into hydrogen and oxygen atoms, and then feeds the oxygen into a breather tube and the 
hydrogen into power-generating mechanisms. Worn as a backpack with a breather tube placed in the 
mouth, the aquaconverter is a limitless and self-powering way to breathe safely underwater. An 
aquaconverter occupies the shoulders slot. 

Chemical, Antitox 

A chemical found in many first aid kits, antitox is a special hypodermic injection that can be used to save 
the life of any character infected with a poison. Each antitox injector contains a specialized analyzer 
linked to chemical generators. When the needle penetrates the skin of the target, it samples the target's 
blood and sends the data back to the analyzer, which determines the nature of the poison and 
generates an antidote from stored chemical compounds. Once the antitox delivers its specially 
formulated chemicals, the target character is completely cured of the poison and its effects in ld6 
rounds. 

Chemical, Boost 

A drug that is both beneficial and highly dangerous, boost functions as a temporary adrenaline- 
enhancer. Boost was originally conceived for military purposes in an attempt to make the soldiers of the 
Fusion Age stronger, faster, and more combat-capable. A single injection of boost grants the character a 
+4 bonus to Strength and a +2 bonus on Reflex saves, and increases the character's movement speed by 
10 feet. These effects last for 1 minute (10 rounds). 

Unfortunately, the side effects of boost almost outweigh the benefits. For one, the chemical is 
addictive and can alter the perceptions of a character so that she thinks she cannot live without a dose 
of the drug. Additionally, repeated use of boost has debilitating effects on the body's immune and 
nervous systems. 

Each time a character uses a dose of boost, she has a 10% chance of suffering a -2 penalty to 
her Dexterity and a -1 penalty on Fortitude saves. These penalties last for 24 hours. 

If the character uses the drug again before recovering from these penalties, the penalties 
increase and the recovery time extends for an additional 24 hours. For example, if a character uses 
another dose of boost while still under the effect of the penalties, the character suffers a -4 penalty to 
Dexterity and -2 on Fortitude saves, and the recovery time increases to 48 hours. 

Chemical, Neutrad 

A chemical found in many first aid kits, neutrad is a special hypodermic injection that can be used to 
neutralize the effects of radiation poisoning. Each neutrad injector contains a specialized analyzer linked 
to chemical generators. When the needle penetrates the skin of the target, it samples the target's blood 
and sends the data back to the analyzer, which determines the nature of the radiation sickness and 
generates an antidote from stored chemical compounds. Once the neutrad delivers its specially 
formulated chemicals, the target character is completely cured of the radiation poisoning and its effects 
in ld4 hours. 

Chemical, Solvaway 

Solvaway is a special spray-on chemical designed to break through the restricting compound fired by 
tangler guns and tangler grenades. A single application of solvaway completely dissolves any hardened 
compound and frees the character as though the compound had dissolved on its own. 

Chemical, Sporekill 
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A chemical found in many first aid kits, sporekill is a special hypodermic injection that can be used to 
neutralize the effects of most diseases. Each sporekill injector contains a specialized analyzer linked to 
chemical generators. When the needle penetrates the skin of the target, it samples the target's blood 
and sends the data back to the analyzer, which determines the nature of the disease and generates an 
antidote from stored chemical compounds. Once the sporekill delivers its specially formulated 
chemicals, the target character is completely cured of the disease and its effects in IdlO hours. Some 
genetically engineered diseases are created to circumvent sporekill chemical, and are unaffected by this 
piece of gear. 

Computer, Card 

As has been the case since the invention of the computer, the miniaturization of technology is most 
often seen in the area of computer size. The card computer functions as a standard computer but is no 
bigger than most credit cards or hackcards. The card computer may be hooked into any computer 
interface or display (including paint-on LCDs) and functions exactly like a personal computer. 

Disguise Kit, Morphic 

Most people forced to work undercover for extended periods rely on the morphic disguise kit. The kit 
features a pair of contact lenses that change color, a hair prosthetic that changes color, length, and 
texture, a paint-on LCD injector for instant tattoos that transform, and a vocal encoder (vocoder) that is 
attached to the throat to alter the user's voice. Each component can be altered on command. The 
morphic disguise kit grants a +6 circumstance bonus on all Disguise checks while in use. 

Display Contacts 

Like the previous era's display glasses, display contacts are part of the further miniaturization of 
computers. These contact lenses fit perfectly over the eye and project a semitransparent image that 
appears to be roughly three feet from the user and comparable to a 52-inch monitor. This can be used 
to show the character any computer display it is linked to, and is also frequently implemented into the 
heads-up display device (using the multiple use item gadget) to provide real-time data on objects and 
people in the character's field of vision. Display contacts are worn in the eyes slot. 

Medl<it, Advanced 

The advanced medkit functions as a combined first aid kit, medical kit, and surgery kit. It also grants its 
user a +2 circumstance bonus on all Heal checks. 

Medl<it, Fast-Use 

The fast-use medkit functions as both a first aid kit and a medical kit. In addition, specialized computers 
and sensors prepare exactly what is needed to restore a character's hit points, treat a disease, stabilize a 
dying character, or revive a dazed, stunned, or unconscious character. A character may use the Heal skill 
with the fast-use medkit as a move action. 

The fast-use medkit cannot be used as a surgery kit. 

Flash-Seal 

Flash-seal looks like a block of metal roughly the size of a thin brick. It attaches to any door frame. When 
activated, chemical compounds inside the block of metal burn fast and hot enough to melt the metal 
into a liquid form. Almost instantaneously, a second chemical compound freezes the molten metal back 
into its solid state. The result is that the metal melts, sinks into the space between the door and its 
frame, and then solidifies again, essentially welding the door shut. A door that has been flash-sealed 
may not be opened by normal means and must be destroyed or cut through as though it were a wall. 
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Fusion Torch 

The fusion torch is the Fusion Age's equivalent of a blowtorch. The fusion torch produces a small, thin 
gout of flame that burns with such intensity that it creates temporary blobs of plasma all around it. The 
fusion torch consists of a small fuel canister attached to the torch generator. The torch deals 3dlO 
points of damage each round to immobile objects. Due to the nature of the fusion torch, a character 
using the torch must be meticulous in the way he cuts to maximize damage to whatever he is slicing 
through. If used as an improvised weapon, the fusion torch deals only IdlO points of damage since it is 
being wielded in a more haphazard fashion. 

Intellipicks 

Though not technically an actual set of lockpicks, intellipicks are a cluster of several tiny machines 
(though not quite small enough to be called nanites) that can pick almost any lock and open almost any 
door. Intellipicks come in a small box that, when placed on the lock to be opened, releases the miniscule 
robots to do their work. Once the intellipicks penetrate the lock, they move tumblers and shift bolts in 
an efficient and rapid manner, opening the lock in way that no human could. Intellipicks have an 
effective Disable Device modifier of +20 (this skill can only be used to open conventional locks). 
Intellipicks cannot open electronic or computerized locks, though they can open magnetic locks by 
generating a magnetic field of opposite polarity. 

Jetpack 

A jetpack consists of a backpack and fuel cells capable of producing powered flight for up to 2 hours. A 
character equipped with a jetpack can fly at a speed of 60 feet (good maneuverability), and gains a +5 
circumstance bonus on Fly skill checks. Replacement fuel cells have a cost of 100 domars. A jetpack 
occupies the shoulders slot. 

Neural Scrambler 

The neural scrambler is a restraint device used by many law enforcement agencies in the place of 
physical restraints such as handcuffs. The neural scrambler consists of a six-pronged device that, when 
placed over the head (occupying the head slot), interrupts brainwave activity. A character wearing a 
neural scrambler may not take any actions whatsoever, though she moves her normal speed under the 
command of another individual. When the neural scrambler is removed, the character has no 
knowledge of events that took place while she was restrained. 

Plastic Surgery Kit, Personal 

The personal plastic surgery kit is fashionable with society's elite— and its criminal underworld. 
Consisting of a mask that fits neatly over any human face, the personal plastic surgery kit is a one-use 
item that completely and permanently changes a character's facial appearance. 
The personal plastic surgery kit is first linked to a special imaging computer that programs the kit with 
the desired outcome. The kit is then placed on the face and activated. The kit sedates the person using it 
and then proceeds to alter his face according to the specifications, and can even go so far as to 
permanently alter eye and hair color. Using the kit takes one hour, during which the character is 
unconscious. 

Sensor, Chemicomp 

The chemicomp sensor computer is a handheld computer or computerized gauntlet designed to find 
individual chemical compounds. Chemicomps can locate a specific chemical, providing a +10 
circumstance bonus on Perception checks when attempting to find chemical compounds. 
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Sensor, Geocomp 

The geocomp sensor computer is a handheld computer or computerized gauntlet designed to find 
individual minerals. Geocomps can locate a specific mineral, providing a +10 circumstance bonus on 
Perception checks when attempting to find minerals. 

Sensor, Motion 

The motion sensor is a handheld device capable of not only detecting motion but also of plotting it on a 
display screen in relation to other objects. The motion sensor plots motion relative to its own position, 
but can sense motion through walls and solid surfaces, indicating the location of any moving object 
within 100 feet. 

Universal Communicator (Unicom) 

The unicom is an all-in-one piece of equipment that handles the communication needs of a single 
person. Each unicom has its own frequency and can send transmissions both directly to another 
individual unicom as well as to an entire group of unicoms. The unicom also has a data port so that it can 
be linked to a computer system and receive data as well as audio and visual communications. In later 
eras, the unicom also frequently incorporates the hologram recorder and projector devices (via the 
multiple use item gadget). 

A universal communicator can take the form of a handheld device or a wristband (occupying the 
wrist slot). 

Violet Rations 

The standard rations of Fusion Age militaries, violet rations are entire meals that come in pill form. The 
pill is placed under the tongue and dissolves, releasing not only the flavors of various foods but also the 
consumer's daily supply of nutrients and vitamins. Each violet ration is the equivalent of a single meal 
and is nutritious, filling, and relatively appetizing. 

Table: Progress Level 6 Equipment 
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Chemical and Medical Equipment 
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Computer, card 
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Universal communicator 0.5 1b. 160 domars 



Sensor Equipment 


Sensor, cliemicomp 


lib. 


1,400 domars 


Sensor, geocomp 


lib. 


1,400 domars 


Sensor, motion 


0.5 lb. 


2,500 domars 


Survival Equipment 


Aquaconverter 


41b. 


7,250 domars 


Violet rations 




50 domars 



FUSION AGE EQUIPMENT GADGETS 

The following gadgets are found in the Fusion Age and can apply to equipment of that era or later, 
provided all gadget-specific restrictions are observed. 

HUD SOFTWARE, SENSOR LINK 

A piece of software for the heads-up display device, the sensor link allows the user to directly link any 
computer sensor to the HUD. As a result, any sensor can be used hands-free as a free action, provided 
they are present on the character's person. 
Restrictions: Heads-up display only. 
Cost Modifier: +10%. 

HUD SOFTWARE, TARGETING 

A piece of software for the heads-up display device, targeting software links directly to a ranged 
weapon's video scope. This allows the character to see exactly what the video scope displays without 
having to look at the weapon. The character may fire around corners without exposing himself as 
normal. The software also grants a +1 circumstance bonus on ranged attacks using the weapon to which 
it is connected. 

Restrictions: Heads-up display only, requires weapon with video scope gadget. 
Cost Modifier: +20%. 

HUD SOFTWARE, VEHICLE LINK 

A piece of software for the heads-up display device, the vehicle link allows the onboard computer 
system of any vehicle to be displayed on the HUD. This grants a +1 circumstance bonus on all Drive or 
Pilot checks made on a vehicle linked to the device. 

Restrictions: Heads-up display only, requires vehicle with onboard computer system. 
Cost Modifier: +20%. 

SELF-REPAIRING 

The self-repairing gadget implements nanotechnology in its infancy to repair minor problems with any 
piece of equipment. Whenever the equipment is damaged, the self-repairing gadget immediately issues 
commands to a set of nanites that move to the problem spot and begin making repairs. The gadget 
repairs one point of damage per minute to the equipment. 
Restrictions: None. 
Cost Modifier: +60%. 

PROGRESS LEVEL 7 GEAR 

The Gravity Age sees many of the most revolutionary changes to technology, particularly to technology 
used on the battlefield. Plasma weapons are finally made small enough to become practical for 
battlefield use, while the first powered armors begin to take shape. The advent of gravity-related 
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technology brings some new forms of construction as well, incorporating new gravity-based 
technologies in practical ways. 

GRAVITY AGE WEAPONS 

The following weapons are available at PL 7 and later. 
Ammunition, Deflecting 

Deflecting ammunition creates a gravity deflection field that causes the bullets to bounce off walls. 
When used properly, deflecting ammunition can be bounced around any barrier, around corners, 
underneath vehicles, and so forth for maximum penetration potential. 

Any character using deflecting ammunition immediately gains the benefit of the Skip Shot feat. 

Ammunition, Plasma-Coated 

Consisting of an armor-piercing round enveloped in superheated plasma, this type of ammunition 
reduces the Armor Class bonus provided by armor by 2, to a minimum of +1. Half of the damage it deals 
is fire damage, and half of the damage is piercing damage. 

Ammunition, Seeker 

Each round of seeker ammunition contains a microscopic computer and gravity-bending generators. 
When seeking ammunition leaves the chamber, it immediately detects the distance to its current target. 
If that target moves, the gravity generators nudge the bullet into a new trajectory to intercept its target 
at its new location. Seeking ammunition grants a +1 circumstance bonus on all ranged attacks. 

Concussion Rifle 

A concussion rifle fires an artificial gravity pulse at the target with enough force to hurl it through the air 
(along a path away from the shooter). The discharged gravity pulse is mostly transparent, but bends 
light around itself, creating a ripple effect along its path. The pulse deals 2dl0 points of concussion 
damage with a successful hit. In addition, the target is thrown back 5 feet for every 5 points of damage 
dealt by the weapon. The target must also succeed in a Fortitude save (DC = damage dealt) or be 
knocked prone. If the thrown target strikes a wall or other solid surface, it takes damage as though it 
had fallen from a height equal to the number of feet it was thrown back. 

Concussion Rod 

Modeled after the medieval mace, this weapon has a miniature artificial gravity generator embedded in 
its alloy head, which increases in mass at the instant of impact. The rod deals 2d8 points of damage with 
each successful hit; half of the damage is bludgeoning damage; half is concussive damage. 

Gravity Snare 

The gravity snare resembles a laser rifle but with two metal prongs where the muzzle should be. When 
fired, the prongs generate a strip of luminescent white energy that leaps from the end of the rifle 
toward the target. When the strip of energy strikes a target, the energy bolt bends and creates a ring of 
gravity around the target. 

A creature hit by the gravity ring must succeed in a Reflex save (DC 13) to avoid its effects. On a 
failed save, the target is entangled and unable to move for ld6 rounds, until the gravity ring dissipates. 
An entangled creature can escape the gravity ring with a successful Escape Artist check (DC 40) or break 
free with a successful Strength check (DC 30). 

Grenade, Dissolver 
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This grenade releases a cloud of gas that dissolves organic matter, dealing 2d6 points of acid damage per 
round to all living creatures and organic materials in a 5-foot-radius burst. Suspended in an artificial 
gravity well, the cloud persists until the gravity well collapses after 1 minute. The gravity well prevents 
even strong winds from dispersing the acid cloud. 

Grenade, Gravitic 

When this grenade detonates, it releases incredible gravitational forces. All creatures within a 10-foot- 
radius burst are crushed for 6d6 points of bludgeoning damage. A successful Reflex save (DC 15) halves 
the damage. 

Grenade, Stun 

A stun grenade deals no damage, but any creature within its 15-foot burst radius that fails a Reflex save 
(DC 18) must immediately make a Fortitude save (DC 15) or be stunned for ld4 rounds. A creature that 
succeeds on the Reflex save is not required to make a Fortitude save and is unaffected by the grenade. A 
stun grenade has no effect on robots and other creatures immune to stunning effects. 

Plasma Weapons 

Plasma occurs when gases become electrically charged after losing electrons. Plasma weapons condense 
this electrically charged gas into a destructive force that can eat through solid objects and cause severe 
damage. Like laser weapons, plasma weapons come in many varieties. Most plasma weapons generate 
their destructive ammunition by superheating gasses held inside specialized power packs and then 
compressing those gasses into a focused plasma round. 

Plasma weapons do not use ammunition, but are instead powered by power packs. 

Rail Gun 

The Gravity Age rail gun uses gravity pulses, not magnets, to propel a projectile at high velocities. Metal 
shards are accelerated along the rail gun's length, leaving the barrel at an extremely high velocity. 

Table: Progress Level 7 Ranged Weapons 
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1 All weapons in this table require the Personal Firearms Proficiency feat. 
Table: Progress Level 7 Melee Weapons 

Range 

Weapon^ Damage Critical Damage Type Increment Size Weight Cost 

One- 1,600 

Concussion rod 2d8 20 Bludgeoning/Concussion — handed 3 lb. domars 
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1 All weapons in this table require the Simple Weapons Proficiency feat. 



Table: Progress Level 7 Ammunition Types 
Ammunition (Quantity) Damage Type Cost 



Deflecting (20) 


Piercing 


180 domars 


Plasma-coated (20) 


Piercing/Fire 


200 domars 


Rail gun shards (20) 


Piercing 


170 domars 


Seeker (20) 


Piercing 


250 domars 



Table: Progress Level 7 Explosives and Splash Weapons 
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Radius 


DC 


Increment 


Size 


Weight 


Cost 


Grenade, 
















630 


dissolver 


2d6 - 


Acid 


5 ft. 


15 


10 ft. 


Light 


2 1b. 


domars 


Grenade, 
















570 


gravitic 


6d6 - 


Bludgeoning 


10 ft. 


15 


10 ft. 


Light 


lib. 


domars 


Grenade, 
















540 


stun 


Special^ — 




10 ft. 


18 


10 ft. 


Light 


lib. 


domars 



GRAVITY AGE WEAPON GADGETS 

The following gadgets are found in the Gravity Age and can apply to weapons of that era or later, 
provided all gadget-specific restrictions are observed. 

SOUND SUPPRESSOR 

Similar to the technology that produced the silent suit, the sound suppressor gadget is the Gravity Age 
replacement for the silencers of the modern era. Since energy weapons cannot make use of the 
traditional silencers found on most piercing weapons, the sound suppressor takes over this function 
with almost all Gravity Age weapons. 

The sound suppressor generates a field of sonic energy that cancels sound produced within 
field, reducing weapon firing noise to a mere whine of sonic energy discharge. The sound suppressor 
adds +10 to the DC of Perception checks made to hear the weapon firing. 
Restrictions: Ranged weapons only. 
Cost Modifier: +30%. 

GRAVITY AGE ARIVIOR 

The following armors are available at PL 7 and later. 
Medium Combat Armor 

Designed for heavy warfare and dangerous situations, medium combat armor covers the user almost 
head to toe in armor plating. Medium combat armor comes with a helmet that fits snugly on the head 
and does not interfere with the soldier's field of vision. 

Stealth Suit 

The stealth suit uses cutting-edge sonic dampening technology and holographic camouflage to increase 
the stealth of the user. Stealth suits look like form-fitting bodysuits with padding on the shoulders, 
elbows, and knees. Sonic dampening field generators are built into the suit, reducing to a minimum the 
noise made by movement, and holographic imaging technology allows the wearer to blend in with the 
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local surroundings. A character wearing a stealth suit gains a +10 circumstance bonus on all Stealth 
checks. 

Space Combat Armor 

Space combat armor is the first true powered armor to reach common use. Space combat armor 
consists of heavy body armor with an environmental seal and built-in communications gear. 
Additionally, space combat armor boasts a jetpack specifically designed to function in space, allowing 
the user to maneuver in zero-g conditions. Space combat armor can be difficult and unwieldy, but makes 
even individual soldiers a threat in ship-to-ship combat. 



Table: Progress Level 7 Armor 







Armor 


Max Dex 


Armor 


Speed 






Armor 


Type 


Bonus 


Bonus 


Penalty 


(30 ft./20 ft.) 


Weight 


Cost 


Medium Armor 


Medium combat 














100 


Armor 


Tactical 


+4 


+4 


-2 


20 ft./15 ft. 


81b. 


domars 
















10,400 


Stealth suit 


Concealable 


+1 


+8 


-0 


30 ft./20 ft. 


lib. 


domars 


Powered Armor 


Space combat 














2,700 


Suit 


Tactical 


+9 


+1 


-7 


15 ft./lO ft. 


401b. 


domars 



GRAVITY AGE ARMOR GADGETS 

The following gadgets are found in the Gravity Age and can apply to armors of that era or later, provided 
all gadget-specific restrictions are observed. 



CHAMELEONIC SURFACE 

Chameleonic materials are the end result of the marriage of sensor technology and nanotechnology. 
Similar in many ways to the painton LCD of the Information Age, the chameleonic surface armor gadget 
allows any armor to remake its own image to better blend in with the background. Microsensors on the 
surface of the armor detect surrounding imagery and project it from the opposite side, in effect coloring 
the wearer to look just like whatever is behind him. The armor blends in with any background. 

This gadget provides the armor's wearer a bonus on Stealth checks. For light armor, this bonus is 
+4; for medium, +6, for heavy, powered, and environmentally sealed armor, +10. 
Restrictions: None. 
Cost Modifier: +60%. 

GRAVITY AGE EQUIPMENT 

The following equipment is available at PL 7 and later. 
Chemical, Biocort 

Biocort is a unique chemical compound that enhances the human body's natural ability to heal. Biocort 
pushes the immune system into overdrive, and can cause the character to heal from grievous wounds at 
a greatly increased rate. Any character injected with biocort heals at twice the normal rate for a 24-hour 
period. 

GalPos Device 
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The GalPos device is the Gravity Age equivalent of the GPS system of the modern era. Equipped with 
star charts and a linl< to the galactic satellite network, the GalPos device (known also as a GPD) is a 
handheld device that triangulates its own position based on distance between satellite relays and its 
knowledge of stellar cartography. If the GalPos is taken to a region of space where it cannot contact the 
galactic satellite network, or to a region of space not included in its star charts, it does not function. 
Otherwise, the GPD can be used to indicate what planet the character is on, or what star system she is in 
(if not on a planet). 

A GalPos device with the satellite uplink gadget can function as a GPS receiver on worlds where 
such systems are available. 

Grappling Tether 

Replacing duracable and the grappling tag, the grappling tether is another application of gravity 
technology put to practical use. The grappling tether is a beam of pure gravity energy, up to 200 feet in 
length, fired from a metal tube. At the end of the tether is an anchor of intense gravity. When the 
anchor touches a solid object, it latches on with a grip that can only be broken by an equally strong anti- 
gravity force. 

While the tube is held with the anchor attached to an object, the user can retract the tether to 
either pull the object to her (if the object is smaller in mass than the character), or pull herself to the 
object (if the object is greater in mass than the user, or the anchor is attached to a wall, ceiling, or other 
fixed surface). The anchor is released with a simple push of a button. 

Piercing Visor 

The piercing visor allows a person to see through solid objects. Through a combination motion-sensor 
data, gravity fluctuations, ambient light penetration, x-rays and ultraviolet light, heat and infrared 
signatures, sound waves and sonar, and other sensory inputs, the visor creates an accurate computer- 
rendered image of what lies beyond intervening objects. Any character wearing a piercing visor may, as 
an attack action, activate the visor's sensors and see through a wall, floor, object, or creature at a range 
of up to 100 feet. 

The visor can penetrate 6 inches of metal (except lead, which it cannot see through) and 1 foot 
of other materials, including concrete, wood, and plaster. A piercing visor occupies the eyes slot. 

Power Backpack 

The power backpack is essentially a portable generator. While worn, the power backpack can replace 
the power packs used by laser and plasma weapons, granting an infinite supply of ammunition while 
attached. Additionally, the power backpack can provide energy to almost any device requiring electrical 
power. A power backpack occupies the shoulders slot. 

Projectile Deflector 

A defensive item that is in many ways the predecessor to the personal shield, the projectile deflector 
generates a field of gravity-altering energy around its user. The device actually bends the path of 
incoming high-speed projectiles, making the target harder to hit. The projectile deflector grants a +4 
deflection bonus to Armor Class against ranged attacks. Melee attacks are unaffected by this device. 

A projectile deflector is a worn item that can take one of several forms: a belt, a robe (body 
slot), a headband, a vest (chest slot), a necklace or brooch (neck slot), a ring, or a cape or cloak. 

Sensor, Armacomp 

The armacomp sensor is a hand-held computer or computerized gauntlet designed to detect and locate 
weapons of all types. It grants a +6 circumstance bonus on Perception checks when searching for 
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weapons. Additionally, the armacomp sensor's advanced data on weapons of all types makes it a 
valuable resource when repairing weapons, granting a +4 circumstance bonus on all Craft [mechanical] 
checks made to repair weapons. This does not include explosives and other demolitions devices, which 
are covered under the democomp sensor. 

Sensor, Democomp 

The democomp sensor is a hand-held computer or computerized gauntlet designed to detect and locate 
explosives of all types. It grants a +6 circumstance bonus on Perception checks when searching for 
explosives. Additionally, the democomp sensor's advanced data on explosives of all types makes it a 
valuable resource when planting them, granting a +4 circumstance bonus on all Demolitions and Disable 
Device checks made involving explosives. 

Sensor, Electricomp 

The electricomp sensor is a hand-held computer or computerized gauntlet designed to detect and locate 
electronic devices of all types, including computers. It grants a +6 circumstance bonus on Perception 
checks when searching for electronics of a specific type. Additionally, the electricomp sensor's advanced 
data on electronics of all types makes it a valuable resource when repairing computers and other 
electronics, granting a +4 circumstance bonus on all Craft checks made to repair them. Additionally, the 
electricomp can be used to identify any flaws in cybernetics. 

Sensor, Mechanicomp 

The mechanicomp sensor is a hand-held computer or computerized gauntlet designed to assist in the 
evaluation and repairs of mechanical devices. The mechanicomp can identify a vehicle's, starship's, or 
mecha's current and maximum hit points. Additionally, thanks to the mechanicomp's extensive library of 
mechanical blueprints, any repairs made using the mechanicomp as a reference are more efficient, 
granting a +4 circumstance bonus on all Craft checks made to repair vehicles, starships, and mecha. 

Sensor, Medicomp 

The mechanicomp sensor is a hand-held computer or computerized gauntlet designed to assist in the 
evaluation and healing of the human body. The medicomp can identify a creature's current and 
maximum hit points. Additionally, thanks to the medicomp's extensive library of medical records and 
biological knowledge, any treatments administered using the medicomp as a reference are more 
efficient, granting a +4 circumstance bonus on all Heal checks. 



Table: Progress Level 7 Equipment 



Name 


Weight 


Cost 


Chemical and IVIedical Equipment 


Chemical, biocort 




170 domars 


Miscellaneous Equipment 


GalPos device 


3 1b. 


240 domars 


Grappling tether 


2 1b. 


3,000 domars 


Piercing visor 


lib. 


25,000 domars 


Power backpack 


3 1b. 


1,130 domars 


Projectile deflector 1 


0.5 lb. 


5,700 domars 


Sensor Equipment 


Sensor, armacomp 


lib. 


1,800 domars 


Sensor, democomp 


lib. 


1,800 domars 



Sensor, electricomp 1 lb. 1,800 domars 
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Sensor, 1 lb. 1,800 domars 

mechanicomp 
Sensor, medicomp 1 lb. 1,800 domars 

GRAVITY AGE EQUIPMENT GADGETS 

The following gadgets are found in the Gravity Age and can apply to equipment of that era or later, 
provided all gadget-specific restrictions are observed. 

HUD SOFTWARE, AMMUNITION TRACKER 

A piece of software for the heads-up display device, the Ammunition Tracker is able to keep track of 
exactly how many shots have been expended from a particular weapon. Additionally, when a character 
starts to get low on ammunition, a warning flashes on the HUD indicating that a reload must occur soon. 
Restrictions: Heads-up display only, requires a weapon with an integrated computer. 
Cost Modifier: +10%. 

SOUND SUPPRESSOR 

Similar to the technology that produced the silent suit, the sound suppressor gadget silences almost any 
noise. It generates a field of sonic energy that cancels sound produced within field, reducing all noise to 
a mere whine of sonic energy discharge. The sound suppressor adds +10 to the DC of Perception checks 
made to hear the weapon firing. 
Restrictions: None. 
Cost Modifier: +30%. 

PROGRESS LEVEL 8 GEAR 

The Energy Age sees the miniaturization of most power production systems, allowing for more powerful 
personal weapons and travel to distant stars. The invention of the StarDrive connects the farflung 
reaches of the galaxy in new ways, and almost any technology imaginable is available in civilized areas. 

ENERGY AGE WEAPONS 

The following weapons are available at PL 8. 

Ammunition, Phasing 

Phasing bullets contain microscopic computers and teleporters. When a phasing bullet encounters an 
obstacle between it and its target, it simply teleports past the obstacle and continues on course. In game 
terms, phasing bullets negate the benefits of cover. 

Beam Sword 

The beam sword is the Energy Age's most potent melee weapon. A small metal handle generates a solid 
beam of plasma contained by a gravity-induced force field 

Cryonic Rifle 

The perfection of cryogenic technology finally reaches its most portable form in the Energy Age. A 
cryonic rifle draws power from a canister of compressed mutagen, which is transmitted, via an energy 
beam into the target. The cryonic beam deals 3d6 points of cold damage. A target reduced to negative 
hit points by the weapon instantly stabilizes. Furthermore, if the ray deals sufficient damage to reduce 
the target to -Constitution or fewer hit points, the target instead drops to -Constitution +1 hit points 
and stabilizes automatically (in other words, the target does not die). 
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Cryonic rifles do not use ammunition, but are instead powered by special power packs that 
allow 10 shots each (cost 140 domars). 

Disintegrator 

Resembling a laser rifle, a disintegrator fires a micro-singularity that obliterates the target's molecular 
structure on impact. Any living creature reduced to -Constitution hit points by the weapon completely 
disintegrates. Objects and nonliving creatures (including robots) reduced to 0 hit points by the weapon 
are likewise disintegrated. 

Disintegrators do not use ammunition, but are instead powered by special power packs that 
allow 10 shots each (cost 140 domars). 

Grenade, Cryonic 

When a cryonic grenade explodes, it deals 8d6 points of cold damage to all creatures in a 10-foot burst 
radius. A successful Reflex save (DC 15) halves the damage. The freezing cold automatically stabilizes any 
creature reduced to negative hit points by the blast. If the cryonic blast deals sufficient damage to 
reduce a target to -Constitutionor fewer hit points, the target instead drops to -Constitution +1 hit 
points and stabilizes automatically (in other words, the target does not die). 

Grenade, Psionic 

A psionic grenade releases a 10-foot-radius psionic blast that affects only creatures with psionic abilities 
or powers. Any such creature that fails a Reflex save (DC 18) cannot use its psionic abilities or psionic 
powers for ld4 rounds. In addition, it must succeed on a Will save (DC 15) or suffer ld6 points of 
temporary Intelligence, Wisdom, and Charisma damage. 

Grenade, Singularity 

A singularity grenade generates a gravity field so powerful that it bends space into a miniature black 
hole. The black hole instantly devours all light and matter before collapsing and vanishing. Any character 
or object in the grenade's 5-foot burst radius takes 15d6 points of damage. A successful Reflex save (DC 
15) halves the damage. If the damage is enough to reduce a creature to -Constitutionhit points, the 
grenade leaves no trace of the creature behind. 

Liglitning Gun 

A bulky and unwieldy weapon, the lightning gun is usually mounted on a tripod. It fires a crackling ray of 
electricity capable of sweeping large areas quickly. Characters wielding a lightning gun automatically 
gain the benefits of the Strafe feat. 

Lightning guns do not use ammunition, but are instead powered by special power packs that 
allow 30 shots each (cost 140 domars). 

Pulse Rifle 

The pulse rifle is a fully automatic laser assault rifle capable of firing a rapid barrage of laser rounds. The 
pulse rifle is the standard issue weapon given to most heavy assault soldiers in the Energy Age. Pulse 
rifles do not use ammunition, but are instead powered by power packs. 

Sonic Beam 

The sonic blaster fires a pulse of destructive sound at the target, dealing 2d6 points of sonic damage. In 
addition, any creature damaged by the sonic pulse must succeed on a Fortitude save (DC 15) or be 
deafened and shaken for ld4 rounds. 

Sonic beams do not use ammunition, but are instead powered by power packs. 
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Table: Progress Level 8 Ranged Weapons 









Damage 


Range 


Rate of 










Weapon^ 


Damage 


Critical 


Type 


Increment 


Fire 


Magazine 


Size 


Weight 


Cost 




















4,500 


Cryonic rifle 


3d6 


20 


Cold 


20 feet 


S 


10 box 


Two-handed 


81b. 


domars 




















14,000 


Disintegrator 


3d8 


20 


Energy^ 


30 feet 


S 


10 box 


Two-handed 


61b. 


domars 
















Large two- 




13,000 


Lightning gun 


3d6 


20 


Electricity 


50 feet 


S, A 


30 box 


handed 


301b. 


domars 




















15,500 


Pulse rifle 


3d 10 


20 


Fire 


80 feet 


S, A 


50 box 


Two-handed 


11 lb. 


domars 




















12,400 


Sonic beam 


2d6 + special 


20 


Sonic 


40 feet 


S 


50 box 


One-handed 


31b. 


domars 


1 All weapons listed In this table require the Personal Firearms Proficiency feat. 



2 This weapon deals damage of a nonspecific energy type that is not subject to energy resistance. 



Table: Progress Level 8 Melee Weapons 









Damage 


Range 








Weapon^ 


Damage 


Critical 


Type 


Increment 


Size 


Weight 


Cost 












One- 




2,800 


Beam sword 


2d8 


19-20 


Fire 




handed 


lib. 


domars 



1 All weapons listed in this table require the Simple Weapons Proficiency feat. 



Table: Progress Level 8 Ammunition Types 

Ammunition (Quantity) Damage Type Cost 

Phasing (20) Piercing 1,300 domars 



Table: Progress Level 8 Explosives And Splash Weapons 







Damage 


Burst 


Reflex 


Range 








Weapon 


Damage Critical 


Type 


Radius 


DC 


Increment 


Size 


Weight 


Cost 


Grenade, 
















3,000 


cryonic 


8d6 - 


Cold 


10 ft. 


15 


10 ft. 


Light 


2 1b. 


domars 


Grenade, 
















7,000 


psionic 


Special* — 




10 ft. 


18 


10 ft. 


Light 


lib. 


domars 


Grenade, 
















24,000 


singularity 


15d6 - 


Energy^ 


5 ft. 


15 


10 ft. 


Light 


2 1b. 


domars 


1 See the weapon description for details. 



2 This weapon deals damage of a nonspecific energy type that is not subject to energy resistance. 



ENERGY AGE WEAPON GADGETS 

The following gadgets are found in the Energy Age and can apply to weapons of that era, provided all 
gadget-specific restrictions are observed. 

TELEPORTING MAGAZINE 

One disadvantage to the use of ranged weapons has always been limited ammunition. Unless the 
weapon's bearer is willing to cart around a bulky power backpack or ribbons of ammunition, reloading is 
always a problem. The teleporting magazine gadget allows a character to reload without ever having to 
actually reload; when the weapon detects that it has run out of ammunition, the current box magazine 
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is teleported out of the weapon and another one is teleported in instantaneously. Though the character 
never has to reload, he must possess enough nnagazines or power paclcs to be teleported in or else the 
gadget does not function. 
Restrictions: Ranged weapons only. 
Cost Modifier: +60%. 

ENERGY AGE ARMOR 

The following armors are available at PL 8. 

Boost Armor 

Boost armor is powered armor that augments the character's physical abilities. A character wearing 
boost armor is stronger, faster, and more nimble than ever before. Special mechanisms augment 
physical strength, granting a +4 circumstance bonus to the character's Strength score. Sensors can 
detect incoming attacks and augment reaction times, granting a +2 bonus on all Reflex saves. 

Additionally, boost armor can improve traction and augment the ability to move quickly, 
increasing the character's movement speed by 10 feet. Boost armor is lightweight and form-fitting, and 
provides less protection than heavier combat armors. 

Unisoldier Heavy Combat Armor 

The ultimate step in the creation of the one-soldier army, unisoldier heavy combat armor is an all-in-one 
package that makes the wearer a formidable opponent in combat. The wearer is covered from head to 
toe. The helmet includes a built-in heads-up display and a visor that changes tint to dampen the effects 
of sudden bright lights, making flash-bang grenades useless against the wearer. Additionally, the armor 
usually has built-in slots for the addition of onboard computer systems, though not all armors make use 
of the option. 

Table: Progress Level 8 Armor 

Armor Max Dex Armor Speed 



Armor Type bonus Bonus Penalty (30 ft./20 ft.) Weight Cost 



Heavy Armor 


Unisoldier 






combat 




3,000 


armor 


Tactical +10 +1 -6 20ft./15ft. 301b. 


domars 


Powered 






Armor 










9,400 


Boost Armor 


Tactical +7 +4 -3 20ft./15ft. 201b. 


domars 


ENERGY AGE ARMOR GADGETS 




The following gadgets are found in the Energy Age and can apply to armors of that era. 


provided al 



gadget-specific restrictions are observed. 
GRAVITY ANCHOR 

With space combat almost as common as ground combat in the Energy Age, armor manufacturers seek 
to make their armor more useful in both space and atmospheric combat. One such enhancement is the 
gravity anchor gadget, which generates a field of artificial gravity around the armor's wearer. In low 
gravity and zero gravity conditions, the gravity anchor can be activated to give the wearer the benefits 
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of full gravity in any situation. Characters with this gadget are unaffected by low gravity and zero-g 
conditions. 
Restrictions: None. 
Cost IVIodifier: +40%. 

MORPHIC METAL ALLOY 

A combination of nanotechnology and armor engineering, morphic metal alloy is a special material used 
in the construction of armor to enhance the user's ability to move freely. When activated, morphic 
metal bends and shapes itself to the contours of the wearer's body, giving it both a snug fit and 
increased mobility. An armor with the morphic metal alloy gadget reduces its armor check penalty by 1 
and increases the maximum Dexterity bonus by 1 as well. 
Restrictions: None. 
Cost IVIodifier: +60%. 

NEG-GRAV BOOSTERS 

Similar in design to the gravity anchor, but with an opposite purpose, neg-grav boosters can be installed 
into any armor to give the wearer the benefits of low gravity conditions. Neg-grav boosters create a low- 
gravity field around the user and counteract the effects of gravity, allowing the character to jump to 
incredible heights. Any armor with this gadget grants a +10 bonus on all Acrobatics checks in any 
situation where gravity is a factor. This gadget has no function in zero-g environments. 
Restrictions: None. 
Cost Modifier: +40%. 

ENERGY AGE EQUIPMENT 

The following equipment is available at PL 8. 

Chemical, Plastiflesh 

Contained in a small spray can, plastiflesh bonds with human skin on contact and accelerates the healing 
process by providing a layer of artificial skin to seal the wound. The target of the spray immediately 
recovers ld4 hit points. No Heal check is required to use plastiflesh. 

Chemical, Truthtell 

Truthtell is a specially formulated chemical that targets areas of the brain that handle creativity and, 
particularly, lying. By temporarily neutralizing these areas of the brain, truthtell makes it impossible for a 
character to lie while under the drug's influence. 

A character injected with truthtell may make a Will save (DC 18) to negate its effects. On a failed 
save, the character is compelled to speak truthfully for the next 3dl0 minutes. A subject under the 
effect of truthtell is aware of its influence and may still refuse to answer questions. 

Energy Shield 

The energy shield is a potent defense mechanism that protects the user from dangerous energy. 
An energy shield grants its wearer one of the following types of energy resistance, as determined by the 
wearer upon activation: cold resistance 5, electricity resistance 5, fire resistance 5, or sonic/concussion 
resistance 5. As a move action, the wearer can adjust the shield to provide a different type of energy 
resistance, selected from the list above. 

An energy shield is a worn item that can take one of several forms: a belt, a robe (body slot), a 
headband, a vest (chest slot), a necklace or brooch (neck slot), a ring, or a cape or cloak. 
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Force Field, Personal 

The most reliable and powerful personal defense mechanism in the Energy Age, the personal force field 
projects a defensive bubble around a single Medium or smaller character or item. The personal force 
field comes in two varieties, one that provides a DR of 5/— and another that provides DR 10/—. The 
device contains a power pack that provides up to 2 hours of use. A power backpack may be used to 
extend this duration to 8 hours. 

A personal force field is a worn item that can take one of several forms: a belt, a robe (body 
slot), a headband, a vest (chest slot), a necklace or brooch (neck slot), a ring, or a cape or cloak. 

Hologram Player 

A hologram player is a small disc with several small light projectors arranged around its outer edge. 
When activated, the device projects a three-dimensional image in full color as small as three inches in 
height or as large as a Medium character. The hologram player can be hooked into a hologram recorder 
(capable of storing three-dimensional images), or even to a unicom to receive three-dimensional images 
for real-time communications. 

Hologram Recorder 

A hologram recorder is a cylinder no larger than a pen with a bulbous, transparent cap on one end. The 
device can make a three-dimensional recording of anything within its cone-shaped recording area. 
Hologram recorders can store up to one hour of three-dimensional images to be played back on a 
hologram player or transferred to a computer as video data. Most hologram recorders can also be 
attached to a unicom to serve as a video input device for real-time holographic communications. The 
hologram recorder is commonly carried by law enforcement agents, as it allows for the accurate 
collection of evidence and can prevent abuse on the part of the authorities. The hologram recorder is a 
handheld device. 

Hologuise 

The hologuise is a combination hologram projector and digital imaging computer system that is worn 
like a headband over the forehead. When activated, the hologuise projects a three-dimensional image 
over the face that completely obscures the character's natural features. This image is commonly a 
different face, but can be a black veil or some other decorative image instead. With practical and 
fashionable uses, hologuises are employed by the wealthy elite as well as by criminals and spies. An 
active hologuise grants the wearer a +10 circumstance bonus on all Disguise checks. 
The hologuise occupies the headband slot. 

Matter Shield 

Designed to protect off-world miners from micrometeorites and the debris of mining explosions, matter 
shields were quickly adapted for military and law enforcement use. 

The matter shield grants its wearer DR 5/— against piercing, bludgeoning, and slashing attacks. 
It occupies the shield slot. 

Micro-Aural Communicator (Microcom) 

The micro-aural communicator consists of three components. A tiny earpiece transmits incoming 
communications directly into the ear, at a volume far too low to allow others to hear. A small node 
placed on the inside of the lip allows the user to broadcast while speaking no louder than a whisper. 
Finally, a wristband functions as the input/output port for hooking other devices into the microcom. 
Using a microcom does not provoke a normal Perception check and cannot be heard by any normal 
means. The micro-aural communicator takes up a wrist slot. 
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Neural Computer Link 

The most advanced form of computer interface in the Energy Age, the neural computer link creates a 
direct connection between the brain and a computer system. The neural computer link eliminates the 
need for a physical interface. Instead, the user simply "thinks" commands to the computer. Output from 
the computer is sent straight to the user's brain, tapping into the visualization centers to project images 
and displays directly into the user's mind, eliminating the need for any sort of display device. In all other 
ways, the neural computer link allows the user to access the computer as if used conventionally. The 
neural computer link connects to a computer system via a network jack built into the base of the skull. 

One advantage this gives a character is that information may be downloaded directly into the 
brain. The character's own mind becomes a hard drive for basic information, granting the character 
direct knowledge of a particular subject almost instantaneously. 

Though this does not allow the character to gain skill ranks, it does reduce the time required for 
Computer Use checks to free actions. This applies only when the user is connected to a specific 
computer used for the Computer Use check. 

The neural computer link can be connected, via the body's central nervous system, directly into 
the user's shepherd chip (see Progress Level 5 Equipment). Whenever data is transferred via the 
shepherd chip, such as a person's identity, that knowledge is immediately loaded into the character's 
brain. Essentially, this means that any two characters with shepherd chips and neural computer links 
may instantly know one another simply by shaking hands. Neural computer links can also be connected 
to nanites in a character's bloodstream. As in the case of piloting and driving assisting nanites, these 
nanites interface directly with the neural link and allow the character to give commands simply by 
thinking them. 

The neural computer link does not take up a worn item slot. 
Neural Network Jack, Wireless 

A natural extension of neural computing technology, the wireless neural network jack plugs into the 
neural computer link and allows for remote access to computer networks. Additionally, the wireless 
neural network jack with the satellite datalink gadget can connect to any global or galaxy-spanning 
computer network instantaneously. If the neural computer link is the basic means of connecting the 
human mind to a computer, the wireless neural network jack is the means of connecting the human 
mind to massive computer networks. A wireless neural network jack is useless unless the user also has a 
neural computer link. 

Neural Recorder 

A flexible cap (occupying the head slot) that resembles a grasping clawed hand, the neural recorder can 
collect data directly from the human mind. Any visual or auditory memories or thoughts can be 
transmitted through the neural recorder and stored in its memory. Capable of storing up to two hours of 
data, the neural recorder requires a Computer Use check (DC 15) to activate and operate. If the subject 
of the neural recording is willing, the neural recorder collects images and sounds from the subject's 
mind and stores them as either two-dimensional or three-dimensional recordings. An unwilling subject 
may make a Will save (DC 17) to prevent the recorder from functioning. 

Photon Shield 

The photon shield is a technology loosely based on the light-bending properties of black holes. By using 
controlled gravity waves to create millions of microscopic black holes around the user, the photon shield 
bends light renders him invisible. 
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A photon shield can cover a Medium or smaller creature or a Huge or smaller object. It grants a 
+40 circumstance bonus on Stealth checks if the subject is standing still, or a +20 circumstance bonus if 
the subject is moving. Pinpointing the location of a character wearing a photon shield that isn't 
attempting to hide requires a Perception check (DC 40 if the character is not moving, DC 20 if he or she 
is moving). Additionally, a character wearing a photon shield gains total concealment (50% miss chance) 
against attacks, even if the attackers correctly pinpoint its fighting space. 

A photon shield is a worn item that can take one of several forms: a belt, a robe (body slot), a 
headband, a vest (chest slot), a necklace or brooch (neck slot), a ring, or a cape or cloak. 

Polyvox 

The polyvox is a handheld device that translates the languages of different cultures and species. 
Regen Wand 

A regen wand is a tubular device roughly fifteen inches long. It emits waves of energy that promote 
cellular growth and healing. A character can use a regen wand as a first aid kit or medical kit. Because of 
the device's simplicity. Heal checks made with the regen wand gain a +4 circumstance bonus. 

Sensor, Robocomp 

The robocomp sensor is a hand-held computer or computerized gauntlet designed to assist in the 
evaluation and repairs of robots and robotic life forms. The robocomp can identify a robot's current and 
maximum hit points. Additionally, thanks to the robocomp's extensive library of robotic blueprints, any 
repairs made using the robocomp as a reference are more efficient, granting a +4 circumstance bonus 
on all Craft [mechanical] checks made to robots. 



Table: Progress Level 8 Equipment 



Name 


Weight 


Cost 


Chemical and Medical Equipment 


Chemical, plastiflesh 


0.5 lb. 


180 domars 


Chemical, truthtell 




140 domars 


Regen wand 


lib. 


2,400 domars 


Computer Equipment 


Neural computer link 




6,000 domars 


Neural network jack, 
wireless 




400 domars 


Miscellaneous Equipment 


Energy shield 


0.5 lb. 


22,300 domars 


Force field, personal (DR 5/- 

) 


0.5 lb. 


31,400 domars 


Force field, personal (DR 
10/-) 


0.5 lb. 


62,800 domars 


Hologram player 


2 1b. 


180 domars 


Hologram recorder 




480 domars 


Hologuise 


lib. 


9,700 domars 


Matter shield 


0.5 lb. 


28,500 domars 


Micro-aural communicator 




880 domars 


Neural recorder 


lib. 


1,000 domars 



Photon shield 2 lb. 40,000 domars 
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Polyvox 0.5 lb. 20,400 domars 

Sensor Equipment 

Sensor, robocomp 1 lb. 2,400 domars 



ENERGY AGE EQUIPMENT GADGETS 

The following gadget is found in the Energy Age and can apply to pieces of equipment of that era, 
provided all gadget-specific restrictions are observed. 

HUD SOFTWARE, BIOSENSOR 

A piece of software for the heads-up display device, biosensor software allows the wearer of the HUD to 
identify potential weaknesses in enemies. When worn, the biosensor software integrates elements of 
the medicomp sensor (though the sensor itself is not required) and can identify exactly how many hit 
points a target has left. Initiating this scan requires a full-round action, however, as the target must be 
kept precisely within the sensor's range for the duration of the scan. 
Restrictions: Heads-up displays only. 
Cost Modifier: +40%. 

CYBERNETICS 

EVOLUTION OF CYBERNETICS 

As with all forms of technology, advancements in cybernetics can be tracked by Progress Level. 

Progress Level 5: Cybernetics is still in its formative stage. Most prosthetic units are of the nonpowered 
variety, but medical associations have approved certain electronic regulators for life-threatening 
conditions. The artificial heart is the most recognized example. Other common examples include 
pacemakers, artificial kidneys, and pancreas monitors (for high-risk diabetics). Nearly all PL 5 cybernetic 
attachments are simply designed to keep their recipients alive and reasonably healthy. 

Elective cybernetics begins at this stage with the work of university professor Kevin Warwick, 
who develops methods of linking computer microchips to the human nervous system. His "cyborg chip" 
becomes the foundation for all future cybernetic components. 

Progress Level 6: This era sees the first use of independently powered cybernetics, including servolimbs 
and subcutaneous cellular telephones. These begin mostly in military applications but soon become 
available to the public. Household pets all over the world are implanted with subcutaneous identity 
chips— as are important government figures and their families— after the technology proves safe and 
effective on prison inmates. 

As cybernetics is still new and can have negative side effects, its adoption is not universal. Most 
people still prefer mundane equipment, which is generally cheaper, safer, and less troublesome to 
repair, replace, or upgrade. Cybernetics becomes the preferred choice only when mundane equipment 
is impractical or unavailable— or when the recipient is fixated on self-improvement. 

Medical plans eventually come to offer at least baseline prosthetics to compensate for disabling 
injuries, such as the loss or partial loss of a limb, though such plans do not cover elective cybernetic 
surgery. Their concern is overall health— not "cosmetic" enhancement. For those who want more than 
just replacements, a new kind of clinic appears, offering cybernetic enhancements. 
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At this Progress Level, the first cybernetic regulation laws are passed— largely instigated by a 
few harshly publicized accidents involving cyborgs. These laws give rise to numerous black-market 
cybernetic clinics that install cybernetics without performing the required background checks. 

Progress Level 7: By this era, cybernetics has become a mostly safe science. Flaws in earlier designs have 
been corrected. Cybernetics becomes more of a status symbol, and luminous skin grafts become the 
fashion accessory of choice. In some societies, newborn children are implanted with identity chips as an 
anti-kidnapping measure. Military applications include replacement eyes with heads-up targeting and 
GPS displays. 

Insurance regulations relax considerably toward cybernetic replacements at Progress Level 7; 
enhancements are perfectly acceptable, though only as part of a prosthetic, rather than as elective 
cyber-surgery. Still, most cyborgs are members of military or law-enforcement organizations— or 
mercenaries. 

Progress Level 8: Cyborgs are a common sight. In some societies, medical insurance frowns on 
noncybernetic replacements, as mechanical body parts are less expensive than flesh. Cybernetic 
technology has improved so much, in fact, that some cyborgs are virtually indistinguishable from living 
beings— except that they never appear to age. 

CYBERNETIC ATTACHMENTS 

Two kinds of cybernetic attachments exist: replacements and enhancements. 

Replacements: Replacements are prosthetic or artificial units intended to replace lost limbs and 
damaged organs. Common replacements provide no benefits other than duplicating the essential 
functions of their biological counterparts, and they present little strain on the beneficiary's overall well- 
being. In appearance, a cybernetic replacement can be recognizably artificial or virtually 
indistinguishable from the real thing. 

Enhancements: Enhancements bestow new abilities or improve the recipient in some fashion. 

Enhancements include skeletal reinforcement, subcutaneous communications hardware, and weapon 
mounts. Some enhancements have visible external components, while others are hidden beneath the 
skin. Enhancements put more of a drain on the body's resources, and recipients frequently suffer 
debilitating physical or mental side effects. 

CONSTRUCTION AND REPAIR 

Cybernetic attachments are complex instruments with both electrical and mechanical components. 
Consequently, a character must have the Craft Cybernetics feat to build a cybernetic attachment. 

Repairing a damaged or nonfunctional cybernetic attachment requires 10 hours of work and a 
successful Craft [mechanical] check (DC 30). A character needs both an electrical tool kit and a 
mechanical tool kit to facilitate repairs. Without one or the other, a character takes a -4 penalty on the 
check; without both kits, the penalty increases to -8. 

INSTALLATION AND REMOVAL 

Installing or removing a cybernetic attachment, regardless of whether it's a replacement or 
enhancement, requires a successful Heal check (DC 20). A character with the Cybernetic Surgery feat 
suffers no penalty on the check. 
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Removing a cybernetic attachment without proper surgery causes lasting physical trauma to the 
patient's body, dealing ld4 points of permanent Constitution drain. 

NUMBER OF ATTACHMENTS 

Only living creatures can have cybernetic attachments. In addition, a living creature can have a 
maximum number of cybernetic attachments equal to 1 + the creature's Constitution modifier 
(minimum 0). 

A creature may have more cybernetic attachments installed on its body than it can bear. 
However, the creature gains 1 negative level per cybernetic attachment that exceeds its maximum 
allowed. For each negative level, the creature takes a -1 penalty on all skill checks and ability checks, 
attack rolls, and saving throws, and loses one effective level or Hit Die whenever level is used in a die roll 
or calculation. Further, a character with psionic powers loses the ability to manifest one power of the 
highest level she can manifest (player's choice). This loss persists until the negative level is removed. 

Negative levels caused by having too many cybernetic attachments remain until the offending 
attachments are removed. 

BENEFITS AND DRAWBACKS 

Cybernetic attachments provide countless benefits to their recipients. For example, cybernetic eyes can 
bestow darkvision, improve the accuracy of the recipient's ranged attacks, or emit pencil-thin laser 
beams. A cybernetic brain implant can improve the recipient's response time in a crisis, protect against 
mind-influencing attacks, or increase the flow of adrenaline throughout the body. The possibilities of 
cybernetic technology are endless. Although the benefits make cybernetics very alluring, the drawbacks 
are equally discouraging: 

ELECTRICITY VULNERABILITY 

A creature with one or more cybernetic attachments takes 50% more damage from any attack that deals 
electricity damage. This vulnerability to electricity can be offset by an anti-shock implant (see Cybernetic 
Enhancements, below). 

NEGATIVE LEVELS 

Whenever a creature exceeds its maximum number of cybernetic attachments, it gains negative levels 
until the excess attachments are removed (see Number of Attachments, above). 

SUSCEPTIBILITY TO ATTACK 

External cybernetic attachments are subject to attacks as if they were objects worn by their recipients. 
REPLACEMENTS 

The most basic replacement limbs and organs don't bestow any special benefits, but they suffer the 
usual drawbacks (see Benefits and Drawbacks, above). Some replacements of higher PL are built to 
counter certain drawbacks, as noted. They don't add measurably to the recipient's weight. 

Each replacement description includes the following information: 
Benefit: What the cybernetic replacement allows its recipient to do. 

Type: Replacements can be external or internal. External replacements are subject to sunder attacks; 
internal replacements are not. 

Hardness/Hit Points: The hardness and hit points of the replacement. Internal replacements don't have 
hardness. 
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Base Cost: The cost of the replacement (or the components to build it) in domars. These costs given 
assume that the item is being sold in a Progress Level 3 (Age of Reason) society. Adjust the cost down by 
20% for each PL higher than 3, and up by 20% for each PL lower than 3. 

Artificial Organ (PL 5) 

An artificial organ fully replaces a defective or destroyed biological organ, such as a heart, lung, eye, or 
ear. 

Benefit: The artificial organ duplicates the function of its biological counterpart. It provides no special 
game benefits. 
Type: Internal. 
Hardness/Hit Points: -/2. 
Base Cost: 2,100 domars. 

Prosthetic Arm (PL 5) 

A prosthetic arm fully replaces a lost or destroyed biological arm. The prosthetic arm may begin at the 
shoulder, elbow, or wrist. 

Benefit: The prosthetic arm duplicates the function of its biological counterpart. It provides no special 
game benefits. 
Type: External. 
Hardness/Hit Points: 3/5. 
Base Cost: 1,260 domars. 

Prosthetic Leg (PL 5) 

A prosthetic leg fully replaces a lost or destroyed biological leg. The prosthetic leg may begin at the 
thigh, knee, or ankle. 

Benefit: The prosthetic leg duplicates the function of its biological counterpart. It provides no special 
game benefits. 
Type: External. 
Hardness/Hit Points: 3/7. 
Base Cost: 1,260 domars. 

Prosthetic Arm Upgrade (PL 6) 

This upgraded version of the PL 5 prosthetic arm not only replaces a lost or destroyed arm but is also 
more resilient than its technological predecessor. 

Benefit: The prosthetic arm upgrade duplicates the function of its biological counterpart but has a 
greater hardness and more hit points than the basic PL 5 prosthesis. 
Type: External. 
Hardness/Hit Points: 5/10. 
Base Cost: 2,400 domars. 

Prosthetic Leg Upgrade (PL 6) 

This upgraded version of the PL 5 prosthetic leg not only replaces a lost or destroyed leg but is also more 
resilient than its technological predecessor. 

Benefit: The prosthetic leg upgrade duplicates the function of its biological counterpart but has a 
greater hardness and more hit points than the basic PL 5 prosthesis. 
Type: External. 
Hardness/Hit Points: 5/15. 
Base Cost: 2,400 domars. 
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Advanced Artificial Organ (PL 7) 

This advanced version of the PL 5 artificial organ and PL 6 upgrade not only replaces a defective or 
destroyed biological organ but is also more resilient and less impairing than its technological 

predecessors. 

Benefit: The advanced artificial organ duplicates the function of its biological counterpart. In addition, 
the advanced organ does not count toward the total number of cybernetic attachments the recipient 
can have before taking negative levels (see Number of Attachments). 
Type: Internal. 
Hardness/Hit Points: -/4. 
Base Cost: 7,700 domars. 

Advanced Prosthetic Arm (PL 7) 

This upgraded version of the PL 5 prosthetic arm and PL 5 upgrade not only replaces a lost or destroyed 

arm but is also more resilient and less impairing than its technological predecessors. 

Benefit: The advanced prosthesis duplicates the function of its biological counterpart. In addition, this 

advanced prosthesis does not count toward the total number of cybernetic attachments the recipient 

can have before taking negative levels (see Number of Attachments). 

Type: External. 

Hardness/Hit Points: 5/10. 

Base Cost: 6,300 domars. 

Advanced Prosthetic Leg (PL 7) 

This upgraded version of the PL 5 prosthetic leg and PL 6 upgrade not only replaces a lost or destroyed 

leg but is also more resilient and less impairing than its technological predecessors. 

Benefit: The advanced prosthesis duplicates the function of its biological counterpart. In addition, this 

advanced prosthesis does not count toward the total number of cybernetic attachments the recipient 

can have before taking negative levels (see Number of Attachments). 

Type: External. 

Hardness/Hit Points: 5/15. 

Base Cost: 6,300 domars. 

ENHANCEMENTS 

Cybernetic enhancements are available starting at Progress Level 6. Unlike standard replacements, they 
bestow new abilities upon their recipients. Unless otherwise noted, enhancements don't add 
measurably to a recipient's weight. 

Each enhancement description includes the following information: 
Benefit: What the cybernetic enhancement allows its recipient to do. 

Type: Enhancements can be external or internal. External enhancements are subject to sunder attacks; 
internal enhancements are not. 

Hardness/Hit Points: The hardness and hit points of the enhancement. Internal enhancements don't 
have hardness. 

Base Cost: The cost of the replacement (or the components to build it) in domars. These costs given 
assume that the item is being sold in a Progress Level 3 (Age of Reason) society. Adjust the cost down by 
20% for each PL higher than 3, and up by 20% for each PL lower than 3. 

Anti-Shocl< Implant (PL 6) 
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This tiny implant, embedded near the recipient's brain stem, protects itself and other cybernetic 
hardware against electricity damage. 

Benefit: The implant negates the recipient's special vulnerability to electricity (see Benefits and 
Drawbacks, above). 
Type: Internal. 
Hardness/Hit Points: -/I. 
Base Cost: 800 domars. 

External Weapon IVIount (PL 6) 

The recipient's prosthetic arm ends in a weapon instead of a hand. 

Benefit: The recipient has a light or one-handed melee or ranged weapon attached to a prosthetic arm. 
Attempts to disarm the recipient of the attached weapon automatically fail, though the weapon can still 
be attacked (like any other weapon) in an attempt to destroy it. Only light or one-handed weapons can 
be externally mounted. 
Type: External. 

Hardness/Hit Points: 10/5 (mount only). 

Base Cost: Melee weapon mount 800 domars, ranged weapon mount 1,000 domars (the cost does not 
include the prosthetic arm or weapon). 

Injector Unit (PL 6) 

This unit, attached to the recipient's forearm or thigh, incorporates three medical hypo-syringes. Upon 
command, the unit can inject any or all of the medicinal substances into the recipient's bloodstream. 
Benefit: The injector unit has three built-in hypos, and each hypo holds a single dose of one of the 
following medicinal chemicals: antitox (PL 6), boost (PL 6), neutrad (PL 6), sporekill (PL 6), or biocort (PL 
7). As a free action during his turn, the recipient can contract his muscles to inject himself with any or all 
of these hypos, gaining the benefits immediately. A drained hypo can be removed and replaced as a full- 
round action. 
Type: External. 
Hardness/Hit Points: 2/5. 

Base Cost: 800 domars (medical hypos must be purchased separately). 
Nightvision Optics (PL 6) 

The recipient's eyes are replaced with ocular implants that enable the character to see better in the 
dark. All of the recipient's eyes must be replaced to gain any benefit. 
Benefit: The recipient gains darkvision out to a range of 60 feet. 
Type: Internal. 

Hardness/Hit Points: -/2 (per eye). 
Base Cost: 12,400 domars. 

Skill Implant (PL 6) 

This small brain implant enables its recipient to perform a specific skill more adroitly. 
Benefit: The recipient gains a +2 competence bonus on checks made with one class skill of his choice. 
Different skills require different implants, and a skill implant cannot be modified to grant a bonus to 
another skill. 

A recipient may have multiple skill implants, but each is considered a separate cybernetic 
attachment. 
Type: Internal. 
Hardness/Hit Points: -/I. 
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Base Cost: 1,400 domars. 



Stabilizer (PL 6) 

A stabilizer releases chemical coagulants into a dying recipient's bloodstream to prevent excess blood 

loss, effectively stabilizing him. A stabilizer is usually installed near the recipient's heart. 

Benefit: If reduced to negative hit points, the recipient automatically stabilizes. 

Type: Internal. 

Hardness/Hit Points: -/3. 

Base Cost DC: 5,600 domars. 

Restriction: None. 

Subcutaneous Body Armor (PL 6) 

Subcutaneous body armor consists of small plates of flexible armor implanted under the recipient's skin. 
Benefit: The character gains a natural armor bonus to Armor Class. The bonus depends on the density of 
the armor: Light +1, Medium +3, Heavy +5. 
Type: Internal. 

Hardness/Hit Points: -/varies. The armor has one-quarter the maximum hit points of the recipient. 
Base Cost: Light 1,100 domars. Medium 9,300 domars, or Heavy 25,500 domars. 

Subcutaneous Cell Phone (PL 6) 

The recipient has a small transceiver installed underneath the skin of her throat. The transceiver is 
connected to a tiny speaker located in the recipient's ear. 

Benefit: The recipient may carry on conversations using the subcutaneous cell phone without raising her 
voice above a whisper; Perception checks made to hear the recipient suffer a -4 penalty. The tiny 
speaker implanted in the recipient's ear enables her to hear the other side of the conversation, but 
others cannot. 
Type: Internal. 
Hardness/Hit Points: -/2. 
Base Cost: 600 domars. 

Telescopic Optics (PL 6) 

The recipient's eyes are replaced with ocular implants that simulate the effects of binoculars, enabling 
the recipient to perceive distant objects more easily. All of the recipient's eyes must be replaced to gain 
any benefit. 

Benefit: Telescopic optics reduce the range penalty for sight-based Perception checks to -1 for every 30 
feet of distance (instead of -1 for every 10 feet). 
Type: Internal. 

Hardness/Hit Points: -/2 (per eye). 
Base Cost: 1,000 domars. 

Voice Stress Analyzer (PL 6) 

Sensors attached to the recipient's optic nerves and inner ear analyze minute physical indicators from 
living beings (including increased pulse galvanic skin response) and enable the recipient to better 
determine the emotional states of others. 

Benefit: The recipient gains a +4 circumstance bonus on all Sense Motive checks. 
Type: Internal. 
Hardness/Hit Points: -/4. 
Base Cost: 1,400 domars. 
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Anti-Flare Implants (PL 7) 

The recipient's corneas are replaced with artificial ones equipped with flare suppressors that react 
instantly to bright flashes of light. 

Benefit: Blinding effects produced by bright lights have no harmful or debilitating effect on the 

recipient. 

Type: Internal. 

Hardness/Hit Points: -/I (per eye). 
Base Cost: 600 domars. 

Anti-Stun Implant (PL 7) 

This implant, embedded near the spine, shields the recipient's nervous system against stunning attacks. 
Benefit: The recipient cannot be stunned. 
Type: Internal. 
Hardness/Hit Points: -/4. 
Base Cost: 12,000 domars. 

Body Repair Weave (PL 7) 

A delicate weave of subdermal biowires stimulates and repairs the body's damaged tissue. 
Benefit: The recipient heals naturally at twice the normal rate. 
Type: Internal. 
Hardness/Hit Points: -/4. 
Base Cost: 8,000 domars. 

Data Archive (PL 7) 

A data archive is a microcomputer implanted in the recipient's skull. It contains skill-related information 
stored on a series of biological data chips, or biochips. 

Benefit: The recipient treats all skills as class skills. Furthermore, the recipient gains access to an 
information database that grants a +4 circumstance bonus on all Knowledge checks. 
Type: Internal. 
Hardness/Hit Points: -/2. 
Base Cost: 9,000 domars. 

Feat Implant (PL 7) 

Thanks to a chip implanted in the recipient's brain or a series of implants wired to the recipient's 
nervous system, the recipient gains special knowledge or some extraordinary ability. 
Benefit: The feat implant gives the recipient a feat. The recipient must meet all of the feat's 
prerequisites to gain its benefits. If the feat implant is destroyed, the granted feat is lost as well. A feat 
implant cannot duplicate a metapsionic or psionic feat. 
Type: Internal. 
Hardness/Hit Points: -/5. 
Base Cost: 16,000 domars. 

Fortified Skeleton (PL 7) 

The recipient's skeleton is fortified with high-impact polymers, increasing his ability to shrug off physical 
damage. 

Benefit: The recipient gains damage reduction 4/-. This DR stacks with DR from other sources, such as a 
personal force field (see Equipment), or the damage reduction class feature. 
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Type: Internal. 

Hardness/Hit Points: -/varies. The skeletal reinforcement has one-quarter the maximum hit points of 
the recipient. 

Base Cost: 120,000 domars. 
Initiative Implant (PL 7) 

The initiative implant consists of a series of wires threaded around the recipient's spinal cord and 
attached to the recipient's nervous system. The implant stimulates faster response times. 
Benefit: The recipient gains a +2 circumstance bonus on initiative checks. 
Type: Internal. 
Hardness/Hit Points: -/lO. 
Base Cost: 3,600 domars. 

Internal Weapon Mount (PL 7) 

The recipient has a subcutaneous weapon embedded in her body, usually in a prosthetic forearm or 
hand. The weapon extends from the prosthesis and is visible when in use. 

Benefit: The recipient has a light melee or light ranged weapon hidden under her skin. Attempts to 
disarm the recipient of the attached weapon automatically fail, and the weapon itself cannot be 
attacked unless it is extended. Extending or retracting the weapon is a free action. 

Spotting a subcutaneous weapon requires a successful Perception check opposed by the 
recipient's Sleight of Hand check. Only light melee and ranged weapons can be internally mounted. 
Type: Internal. 

Hardness/Hit Points: 10/5 (mount only). 

Base Cost: Melee weapon mount 1,600 domars, ranged weapon mount 2,000 domars (the cost does not 
include the prosthesis or weapon). 

Laser Optics (PL 7) 

The recipient's eyes are replaced with ocular implants capable of firing thin laser beams. 
Benefit: Using laser optics is an attack action that does not provoke attacks of opportunity. A "laser eye" 
deals 2d6 points of fire damage, threatens a critical hit on a natural 20, and has a range increment of 20 
feet. Each additional eye adds +2 to the damage roll (thus, a pair of laser eyes would deal 2d6+2 points 
of fire damage). 

A creature equipped with multiple laser eyes must fire them simultaneously at the same target. 
Type: Internal. 

Hardness/IHit Points: -/2 (per eye). 

Base Cost: Single 16,000 domars, pair 32,000 domars. 

Luminous Sl<in (PL 7) 

Special skin grafts create luminous displays on the recipient's flesh. Most recipients use it purely for 
decoration, but the same technology can provide a built-in chronometer. 

Benefit: The recipient can control the brightness of the luminescence as a free action, negating it 
entirely if desired. At its most intense, luminous skin can illuminate squares occupied by or adjacent to 
the recipient. The chronometer serves the same function as a wristwatch, including date, time, and 
alarm functions. 
Type: Internal. 

Hardness/Hit Points: -/- (luminous skin ceases to function when the recipient is killed). 
Base Cost: 40 domars (60 domars for chronometer version). 
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Microcomputer (PL 7) 

The recipient has a miniature computer attached to his nervous system, usually at the base of the skull. 
Benefit: The recipient may attempt Computer Use checks as a move action, rather than a full-round 
action. The microcomputer reduces by half the time required to operate remotes. A data port in the 
back of the unit allows for the insertion of a standard interface cable (cost 5), allowing the recipient to 
transfer data without the benefit of a modem. 
Type: Internal. 
Hardness/Hit Points: -/4. 

Base Cost: 2,000 domars (3,000 domars with integrated cellular modem). 
IVIindscreen Implant (PL 7) 

A small implant in the recipient's brain protects him against mental attacks. 

Benefit: The recipient gains a +2 circumstance bonus on saving throws against mind-affecting attacks. 
Type: Internal. 
Hardness/Hit Points: -/2. 
Base Cost: 3,000 domars. 

Prosthetic Enhancer (PL 7) 

This implant attaches to a prosthetic arm or leg, making it stronger. 

Benefit: If attached to a prosthetic leg, the prosthetic enhancer increases the recipient's base speed by 
+5 feet. In addition, any unarmed attack made with an enhanced prosthetic leg deals an additional 1 
point of damage. 

If attached to a prosthetic arm, the prosthetic enhancer grants a +2 bonus on Strength- and 
Dexterity-based ability checks and skill checks. In addition, any unarmed attack made with an enhanced 
prosthetic arm deals an additional 1 point of damage. 

A prosthetic enhancer does not count toward the total number of cybernetic attachments the 
recipient can have before taking negative levels (see Number of Attachments). 
Type: Internal. 
Hardness/Hit Points: -/2. 
Base Cost: 4,000 domars. 

Rage Implant (PL 7) 

This brain implant dramatically increases the amount of adrenaline and testosterone the recipient's 
body produces, temporarily boosting his strength and durability. 

Benefit: The recipient can rage for a number of rounds per day equal to 2 + his Constitution modifier, + 
2 rounds per character level (4 + Constitution modifier rounds at 1*' level, 6 + Constitution modifier 
rounds at 2""^ level, 8 + Constitution modifier rounds at 3'^'' level, et cetera). Temporary increases to 
Constitution, such as those gained from rage, do not increase the total number of rounds that the 
recipient can rage per day. The recipient can enter rage as a free action. The total number of rounds of 
rage per day is renewed after resting for 8 hours, although these hours do not need to be consecutive. 
The recipient may prematurely end his rage. 

While in a rage, the recipient gains a +4 morale bonus to his Strength and Constitution, as well 
as a +2 morale bonus on Will saves. In addition, he takes a -2 penalty to Armor Class. The increase to 
Constitution grants the enforcer 2 hit points per Hit Dice, but these disappear when the rage ends and 
are not lost first like temporary hit points. While in a rage, the recipient cannot use any Charisma-, 
Dexterity-, or Intelligence-based skills (except Acrobatics, Fly, Intimidate, and Ride) or any ability that 
requires patience or concentration (including manifesting psionic powers), or any items that must be 
activated to function. 
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The recipient can end his rage as a free action and is fatigued after rage for a number of rounds 
equal to 2 times the number of rounds spent in the rage. The recipient cannot enter a new rage while 
fatigued or exhausted but can otherwise enter rage multiple times during a single encounter or combat. 
If the recipient falls unconscious, his rage immediately ends, placing him in peril of death. 

The increased Constitution triggered by the rage implant in now way obviates the negative 
levels bestowed for having too many cybernetic attachments. 
Type: Internal. 
Hardness/Hit Points: -/3. 
Base Cost: 22,000 domars. 

Skill Plexus (PL 7) 

This unit, implanted in the recipient's brain, allows multiple skill implants to function as a single 
cybernetic attachment (see Skill Implant, above). 

Benefit: The recipient may have up to four skill implants attached to the skill plexus, and together they 
are treated as a single cybernetic attachment. However, if the skill plexus is destroyed, all of the 
attached skill implants are destroyed as well. 
Type: Internal. 
Hardness/Hit Points: -/4. 

Base Cost: 6,000 domars (does not include skill implants). 
Targeting Optics (PL 7) 

The recipient's eyes are replaced with ocular implants that use a projected targeting reticle to improve 
the recipient's aim. All of the recipient's eyes must be replaced to gain any benefit. 
Benefit: Targeting optics grant a +1 bonus on all attack rolls made with ranged weapons. 
Type: Internal. 

Hardness/Hit Points: -/2 (per eye). 
Base Cost: 2,500 domars. 

Feat Plexus (PL 8) 

This unit, implanted in the recipient's brain, allows multiple feat implants to function as a single 
cybernetic attachment (see Feat Implant, above). 

Benefit: The recipient may have up to four feat implants attached to the feat plexus, and together they 
are treated as a single cybernetic attachment. However, if the feat plexus is destroyed, all of the 
attached feat implants are destroyed as well. 
Type: Internal. 
Hardness/Hit Points: -/4. 

Base Cost: 8,000 domars (does not include feat implants). 
Invisiware (PL 8) 

This technology enables its recipient to turn invisible for a short time. Invisiware uses crystalline 
refractors grafted to the skin and powered by rechargeable solar battery units protruding from various 
points on the recipient's body (usually the spine). 

Benefit: By using invisiware to bend light around its body, a creature can turn invisible. An invisible 
creature gains a +40 bonus on Stealth checks if immobile, or a +20 bonus if moving. Pinpointing the 
location of an invisible creature that isn't attempting to hide requires a Perception check (DC 40 if the 
creature is immobile or DC 20 if it is moving). 

While invisible, the creature gains concealment (50% miss chance) against attacks from other 
creatures that correctly pinpoint its fighting space. 
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Activating or deactivating invisiware is a free action. However, the technology consumes a great 
deal of the battery power; after 10 rounds (1 minute) of use, the solar batteries must be recharged for 1 
hour, during which time the invisiware cannot be activated. 
Type: External. 
Hardness/Hit Points: 4/20. 
Base Cost: 20,000 domars. 

Psi Implant (PL 8) 

This brain implant stimulates neuron activity in underdeveloped regions of the recipient's brain, 

unlocking latent psionic abilities. 

Benefit: The recipient gains the Wild Talent feat. 

Type: Internal. 

Hardness/Hit Points: -/2. 

Base Cost: 100,000 domars. 

ROBOTS 

EVOLUTION OF ROBOTICS 

Progress Level 5: Though crude automata have existed before this era, PL 5 is the widely accepted dawn 
of robotics, due to the development of the programmable manipulator arm in 1954. The field rapidly 
advanced, hand in hand with computer technology, until a crude form of artificial intelligence allowed 
for the creation of robots with the ability to solve basic problems on their own. Such robots are still 
generally confined to military and scientific applications, but simple, programmable robots are available 
as high-tech "toys." Humanoid robots exist, though they qualify only by dint of their general shape; 
robots in the shape of animals are also common. 

Progress Level 6: The versatility of robots continues to improve throughout this Progress Level. Robots 
can make choices from among a multitude of options, and specific components like legs and hands 
become more commonplace. Emergency services routinely use specialized robots to handle dangerous 
situations, and many households include "smart" appliances that cook, clean, patrol, and even babysit. 
In some cultures, robots are more common than pets. Truly bipedal robots finally become feasible for 
widespread use, paving the way for the first androids— robots that resemble and behave more or less 
like humans (or animals), but which are still easily distinguishable from the real thing. 

Progress Level 7: Robots have become so common by this era that they appear in nearly every sector of 
daily life. Robots teach schoolchildren, maintain hazardous equipment, and fight wars. Miniature 
electroflex technology— artificial muscles— arrives, paving the way for the first lifelike androids. 
Bioreplica robots are in limited use, however; they raise so many legal questions that most 
manufacturers stick to the more easily identifiable non-replica androids. The legal ramifications do not 
extend to animal bioreplicas, however, and "synthetic pets" are both common and popular. 

Progress Level 8: Advances in metallurgy enable robotics designers to create "liquid-state" robots: 
machines that can alter their physical form into nearly any shape desired. Applications involving such 
robots are mostly confined to space exploration, but the military and intelligence communities show 
great interest. 

ROBOTS AS PLAYER CHARACTERS 
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This section presents two types of anthropomorphic robots that can be played as player characters: the 
biodroid (more commonly referred to as an "android") and the bioreplica (also known as a "synthetic"). 
Although neither is truly sentient, their artificial intelligence allows them to make independent decisions 
and learn through experience. Biodroids are present in societies with technology of Progress Level 6 or 
higher, while bioreplicas are products of Progress Level 7 ingenuity. 

A biodroid or bioreplica PC begins play as a Ist-level enforcer, esper, examiner, or scout. 
Whereas other robots may only advance as nonplayer characters, biodroid and bioreplica PCs gain levels 
just as other genotypes do. They may even choose to take levels in prestige classes for which they're 
eligible. There are advantages and drawbacks to playing a biodroid or bioreplica PC; these are discussed 
in-depth below. 

BIODROID ("ANDROID") 

Biodroids exist in societies of Progress Level 6 or higher. They are typically modeled after their 
anthropomorphic creators. The technology that creates them is so versatile that virtually any living 
creature (except oozes and plants) can be emulated, at least in terms of movement and behavior. Under 
certain conditions, a biodroid can be mistaken for what it was made to resemble. However, reasonably 
close inspection of the biodroid reveals the presence of robotic parts in place of biological parts. 

Some biodroids are built to serve their masters, while others are sold to interested buyers 
looking for loyal servants. As utilities, their usefulness is boundless, and most biodroids are content to 
perform their assigned duties without question. Biodroids make able security guards, couriers, 
gardeners, shuttle pilots, expendable soldiers, and even nannies. 

Much to the chagrin of their creators, some biodroids are not content to serve. Perhaps due to 
some flaw in their construction, they choose to pursue a different path and strive to gain experiences 
that will lend meaning to their existence. Although some agencies have an interest in capturing and 
demolishing free-willed biodroids, most societies in general have greater concerns to worry about. 
Consequently, many freethinking biodroids are given a chance to chase their dreams ... if one assumes 
they even have them. 
BIODROID TRAITS 

Biodroids are constructs. They also share the following traits: 

Size: Same as the emulated species, although only Small and Medium biodroids may be selected as 

player characters. Small biodroids gain a +1 size bonus to their AC, a +1 size bonus on attack 

rolls, a -1 penalty to their Combat Maneuver Bonus and Combat Maneuver Defense, and a +4 

size bonus on Stealth checks. 
Speed: A biodroid has the same means of locomotion and speed as its emulated species (base speed 30 

feet for a Medium biodroid; base speed 20 feet for a Small biodroid). 
Ability Scores: A heroic biodroid has no Constitution score and a starting Charisma score of 5. 

remaining ability scores are determined normally, including the ability score modifiers of its 

emulated species (+2 to one ability score for human biodroids). 

Biodroids can improve their mental abilities (Intelligence, Wisdom, and Charisma) as 

they increase in level (just as organic PCs do), but not their physical abilities (Strength and 

Dexterity). 

Hit Points: Regardless of class, a biodroid gains IdlO hit points per level. At character creation, a 1^' 

level biodroid gets maximum hit points (10). It does not apply a Constitution modifier to its hit 
points but gains additional hit points at 1st level based on its size: Small 10, Medium 20. 
(For other sizes, see the Construct type description). 

Armor: A biodroid PC can wear a suit of armor or have certain types of integrated armor attached to its 
frame (see Armor, below). 

Cybernetic Incompatibility: A biodroid cannot be fitted with cybernetic attachments. 
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Immunities: Biodroids are immune to mind-influencing effects, poison, sleep, paralysis, stunning, 

disease, necromancy effects, and any effect that requires a Fortitude save unless the effect also 
works on objects or is harmless. They are not subject to nonlethal damage, ability damage, 
ability drain (except as noted under Destruction/Restoration, below), energy drain, or the 
effects of negative levels. They cannot be raised from the dead (but again, see below). 

Lifelike Appearance: Distinguishing a biodroid from members of its emulated species requires a 

successful Perception check (DC 10). It can use the Disguise skill to increase the Perception 
check DC. 

Manipulators: The manipulators of a biodroid resemble the organic manipulating digits of its emulated 
species (a humanlike biodroid has humanlike hands, for example). These manipulators 
otherwise function identically to their organic counterparts. 

Rejuvenation Cycle: A biodroid runs on energy cells that need to rejuvenate regularly. During a 24-hour 
period, it must shut down for 8 hours to replenish its energy supply. During its rejuvenation 
cycle, the biodroid is essentially asleep. If it fails to rejuvenate, it suffers a cumulative -1 penalty 
on attack rolls, ability checks, skill checks, and saving throws each day until it fully recharges 
itself. 

Repairable: Biodroids cannot heal damage on their own but can be repaired using the Craft 

(mechanical) skill. A successful Craft [mechanical] check (DC 30) heals IdlO points of damage to 

a biodroid, and each check represents 1 hour of work. 
Robot Resurrection: A biodroid reduced to 0 hit points is immediately destroyed and cannot be 

repaired, although its "brain" may be removed and installed in a similar but intact frame. See 

Robot Resurrection, below, for details. 
Sensors: A biodroid hero begins play with a Class IV sensor system. For more information on robot 

sensor systems, see Sensors, below. 
Skills: A biodroid gains and assigns skill points as other nonhuman characters do. It uses its Charisma 

modifier on Constitution-based skill checks (including Concentration checks). 
Free Language Skills: A biodroid can read, write, and speak one language. 

Feats: A biodroid receives no feats at 1st level. However, it gains feats normally as it advances in level. 
Height and Weight: A biodroid has the same height range as its biological counterpart. Its weight, 
however, is equal to 1.5 x the normal weight of its biological counterpart. 

BIOREPLICA ("SYNTHETIC") 

Bioreplicas exist in societies of Progress Level 7 or higher. These anthropomorphic robots, modeled after 
their creators in most instances, are so convincingly lifelike that they are virtually indistinguishable from 
their biological counterparts. A bioreplica's components are made up of lightweight plastics in a 
synthetic sheath that looks and feels like real flesh and skin. Bioreplicas are so lifelike that their 
fabrication and distribution are strictly regulated. Most bioreplicas are built for military needs, and they 
are frequently put to use as disposable soldiers, scouts, and spies. A few synthetics find roles in law 
enforcement and military-funded scientific expeditions. 

A bioreplica's artificial intelligence is so sophisticated and finely calibrated that it can simulate 
subtle facial expressions or complex emotions. It learns and adapts quickly, so much so that organic 
beings find it easy to mistake the artificial intelligence for biological intuition. 

Although freethinking synthetics are hunted down in societies that feel threatened by robots 
with autonomy, other "enlightened" cultures prefer to treat bioreplicas with the same rights afforded to 
sentient biological species. Regardless of how everyone else perceives them, bioreplicas are generally 
more interested in finding answers to the big questions plaguing their synthetic existence, such as what 
it means to be sentient and what happens to a bioreplica after it "dies." 
BIOREPLICA TRAITS 
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Bioreplicas are constructs. They also share the following traits: 

Size: Same as emulated species, although only Small and Medium bioreplicas may be selected as player 
characters. 

Speed: A bioreplica has the same means of locomotion and speed as its emulated species (base speed 

30 feet for human bioreplicas). 
Ability Scores: A heroic bioreplica has no Constitution score and a starting Charisma score of 10. Its 

remaining ability scores are determined normally, including the ability score modifiers of its 

emulated species (none for human bioreplicas). 

Bioreplicas can improve their mental abilities (Intelligence, Wisdom, and Charisma) as 

they increase in level (just as organic PCs do), but not their physical abilities (Strength and 

Dexterity). 

Hit Points: Regardless of class, a bioreplica gains IdlO hit points per level. At character creation, a 1^' 

level bioreplica gets maximum hit points (10). It does not apply a Constitution modifier to its hit 
points but gains additional hit points at 1st level based on its size: Small 10, Medium 20. 
(For other sizes, see the Construct type description). 

Armor: A bioreplica modeled after a creature with natural armor does not gain the creature's natural 
armor bonus. 

Cybernetic incompatibility: A bioreplica cannot be fitted with cybernetic attachments. 

Immunities: Bioreplicas are immune to mind-influencing effects, poison, sleep, paralysis, stunning, 

disease, necromancy effects, and any effect that requires a Fortitude save unless the effect also 
works on objects or is harmless. They are not subject to nonlethal damage, ability damage, 
ability drain (except as noted under Destruction/Restoration, below), energy drain, or the 
effects of negative levels. They cannot be raised from the dead (but again, see below). 

Lifelike Appearance: Distinguishing a bioreplica from members of its emulated species requires a 
successful Perception check (DC 20). It can use the Disguise skill to increase the Perception 
check DC. 

Manipulators: The manipulators of a bioreplica resemble the organic manipulating digits of its emulated 
species (a humanlike bioreplica has humanlike hands, for example). These manipulators 
otherwise function identically to their organic counterparts. 

Rejuvenation Cycle: A bioreplica runs on energy cells that need to rejuvenate regularly. During a 24- 
hour period, it must shut down for 8 hours to replenish its energy supply. During its rejuvenation 
cycle, the bioreplica is essentially asleep. If it fails to rejuvenate, it suffers a cumulative -1 
penalty on attack rolls, ability checks, skill checks, and saving throws each day until it fully 
recharges itself. 

Repairable: Bioreplicas cannot heal damage on their own but can be repaired using the Craft 

(mechanical) skill. A successful Craft [mechanical] check (DC 30) heals IdlO points of damage to 

a bioreplica, and each check represents 1 hour of work. 
Robot Resurrection: A bioreplica reduced to 0 hit points is immediately destroyed and cannot be 

repaired, although its "brain" may be removed and installed in an similar but intact frame. See 

Robot Resurrection, below, for details. 
Sensors: A bioreplica hero begins play with a Class VII sensor system. For more information on robot 

sensor systems, see Sensors. 
Skills: A bioreplica gains and assigns skill points as other nonhuman characters do. It uses its Charisma 

modifier on Constitution-based skill checks (including Concentration checks). 
Free Language Skills: A bioreplica can read, write, and speak one language. 

Feats: A bioreplica receives no feats at 1st level. However, it gains feats normally as it advances in level. 
Height and Weight: A bioreplica has the same height range as its biological counterpart. Its weight, 
however, is equal to 1.5 x the normal weight of its biological counterpart. 
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NPC ROBOTS 

Most robots exist to perform mundane, routine, or dangerous tasl<s without argument or ambition. 
Except for biodroids and bioreplicas with PC class levels, all robots are treated as constructs and share 
the general traits outlined below. 

NPC robots don't get class levels. However, they can receive factory-installed skill and feat 
software, allowing them to emulate specific skills and feats as part of their programming (see Skill 
Software and Feat Software). 

GENERAL ROBOT TRAITS 

As constructs, robots share the following traits that set them apart from organic beings: 
Hit Die: dlO. 

Base Attack Bonus: 3/4 of total Hit Dice. 
Good Saving Throws: None. 
Skill Points: None. 
Feats: None. 

Starting Occupation: Robots never get starting occupations. Starting occupations represent life 

experiences gained before acquiring 1st level. Robots have no life experiences before rolling off 
the assembly line; before then, they were nothing but parts. 

Weapon and Armor Proficiency: Robots are proficient with their manipulators only. They are not 
proficient with armor. 

Ability Scores: Robots have no Constitution score and usually no Intelligence score. A robot's size and 

frame determines its ability scores, as shown on Tables 10-1 to 10-5. 
Extra Hit Points: Robots gain extra hit points according to their size, as shown on the tables below. 
Manipulators: A robot typically has two functioning manipulators, although Large or bigger robots can 

have a higher number of functioning manipulators based on their size (see Manipulators). 
Immunities: As constructs, robots are immune to mind-influencing effects, poison, sleep, paralysis, 

stunning, disease, necromancy effects, and any effect that requires a Fortitude save unless the 

effect also works on objects or is harmless. They are not subject to nonlethal damage, ability 

damage, ability drain, or energy drain. 
Repairable: Robots cannot heal damage on their own but can be repaired using the Craft [mechanical] 

skill. A successful Craft [mechanical] check (DC 30) heals IdlO points of damage to a robot, and 

each check represents 1 hour of work. 
Robot Resurrection: A robot reduced to 0 hit points is immediately destroyed and cannot be repaired, 

although its "brain" may be removed and installed in a similar but intact frame. See Robot 

Resurrection for details. 
Weight: A robot is generally heavier than an organic creature of similar size by 1.5. 

ROBOT RESURRECTION 

A robot's core programming and experiences are contained within its central processor— its brain. The 
brain's "drive to survive" is determined by its force of personality, as represented by the robot's 
Charisma. 

Whenever a robot is destroyed (reduced to 0 or fewer hit points), some brain degradation 
occurs. Each time its body is destroyed, the robot suffers a permanent drain of 1 point of Charisma. The 
brain ceases to function and the robot "dies" if its Charisma drops to 0 as the result of a permanent 
ability drain. 

If a robot has at least 1 point of Charisma left after its body is destroyed, its brain can be 
removed and transplanted into another robot of the same size and frame. Removing a robot's brain 
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from a destroyed frame and installing it in a similar but intact frame requires 10 minutes of work, a 
mechanical tool kit, and a successful Craft [mechanical] check; the Craft [mechanical] check DC varies by 
frame type (see below). Not using a tool kit imposes a -4 penalty on the Craft [mechanical] check. 

A robot that gains a new body retains the memories of its previous "life," as well as any 
previously installed skill software and feat software. It also retains any previously installed mental ability 
score upgrades (see Ability Upgrades). It does not retain the previous frame's armor, locomotive means, 
manipulators, sensors, physical ability score upgrades, accessories, or mounted weapons, as these were 



all destroyed. 




Robot Frame 






Craft [mechanical] Check DC 


Armature or Biomorph 


20 


Biodroid 


30 


Bioreplica 


40 


Liquid-State 


50 



ROBOT FRAMES 

A robot's frame is the basic form the robot takes, from a simple barebones armature to a convincingly 

lifelike replica or metallic liquid. It includes both the robot's chassis and its internal power source. The 

frame determines a robot's base statistics and base cost, as shown on the tables below. 

Frame Size: The size of the frame, which determines the robot's base cost, base Hit Dice, and ability 

scores. 

Base Cost: The cost of the frame (or its components). The base cost does not include the cost of 
accessories (modes of locomotion, manipulators, armor, sensors, or equipment) or increased Hit Dice. 
Base Hit Dice: The robot's Hit Dice, not counting any additional Hit Dice that may be added (see below). 
Extra Hit Points: Additional hit points gained due to the robot's size. 

Base Ability Scores: The robot's ability scores, before improvements. Robots that do not have 
Constitution or Intelligence scores cannot improve these abilities. 

Maximum Hit Dice/Cost Modifier: The maximum Hit Dice the robot can have, and the amount by which 
the robot's cost increases for each Hit Die added to its base Hit Dice. A dash (— ) indicates that the robot 
cannot have its Hit Dice increased. 

ARMATURE (PL 5) 

The most basic of robot designs, armatures are essentially mechanical skeletons. 

To build an armature frame from scratch, a character must succeed at a Craft [mechanical] 
check (DC 20) after investing time in the frame's construction: 12 hours for a Tiny or smaller frame, 24 
hours for a Small to Large frame, or 48 hours for a Huge or larger frame. A character without a 
mechanical tool kit takes a -4 penalty on the skill check. The character must also pay the cost of the 
frame as listed on the table below. 

Table: Armature Robot Frames provides the base cost. Hit Dice, and ability scores for factory- 
model armature robots, as well as cost modifiers for improving ability scores. 
Immunities: Robots with armature frames have all the normal construct immunities. 



Table: Armature Robot Frames (PI 5) 













— Base Ability Scores — 






Robot Size 


Base Cost 


Base Hit 
Dice 


Extra Hit 
Points 


Str 


Dex Con Int Wis 


Cha 


Maximum Hit Dice/ 
Cost Modifier 


Colossal 


3,000,000 


32dl0 


80 


47 


6 - - 10 


1 


64dl0/+30% per HD 
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domars 


Gargantuan 


300,000 
domars 


16dl0 


60 


39 


6 


— — 10 


1 


31dlO/+30% per HD 


Huge 


30,000 
domars 


8dl0 


40 


31 


6 


- - 10 


1 


15dlO/+20%perHD 


Large 


10,000 
domars 


2d 10 


30 


23 


8 


- - 10 


1 


7dlO/+10%perHD 


Medium 


3,000 domars 


IdlO 


20 


15 


10 


- - 10 


1 




Small 


1,000 domars 


l/2dl0 


10 


11 


12 


- - 10 


1 




Tiny 


300 domars 


l/4dl0 




7 


14 


— — 10 


1 




Diminutive 


100 domars 


l/8dl0 




5 


16 


- - 10 


1 




Fine 


30 domars 


1/I6dl0 




1 


18 


- - 10 


1 





BIOMORPH (PL 5) 

A biomorph frame is essentially a hard plastic or metallic casing, often in a shape that suggests a living 
creature— for example, a human, dog, cat, or chimpanzee— though the resemblance is vague, at best. 

To build a biomorph frame from scratch, a character must succeed at a Craft [mechanical] check 
(DC 25) after investing time in the frame's construction: 24 hours for Large or smaller frame or 72 hours 
for a Huge or larger frame. A character without a mechanical tool kit takes a -4 penalty on the skill 
check. The character must also pay the cost of the frame as listed on the table below. 

Table: Biomorph Robot Frames provides the base cost. Hit Dice, and ability scores for factory- 
model biomorph robots, as well as cost modifiers for improving ability scores. 
Immunities: Robots with biomorph frames have all the normal construct immunities. 



Table: Biomorph Robot Frames (PI 5) 













— Base Ability Scores — 








Base Cost 


Base Hit 


Extra Hit 














Maximum Hit Dice/ 


Robot Size 




Dice 


Points 


Str 


Dex 


Con 


Int 


Wis 


Cha 


Cost Modifier 


Colossal 


10,000,000 
domars 


32dl0 


80 


46 


6 






10 


1 


64dl0/+30% per HD 


Gargantuan 


1,000,000 

domars 


16dl0 


60 


38 


6 






10 


1 


31dlO/+30%perHD 


Huge 


100,000 
domars 


8dl0 


40 


30 


6 






10 


1 


15dlO/+20%perHD 


Large 


30,000 
domars 


2d 10 


30 


22 


8 






10 


1 


7dlO/+10%perHD 


Medium 


10,000 
domars 


Id 10 


20 


14 


10 






10 


1 




Small 


3,000 domars 


l/2dl0 


10 


10 


12 






10 


1 




Tiny 


1,000 domars 


l/4dl0 




6 


14 






10 


1 




Diminutive 


300 domars 


l/8dl0 




4 


16 






10 


1 




Fine 


100 domars 


1/I6dl0 




1 


18 






10 


1 





BI0DR0ID(PL6) 
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Biodroids are a step up from biomorphs, in that they can be mistaken, under certain conditions, for 
what they are made to resemble. However, reasonably close inspection reveals the presence of robotic 
parts and the lack of biological parts. 

To build a biodroid frame from scratch, a character must succeed at two skill checks— a Craft 
[mechanical] check (DC 30) and a Craft (electronic) check (DC 30). These checks are made after investing 
time in the frame's construction: 48 hours for a Large or smaller frame or 72 hours for a Huge or larger 
frame. A character without a mechanical tool kit or electrical tool kit takes a -4 penalty on the skill check 
(-8 if the character has neither). The character must also pay the cost of the frame as listed on the table 
below. 

Table: Biodroid Robot Frames provides the base cost, Hit Dice, and ability scores for factory- 
model biodroid robots, as well as cost modifiers for improving ability scores. 
Immunities: Robots with biodroid frames have all the normal construct immunities. 
Lifelike Appearance: Distinguishing a biodroid from members of its emulated species requires a 
successful Perception check (DC 10). A biodroid can use the Disguise skill to increase the Perception 
check DC. 

Table: Biodroid Robot Frames (Pi 6) 



Base Ability Scores 



Robot Size 


Base Cost 


Base Hit 
Dice 


Extra Hit 
Points 


Str 


Dex 


Con 


Int 


Wis 


Cha 


Maximum Hit Dice/ 
Cost Modifier 


Colossal 


10,400,000 
domars 


32dl0 


80 


44 


7 




10 


10 


5 


45dlO/+40%perHD 


Gargantuan 


1,040,000 
domars 


16dl0 


60 


36 


7 




10 


10 


5 


31dlO/+30%perHD 


Huge 


104,000 
domars 


8dl0 


40 


28 


7 




10 


10 


5 


15dlO/+20%perHD 


Large 


32,000 
domars 


2d 10 


30 


20 


9 




10 


10 


5 


7dlO/+10%perHD 


Medium 


10,400 
domars 


Id 10 


20 


12 


11 




10 


10 


5 




Small 


3,200 domars 


l/2dl0 


10 


8 


13 




10 


10 


5 




Tiny 


1,040 domars 


l/4dl0 




4 


15 




10 


10 


5 




Diminutive 


320 domars 


l/8dl0 




2 


17 




10 


10 


5 




Fine 


104 domars 


1/I6dl0 




1 


19 




10 


10 


5 





BIOREPLICA (PL 7) 

A step up from biodroids, bioreplicas are robots so convincingly lifelike that they are virtually 
indistinguishable from their living counterparts. The bioreplica's components are made up of lightweight 
plastics in a synthetic sheath that looks and feels like real flesh and skin. 

To build a bioreplica frame from scratch, a character must succeed at two skill checks— a Craft 
[mechanical] check (DC 30) and a Craft (electronic) check (DC 30). These checks are made after investing 
time in the frame's construction: 48 hours for a Large or smaller frame or 72 hours for a Huge or larger 
frame. A character without a mechanical tool kit or electrical tool kit takes a -4 penalty on the skill check 
(-8 if the character has neither). The character must also pay the cost of the frame as listed on the table 
below. 

Table: Bioreplica Robot Frames provides the base cost. Hit Dice, and ability scores for factory- 
model bioreplica robots, as well as cost modifiers for improving ability scores. 
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Immunities: Robots with bioreplica frames have all the normal construct immunities. 
Lifelike Appearance: Distinguishing a bioreplica from members of its emulated species requires a 
successful Perception check (DC 20). A bioreplica can use the Disguise skill to increase the Perception 
check DC. 

Table: Bioreplica Robot Frames (PI 7) 



Base Ability Scores 



Robot Size 


DaSc COSl 


DaSe mi 

Dice 


Pvtra Ulit 

Points 


Str 


Dex 


Con 


Int 


Wis 


Cha 


iviaAiinuiTi mi i^ice/ 
Cost Modifier 


Colossal 


36,000,000 
domars 


32dl0 


80 


44 


7 





10 


10 


10 


45dlO/+40%perHD 


Gargantuan 


3,600,000 
domars 


16dl0 


60 


36 


7 





10 


10 


10 


31dlO/+30%perHD 


Huge 


360,000 
domars 


8dl0 


40 


28 


7 




10 


10 


10 


15dlO/+20%perHD 


Large 


120,000 
domars 


2d 10 


30 


20 


9 




10 


10 


10 


7dlO/+10%perHD 


Medium 


36,000 
domars 


Id 10 


20 


12 


11 




10 


10 


10 




Small 


12,000 
domars 


l/2dl0 


10 


8 


13 




10 


10 


10 




Tiny 


3,600 domars 


l/4dl0 




4 


15 




10 


10 


10 




Diminutive 


1,200 domars 


l/8dl0 




2 


17 




10 


10 


10 




Fine 


360 domars 


1/I6dl0 




1 


19 




10 


10 


10 





LIQUID-STATE (PL 8) 

The liquid-state robot is a mass of metal alloy resembling liquid mercury. It contains a molecular 
network of subprocessors that interpret the central processor's instructions to form a nearly endless 
variety of shapes. The liquid metal can emulate radically different densities within the same form, 
meaning that the robot can feel like flesh on the outside, but be as solid as stone on the inside. 

Being able to assume different forms does not allow the robot to duplicate appearances or 
abilities; a liquid-state robot cannot change its color any more than it can breathe fire. For example, if it 
assumes the shape of a human, the robot would appear to be a human made of metal. Furthermore, a 
liquid-state robot is limited to the quality of its own components. A liquid-state robot equipped with a 
rotor for locomotion cannot simply change shape and acquire a pair of legs, for example; any change 
must be of the same Progress Level or lower. A liquid-state robot can, however, reattach separated 
components. 

To build a liquid-state "frame" from scratch, a character must succeed at two skill checks— a 
Craft [mechanical] check (DC 30) and a Craft (electronic) check (DC 30). These checks are made after 
investing 96 hours the frame's construction. A character without a mechanical tool kit or electrical tool 
kit takes a -4 penalty on the skill check (-8 if the character has neither). The character must also pay the 
cost of the frame as listed on the table below. 

Table: Liquid-State Robot Frames provides the base cost. Hit Dice, and ability scores for factory- 
model liquid-state robots, as well as cost modifiers for improving ability scores. 
Natural Armor: A liquid-state robot gains a +5 natural armor bonus to Armor Class. 
Attacks: A liquid-state robot, regardless of its form, has two appendages (treat as natural weapons) with 
which it can attack each round. It can shape these appendages into various crude weapons as a free 
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action; depending on their shape, one or both weapons can deal bludgeoning, piercing, or slashing 
damage. The robot's size determines the amount of damage these appendages deal: Fine 1, Diminutive 
ld2 , Tiny ld3. Small ld4. Medium ld6. Large ld8. Huge 2d6, Gargantuan 2d8, Colossal 4d6. 
Amorphous Form (Ex): Because a liquid-state robot can alter its shape and density, it gains a +10 bonus 

on Escape Artist checks. 

Fast Healing (Ex): A liquid-state robot has fast healing 10. This ability ceases to function when the robot 
is destroyed (reduced to 0 or fewer hit points). 

Fire Vulnerability: A liquid-state robot takes 50% more damage from any fire-based attack. 
Immunities: Robots with liquid-state frames have all the normal construct immunities. 



Table: Liquid-State Robot Frames (PI 8) 














— Base Ability Scores — 







Robot Size 


Base Cost 


Base Hit 
Dice 


Extra Hit 
Points 


Str 


Dex 


Con 


Int 


Wis 


Cha 


Maximum Hit Dice/ 
Cost Modifier 


Colossal 


1,000,000,000 

domars 


32dl0 


80 


45 


8 




10 


11 


10 


40dlO/+30%perHD 


Gargantuan 


10,000,000 
domars 


16dl0 


60 


37 


8 




10 


11 


10 


32dlO/+30%perHD 


Huge 


1,000,000 
domars 


8dl0 


40 


29 


8 




10 


11 


10 


24dlO/+20%perHD 


Large 


400,000 
domars 


4dl0 


30 


23 


10 




10 


11 


10 


16dlO/+20%perHD 


Medium 


100,000 

domars 


2d 10 


20 


13 


12 




10 


11 


10 


8dlO/+10%perHD 


Small 


40,000 
domars 


Id 10 


10 


9 


14 




10 


11 


10 




Tiny 


13,000 
domars 


l/2dl0 




5 


16 




10 


11 


10 




Diminutive 


4,000 domars 


l/4dlO 




3 


18 




10 


11 


10 




Fine 


1,300 domars 


l/8dl0 




1 


20 




10 


11 


10 





LOCOMOTION 

How a robot moves is determined by its means locomotion. Most robots have only one means of 
locomotion, each of which comes with its own advantages and disadvantages, as shown below. 

To build a mode of locomotion from scratch, a character must succeed at a Craft [mechanical] 
check (DC 25) after investing 24 hours in its construction. A character without a mechanical tool kit takes 
a -4 penalty on the skill check. The character must also pay the cost listed in the table below for the 
given mode of locomotion. 

Base Speed: Each mode of locomotion has a base speed. This speed can be improved, but each 5-foot 
increase in speed also increases the cost by 10%. The base speed can never be increased more than 
double the listed amount. 

Cost: The cost of the components necessary to grant the robot this particular mode of locomotion. This 
cost is always a fraction of the base cost of the robot's frame (see Frame, above). 

FORCED AIR (PL 5) 

The robot takes in air through a vent and forces it out beneath itself, allowing it to hover about an inch 
off the ground. It handles poorly and moves at half speed over poor surface conditions. 
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Base Speed: Fly 30 feet (clumsy). 

Cost: One-half the base cost of the robot's frame. 

LEGS (MULTIPLE) (PL 5) 

The robot has three or more mechanical legs that allow it to walk, after a fashion. The robot moves at 
half speed when navigating obstructions, stairs, or poor surface conditions. Only robots equipped with 
legs can jump. 
Base Speed: 30 feet. 

Cost: One-half the base cost of the robot's frame. 
PROPELLER (AIR) (PL 5) 

The robot has a propeller for air travel. It cannot travel on land without another mode of locomotion. If 

for some reason the robot's speed drops below its base speed during any given round, it falls. 

Base Speed: Fly 40 feet (clumsy). 

Cost: One-quarter the base cost of the robot's frame. 

PROPELLER (WATER) (PL 5) 

The robot has one or more propellers for water travel. It cannot travel on land without another mode of 
locomotion. 

Base Speed: Swim 20 feet. 

Cost: One-quarter the base cost of the robot's frame. 
ROTOR (PL 5) 

The robot is equipped with a rotor, like a helicopter's. It doesn't move as quickly as a robot equipped 

with an air propeller, but it can hover without falling. 

Base Speed: Fly 30 feet (poor). 

Cost: One-quarter the base cost of the robot's frame. 

STATIONARY (PL 5) 

The robot cannot move at all. It is most likely bolted or otherwise secured in place. Factory robots are 
usually stationary. 

Base Speed: Ofeet. (This speed cannot be improved.) 

Cost: Not applicable. (This cost is included in the robot's base cost.) 

TRACK (PL 5) 

The robot follows a preset track and cannot deviate from that course. If the robot is somehow separated 
from the track, it becomes effectively stationary. The robot can maneuver over an obstacle only if the 
track leads over the obstacle, but if something obstructs the track, the robot comes to a halt. 
Base Speed: 10 feet. 

Cost: One-tenth the base cost of the robot's frame (rounded down). 
TREADS (PL 5) 

The robot is equipped with a pair of tank-like treads that allow it to roll along over most terrain without 
significant difficulties. It can negotiate reasonably shallow steps, but stairs are beyond its abilities. 
Robots with treads cannot jump or swim. 
Base Speed: 20 feet. 

Cost: One-quarter the base cost of the robot's frame. 
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WHEELS (PL 5) 

Wheels are somewhat more effective than treads on level ground, but the robot moves at half speed 
when navigating poor surface conditions. Most wheeled robots have four, six, or eight wheels. Robots 
with wheels cannot jump or swim. 
Base Speed: 30 feet. 

Cost: One-half the base cost of the robot's frame. 
CASTERS (PL 6) 

The robot moves about on spherical wheels, or casters. These are somewhat more efficient than wheels 
and enable the robot to change direction easily. Robots with casters cannot jump or swim. 
Base Speed: 20 feet. 

Cost: One-quarter the base cost of the robot's frame. 
LEGS (PAIR) (PL 6) 

The robot is bipedal, walking on two legs as well as a human. Only robots equipped with legs can jump. 
Base Speed: 20 feet. 

Cost: One-half the base cost of the robot's frame. 
THRUSTER (PL 7) 

Thrusters use a miniature impulse engine to produce a stream of high-energy particles, contained and 
directed by magnetic fields. The exhaust is hot, but not dangerously so. Thrusters enable the robot to fly 
and hover. 

Base Speed: Fly 30 feet (poor). 

Cost: One-half the base cost of the robot's frame. 

INDUCTOR (PL 8) 

Induction engine technology allows the robot to move about on a thin cushion of artificial gravity. The 
thrust does not enable the robot to corner quickly, but it can hover and float above liquid surfaces 
(including water). 
Base Speed: 30 feet. 

Cost: One-half the base cost of the robot's frame. 
MANIPULATORS 

Without some kind of manipulating appendage, robots cannot lift or move objects. Manipulators can be 
as crude as a simple probe or as complex as a five-fingered hand. 

A Medium or smaller robot may have up to two functioning manipulators. Larger robots may be 
equipped with a greater number of functioning manipulators, as determined by their size: 



Robot's Frame Size 


Manipulators 


Medium or smaller 


Up to 2 


Large 


Up to 4 


Huge or larger 


Up to 8 



To build a manipulator from scratch, a character must succeed at a Craft [mechanical] check (DC 25) 
after investing 24 hours in its construction. A character without a mechanical tool kit takes a -4 penalty 
on the skill check. The character must also pay the cost of the manipulator as listed in the table below. 
Masterwork robot manipulators can be fashioned using the Masterworker feat. 
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Size: A manipulator, as an object, is usually two size categories smaller than the robot for which it's 
designed; for example, a hand designed for a Medium robot can be considered a Tiny object. A 
manipulator's size is usually important only for portability and concealment purposes. 
Damage: Robots can use their manipulators as melee weapons, dealing piercing, slashing, or 
bludgeoning damage based on the type of manipulator and the robot's size (see Table: Manipulator 
Damage). Some types of manipulators deal nonlethal damage only. 

Cost: The cost of each manipulator. This cost is always a fraction of the base cost of the robot's frame 
(see Frame, above). 



Table: Manipulator Damage 



Robot Size 


Manipulator 


Fine 


Diminutive 


Tiny 


Small 


Medium 


Large 


Huge 


Gargantuan 


Colossal 


Type 




















Advanced Hand^ 






1 


ld2 


Ids 


ld4 


Ids 


Ids 


2d6 


Claw 




1 


ld2 


Ids 


ld4 


ld6 


Ids 


2d6 


2dS 


Hand^ 






1 


ld2 


Ids 


ld4 


ld6 


Ids 


2d6 


Jaws 




1 


ld2 


Ids 


ld4 


ld6 


Ids 


2d6 


2dS 


Pincer 






1 


ld2 


Ids 


ld4 


ld6 


Ids 


2d6 


Probe 








1 


ld2 


Ids 


ld4 


ld6 


Ids 


Special-Use 






1 


ld2 


Ids 


ld4 


ld6 


Ids 


2d6 


Gripper^ 




















Task Hand^ 






1 


ld2 


Ids 


ld4 


ld6 


Ids 


2d6 



1 This type of manipulator deals nonlethal damage only. 



CLAW (PL 5) 

Claws resemble pincers, but the opposed surfaces cover the length of the appendage. Claws suffer the 
same handicaps as pincers when attempting tasks involving manual dexterity, but they deal greater 
damage. 

Damage: Lethal slashing or nonlethal bludgeoning. 

Cost: 100 domars + one-quarter the base cost of the robot's frame. 

JAWS (PL 5) 

Only robots modeled after creatures with bite attacks have jaws. Robotic jaws are essentially large 
clamps with teeth. 
Damage: Lethal piercing. 

Cost: 100 domars + one-quarter the base cost of the robot's frame. 
PINCER (PL 5) 

A pincer is a two-fingered, clawlike appendage that focuses all the grip strength on a pair of opposed 

surfaces, rather like a pair of tongs. Pincers allow the robot to manipulate and lift objects without much 

difficulty, but objects specifically made for humanoid hands (like firearms) are usually beyond the 

pincers' ability to operate. At the GM's discretion, tasks involving manual dexterity suffer a -4 penalty 

for a robot equipped with pincers. 

Damage: Lethal piercing or nonlethal bludgeoning. 

Cost: 50 domars + one-quarter the base cost of the robot's frame. 

PROBE (PL 5) 



SS7 



Similar to a special-use gripper, a probe is simply an instrument of some kind, meant to measure torque, 
temperature, or some other factor. If the robot attempts to manipulate or lift an object with a probe, it 
takes a -4 penalty on the check. 
Damage: Lethal piercing ornonlethal bludgeoning. 

Cost: 50 domars + one-tenth the base cost of the robot's frame (rounded down). 
SPECIAL-USE GRIPPER (PL 5) 

The robot has a manipulator designed for a specific task. When the robot uses a special-use gripper for a 
task other than its intended task, the robot suffers a -4 penalty on the check if the check involves 
manual strength or dexterity. 
Damage: Nonlethal bludgeoning only. 

Cost: 50 domars + one-tenth the base cost of the robot's frame (rounded down). 
HAND (PL 6) 

A hand is a step up from a claw, in that it has more digits— usually three or four, total. Hands are a bit 
more adaptable as well, imposing only a - 2 penalty w hen attempting tasks involving manual dexterity. 
Damage: Nonlethal bludgeoning only. 

Cost: 100 domars + one-quarter the base cost of the robot's frame. 
ADVANCED HAND (PL 7) 

Advanced hands are essentially the same in structure as human hands, though some might have 
additional fingers for specialized work. Advanced hands suffer no penalties when attempting tasks 
involving manual dexterity. 
Damage: Nonlethal bludgeoning only. 

Cost: 100 domars + one-quarter the base cost of the robot's frame. 
TASK HAND (PL 7) 

Task hands function just like advanced hands, except that they are equipped with additional joints and 
often with additional or telescoping digits, enabling them to multitask, as well as to spread the robot's 
grip strength over a slightly wider area. 

A robot with a task hand gains a +1 bonus on Climb, Craft, Demolitions, Disable Device, Drive, 
Escape Artist, Perception, Pilot, Sleight of Hand, and Heal checks. This bonus improves to +2 if the robot 
has two or more task hands. At the GM's discretion, the robot can gain this bonus when attempting 
certain Perform checks as well. 
Damage: Nonlethal bludgeoning only. 

Cost: 100 domars + one-quarter the base cost of the robot's frame. 
ARMOR 

Although composed of durable alloys or resilient plastic polymers, robots are easily damaged. For this 
reason, combat models are usually equipped with some form of armor, depending on the robot's frame. 
A robot can be equipped with a suit of removable armor (identical in form and function to armor worn 
by organic characters), or it can have armor integrated into its frame. A robot may be limited to one 
type or another depending on its shape, size, and frame. Liquidstate robots cannot have armor of any 
sort. 

Removable Armor: Anthropomorphic biodroids and bioreplicas typically wear removable suits of armor, 
which provides an armor bonus to Armor Class. A robot equipped with removable armor must have the 
appropriate Armor Proficiency feat to gain the armor's full armor bonus, and the armor's maximum 
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Dexterity bonus applies. Armor penalties on Acrobatics, Climb, Escape Artist, and Stealth checks apply as 
normal. 

Integrated Armor: This type of armor is welded or otherwise fixed securely to the robot's frame. 
Integrated armor provides an armor bonus to Armor Class. Robots equipped with integrated armor 
suffer no armor penalties if the armor is installed properly. Improperly installed armor causes the robot 
to take a -10 penalty on Acrobatics, Climb, Escape Artist, and Stealth checks. 

Installing integrated armor on a robot requires a Craft [mechanical] check (DC 20). The check is 
made after investing an amount of time determined by the robot's size: Colossal 24 hours. Gargantuan 
12 hours. Huge 6 hours. Large 3 hours. Medium 2 hours. Small 1 hour. Tiny or smaller 30 minutes. 
Integrated armor can be removed in half the time with a successful Craft (armorsmithing) check (DC 20). 

INTEGRATED ARMOR 

Different types of integrated armor are presented below. Only one type of armor can be installed on a 
given robot. 

Armor Bonus: The armor bonus that the integrated armor provides to the robot's Armor Class. 
Weight: How much weight integrated armor adds to the robot's weight. 

Speed Penalty: The amount by which the armor reduces the robot's speed, given in feet. If a robot's 
speed drops to zero because of the penalty, it cannot move (the armor is too heavy for its frame). 
Cost: The cost of the integrated armor (or its components). 

ALUMISTEEL ARMOR (PL 5) 

This easy-to-acquire alloy is lightweight and reasonably strong. Bioreplica robots and liquid-state robots 
cannot have integrated aluminsteel armor. 
Armor Bonus: +5. 

Weight: One-quarter the weight of the robot's frame (rounded down). 
Speed Penalty: -5 feet. 

Cost: 100 domars + one-half the base cost of the robot's frame. 
DURAPLASTIC ARMOR (PL 5) 

Duraplastic armor is made of advanced plastic polymers, like carbon fiber and high-grade fiberglass. 
Although relatively cheap and light, it doesn't offer tremendous protection. Bioreplica robots of Medium 
or smaller and liquid-state robots cannot have integrated duraplastic armor. 
Armor Bonus: +3. 

Weight: One-eighth the weight of the robot's frame (rounded down). 
Speed Penalty: None. 

Cost: 50 domars + one-half the base cost of the robot's frame. 
DURALLOY ARMOR (PL 6) 

Duralloy armor is harder, heavier, and more durable than alumisteel. Bioreplica robots and liquid-state 
robots cannot have integrated duralloy armor. 
Armor Bonus: +8. 

Weight: One-half the weight of the robot's frame (rounded down). 
Speed Penalty: -10 feet. 

Cost: 100 domars + one-half the base cost of the robot's frame. 
RESILIUM ARMOR (PL 6) 

Resilium is more malleable alloy than duralloy, although not as strong. Bioreplica robots of Medium or 
smaller and liquid-state robots cannot have integrated resilium armor. 
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Armor Bonus: +6. 

Weight: One-eighth the weight of the robot's frame (rounded down). 
Speed Penalty: None. 

Cost: 50 domars + one-half the base cost of the robot's frame. 
CRYSTAL CARBON ARMOR (PL 7) 

"Grown" in orbital laboratories, crystal carbon is a composite fiber material that outperforms 
neovulcanium (see below) on the battlefield. Bioreplica robots of Medium or smaller and liquid-state 
robots cannot have integrated crystal carbon armor. 
Armor Bonus: +8. 

Weight: One-eighth the weight of the robot's frame (rounded down). 
Speed Penalty: None. 

Cost: 150 domars + one-half the base cost of the robot's frame. 
NEOVULCANIUM ARMOR (PL 7) 

Similar to duralloy, neovulcanium uses plasma-forging techniques to create an alloy of unparalleled 
resilience. Bioreplica robots and liquid-state robots cannot have integrated neovulcanium armor. 
Armor Bonus: +7. 

Weight: One-quarter the weight of the robot's frame (rounded down). 
Speed Penalty: -5 feet. 

Cost: 100 domars + one-half the base cost of the robot's frame. 
MEGATANIUM ARMOR (PL 8) 

Sandwiched layers of crystal carbon and neovulcanium held in a magnetic matrix, megatanium 
represents the apex of robot armor. It is exceedingly hard and durable. Bioreplica robots and liquid-state 
robots cannot have integrated megatanium armor. 
Armor Bonus: +10. 

Weight: One-quarter the weight of the robot's frame (rounded down). 
Speed Penalty: -5 feet. 

Cost: 100 domars + one-half the base cost of the robot's frame. 
REACTIVE ARMOR (PL 8) 

Consisting of layers of insulating gel or compressed gas between cerametal sheets, reactive armor 
provides the same protection as crystal carbon armor but is considerably cheaper and easier to produce. 
Biodroid robots, bioreplica robots, and liquid-state robots cannot have integrated reactive armor. 
Armor Bonus: +8. 

Weight: One-quarter the weight of the robot's frame (rounded down). 
Speed Penalty: -5 feet. 

Cost: 50 domars + one-half the base cost of the robot's frame. 
SENSORS 

Robots are unable to perceive their surroundings without a sensor system of some kind. Without 
sensors, they are effectively blind and deaf, and they suffer penalties on certain checks— if they can 
attempt them at all. 

Sight: A robot without visual sensors suffers a -4 penalty on all skill checks and cannot make Perception 
checks. 

Sound: A robot without audio sensors suffers a -2 penalty on all skill checks and cannot make Perception 
checks. 
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Touch: A robot without tactile sensors suffers a -4 penalty on all Demolitions, Disable Device, and Craft 
checks. 

Smell: A robot without olfactory sensors suffers no particular penalties. 
Taste: A robot without gustatory sensors suffers no particular penalties. 

To build a sensor system from scratch, a character must succeed at a Craft (electrical) check (DC 
30) after investing 60 hours in its assembly. A character without an electrical tool kit takes a -4 penalty 
on the skill check. The character must also pay the cost listed in the table below for the sensor system. 

Robot sensor systems are further separated by type and cost: 
Type: The type of sensors (visual, audio, tactile, olfactory, gustatory) included in the system. 
Cost: The cost of the sensor system. 

CLASS I SENSOR SYSTEM (PL 5) 

This sensor system includes a low-res video camera and a basic audio receiver (effectively a robotic ear). 
A robot with a Class I sensor system takes a -4 penalty on all Demolitions and Disable Device checks, and 
a -2 penalty on all other skill checks. 
Type: Audio, Visual. 
Cost: 400 domars. 

CLASS II SENSOR SYSTEM (PL 5) 

This sensor system includes a video camera with infrared capability, capable of discerning creatures and 
objects by their heat signatures. It also includes a basic audio receiver and a crude chemical sniffer (a 
series of filters that detect free-floating chemical residues). 

A robot with a Class II sensor system takes a -4 penalty on all Demolitions, Disable Device, and 
Craft checks. All other skill checks are made without penalty. 
Type: Audio, Olfactory, Visual. 
Cost: 700 domars. 

CLASS III SENSOR SYSTEM (PL 5) 

This sensor system includes a video camera with infrared capability, a basic audio receiver, and a crude 
chemical sniffer. 

A robot with a Class III sensor system takes no penalties on skill checks. 
Type: Audio, Olfactory, Visual. 
Cost: 1,200 domars. 

CLASS IV SENSOR SYSTEM (PL 6) 

This sensor system includes hi-res video sensors, a hi-fidelity audio sensor, a chemical vapor scanner, 
and a pressure sensor that enables the robot to perform tasks requiring manual dexterity. 

A robot with a Class IV sensor system gains a +2 bonus on Perception checks. All other skill 
checks are made without penalty. 
Type: Audio, Olfactory, Tactile, Visual. 
Cost: 1,200 domars. 

CLASS V SENSOR SYSTEM (PL 6) 

This sensor system includes hi-res video sensors with darkvision (out to 60 feet), hi-fidelity audio 
sensors, a chemical vapor scanner, pressure sensors, and either a ladar or sonar system. Ladar uses laser 
detectors and ranging sensors to rapidly play low-powered laser beams across the robot's surroundings, 
allowing it to locate targets. Sonar sensors are used mostly in subaquatic environments, but the 
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technology works almost as well in the air. By bouncing sound waves off objects and measuring the 
length of time it takes to receive an echo, sonar can produce a clear image of the robot's surroundings. 
Ladar Version: A robot with a ladar-equipped Class V sensor system gains a +4 bonus on sight-based 
Perception checks and a +2 bonus on hearing-based checks. All other skill checks are made without 
penalty. 

Sonar Version: A robot with a sonar-equipped Class V sensor system gains a +4 bonus on hearing-based 
Perception checks and a +2 bonus on sight-based Perception checks. All other skill checks are made 
without penalty. 

Type: Audio, Olfactory, Tactile, Visual. 
Cost: 2,400 domars. 

CLASS VI SENSOR SYSTEM (PL 6) 

This sensor system includes hi-res video sensors with darkvision (out to 120 feet), hi-fidelity audio 
sensors, a chemical vapor scanner, pressure sensors, and short-range radar that allows a robot to not 
only perceive its surroundings but also target more effectively. 

A robot with a Class VI sensor system gains a +2 bonus on Perception checks. All other skill 
checks are made without penalty. The robot also gains a +1 bonus on initiative checks. 
Type: Audio, Olfactory, Tactile, Visual. 
Cost: 5,600 domars. 

CLASS VII SENSOR SYSTEM (PL 7) 

This sensor system includes hi-definition video sensors with darkvision (out to 120 feet), acoustic audio 
sensors, a chemical vapor scanner, pressure sensors, and multiband radar that uses multiple concurrent 
radar signals in different frequencies to gather more data. 

A robot with a Class VII sensor system gains a +2 bonus on Perception checks. All other skill 
checks are made without penalty. The robot also gains a +2 bonus on initiative checks. 
Type: Audio, Olfactory, Tactile, Visual. 
Cost: 6,300 domars. 

CLASS VIII SENSOR SYSTEM (PL 7) 

This sensor system includes hi-definition video sensors with darkvision (out to 120 feet), acoustic audio 
sensors, a sophisticated olfactory sensor, a tactile sensor array, and multiband radar. 

A robot with a Class VII sensor system gains the scent ability. It also gains a +2 bonus on 
Demolitions, Disable Device, and Perception checks. All other skill checks are made without penalty. The 
robot also gains a +2 bonus on initiative checks. 
Type: Audio, Olfactory, Tactile, Visual. 
Cost: 16,000 domars. 

CLASS IX SENSOR SYSTEM (PL 8) 

This sensor system includes a full-spectrum eye with darkvision (out to 180 feet), a full-frequency ear, a 
sophisticated olfactory sensor, a tactile sensor array, and multiband radar. 

A robot with a Class IX sensor system gains the scent ability. It also gains a +2 bonus on 
Demolitions, Disable Device, and Perception checks. All other skill checks are made without penalty. The 
robot also gains a +3 bonus on initiative checks. 
Type: Audio, Olfactory, Tactile, Visual. 
Cost: 24,000 domars. 

NERVE WEB (PL 8) 
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The nerve web is an advanced sensor array that simulates the function of an organic nervous system. 
This sensor system includes a full-spectrum eye with darkvision (out to 180 feet), a full-frequency ear, a 
sophisticated olfactory sensor, tactile and gustatory sensors, and multiband radar. 

A robot with a Class IX sensor system gains the scent ability. It also gains a +4 circumstance 
bonus on Demolitions, Disable Device, and Perception checks. All other skill checks are made without 
penalty. The robot also gains a +3 bonus on initiative checks. 
Type: Audio, Gustatory, Olfactory, Tactile, Visual. 
Cost: 40,000 domars. 

Programming vs. Artificial Intelligence 

Mechanical intelligence is extremely limited in the early stages of robotic technology. The best PL 5 
robots have processors only as advanced as computers, and they are little better than remotes. If a 
situation falls outside the conditions for which the PL 5 robot was programmed, the robot doesn't know 
what to do and sees no reason to take any actions at all. 

At Progress Level 6, robots step closer to achieving true artificial intelligence with the invention 
of the first commercially viable neural networks: "learning" computers. Designed to mimic how an 
organic brain processes and stores information, the neural network allows the robot to analyze the data 
it receives from its sensors and make autonomous decisions based upon that data. In other words, a 
neural network allows a robot to think. 

However, true artificial intelligence does not arrive until Progress Level 7. While neural networks 
allow robots to learn and think, artificial intelligence allows robots to plan and be creative. Further, the 
Al attaches appropriate significance to what it learns; not only can it create but also it can decide for 
itself whether doing so is a good idea. In effect, artificial intelligence allows a robot to simulate 
humanoid behavior (for better or for worse) without being programmed to do so. It learns by 
observation and deduction, not unlike a human child learns to behave as the adults he knows. 

Heroic Droids with Skill Software or Feat Software 

Players can choose to play biodroid and bioreplica characters. These heroic robots gain skills and feats 
by gaining experience and advancing in level, as organic characters do. At the GM's discretion, a heroic 
robot may choose to receive skill software and feat software. However, a heroic droid installed with skill 
software of any kind loses all skills gained from class levels and can no longer gain skill points through 
level advancement. Similarly, a heroic robot installed with feat software loses all feats gained from class 
levels and class features and cannot gain new feats through level advancement. 

SKILL SOFTWARE 

Like constructs, nonheroic robots do not gain skills. They must be programmed with software that gives 
them the ability or the knowledge to perform certain skills. Skill software (often called "skill ware") is 
embedded in the robot's central processor or "brain" and can be saved after the robot is destroyed (see 
Robot Resurrection). This is not true of skill webs, however (see below). 

To write skill software from scratch, a character must have an equal number of ranks in 
whatever skill the software is designed to emulate. The character obtains the necessary components, 
paying the cost listed for the software. He must then succeed at a Computer Use check (DC 20 + number 
of skill ranks emulated by the software) after investing 12 hours in the software's construction. 
Class Skills: All skills programmed into a robot become class skills for the robot. 

SKILL CHIP (PL 5) 

A skill chip enables a robot to gain up to 8 ranks in any one of the following skills: Computer Use, 
Demolitions, Disable Device, or Perception. A robot can have multiple skill chips. 
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A skill chip can be erased and reprogrammed with 12 hours of work and a successful Computer 
Use check (DC 20 + number of skill ranks emulated by the software). 

An examiner can reprogram a skill chip in 1 hour and can modify it to hold as many ranks as he 
has in the emulated skill. 
Cost: 25 domars per skill rank. 

LANGUAGE CHIP (PL 6) 

This chip allows the robot to read, write, and speak one language as though it has a rank in the 
Linguistics skill. 
Cost: 300 domars. 

SKILL PROGIT (PL 6) 

Sophisticated emulation software encased in a thin but durable plastic casing, a skill progit enables a 
robot to gain ranks in a single skill. The number of ranks cannot exceed the programmer's ranks in the 
skill being emulated. A factory-built progit typically holds 4, 8, or 12 ranks of a particular skill. A robot 
can have multiple skill progits. 

A skill progit can be erased and reprogrammed with 12 hours of work and a successful Computer 
Use check (DC 20 + number of skill ranks emulated by the software). 
Cost: 20 domars per skill rank. 

SKILL NET (PL 7) 

A skill net consists of a series of interlocking programs that allow the robot to acquire ranks in multiple 
skills. The number of ranks in any given skill cannot exceed the programmer's ranks in the skill being 
emulated. A factory-built skill net typically holds 4, 8, or 12 ranks in as many as four different skills. A 
robot can have multiple skill nets. 

A skill net can be reprogrammed one skill at a time. Replacing one skill with another or 
increasing the number of ranks of an already existing skill requires 1 hour of work and a successful 
Computer Use check (DC 20 + number of skill ranks emulated by the software). 
Cost: 2,000 domars (four skills at 4 ranks each), 5,000 domars (four skills at 8 ranks each), or 9,000 
domars (four skills at 12 ranks each). 

SKILL WEB (PL 8) 

A skill web allows a robot with ordinary class levels to gain skill points as normal for its class. The skill 
web expands as the robot advances in level. An integral component of the robot, it cannot be salvaged if 
the droid is destroyed. 

A skill web's skills cannot be altered except through level advancement. 
Cost: One-half the base cost of the robot's frame. 

FEAT SOFTWARE 

Nonheroic robots, like constructs, do not gain feats. However, at Progress Level 6 or higher, they can be 
programmed with software that enables them to emulate feats. 

Feat software (often called "featware") is usually embedded in the robot's central processor or 
"brain" and can be salvaged after the robot is destroyed (see Robot Resurrection sidebar. This is not true 
of feat webs, however (see below). 

To write feat software from scratch, a character must possess whatever feats the software is 
designed to emulate. The character obtains the necessary software components by paying the cost 
listed for the software. He must then succeed at a Computer Use check (DC 30) after investing 12 hours 
in the software's creation. 
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Feat Prerequisites: Regardless of the quality of its feat software, a robot cannot emulate a feat if it does 
not meet the feat's prerequisites. 

FEATPR0GIT(PL6) 

Sophisticated emulation software encased in a thin but durable plastic casing, a feat progit is installed in 
the robot's central processing unit and enables the robot to gain a single feat. 

A robot can have a number of feat progits equal to 1 + one-third its Hit Dice (rounded down). 

A feat progit can be erased and reprogrammed with 12 hours of work and a successful 
Computer Use check (DC 30). 
Cost: 3,000 domars. 

FEAT NET (PL 7) 

A feat net consists of a series of interlocking programs that allow the robot to emulate multiple feats. A 
feat net holds as many as four feats. 

A robot can have multiple feat nets, but the total number of feats a robot can have installed 
cannot exceed 1 + one-third the robot's Hit Dice (rounded down). 

It is less expensive to purchase multiple feats in a feat net than it is to purchase each feat as an 
individual feat progit. Replacing one feat with another requires 12 hours of work and a successful 
Computer Use check (DC 30). 

Cost: 900 domars (one feat), 1,600 domars (two feats), 2,700 domars (three feats), or 3,600 domars 
(four feats). 

FEAT WEB (PL 8) 

A feat web allows a robot with ordinary class levels to gain feats as normal for its class. The feat web 
expands as the robot advances in level. An integral component of the robot, it cannot be salvaged if the 
droid is destroyed. 

A feat web's feats cannot be altered except through level advancement. 
Cost: 250 domars + one-half the base cost of the robot's frame. 

ABILITY UPGRADES 

Heroic and nonheroic robots can receive structural and programming upgrades that increase their ability 
scores. (Heroic robots can also improve their mental ability scores by gaining levels, much as organic 
characters do; see Robots as Heroes for details.) 

A robot can receive multiple upgrades to the same ability score. Robots with armature and 
biomorph frames have no Intelligence score and therefore cannot receive upgrades to Intelligence. No 
robot can receive an upgrade to Constitution, since robots do not have Constitution scores. 

Upgrades to physical abilities (Strength and Dexterity) always entail a refit or reconstruction and 
require a factory, workshop, or other facility. Upgrades to mental abilities (Intelligence, Wisdom, and 
Charisma) are handled by using a computer to reprogram or add new subroutines to the robot's brain, 
neural network, or central processing unit. 

To perform a Strength or Dexterity upgrade from scratch, a character must have access to a 
workshop or other suitable facility. Acquiring the necessary components for the upgrade requires paying 
the cost listed for the upgrade. After 24 hours spent performing the upgrade, the character must 
succeed at a Craft [mechanical] check (DC 25). A character without a mechanical tool kit takes a -4 
penalty on the skill check. 

To perform an Intelligence, Wisdom, or Charisma upgrade, a character must first acquire the 
necessary system components by paying the listed cost. The character must then succeed at a Computer 
Use check (DC 30) after 1 hour spent reprogramming the robot. 
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Cost: The cost of the upgrade. 
STRENGTH UPGRADE (PL 5) 

Parts of the robot's frame, including its joints and hydraulic components, are reinforced or replaced with 

similar components made of stronger materials. The upgrade provides a +2 bonus to Strength. 

Cost: 40 domars X robot's Strength modifier before the upgrade + one-half the base cost of the robot's 

frame. 

DEXTERITY UPGRADE (PL 6) 

The robot receives replacement joints or ligaments that are more flexible, and the robot's tactile sensors 

are modified to improve manual dexterity. The upgrade provides a +2 bonus to Dexterity. 

Cost: 40 domars X robot's Dexterity modifier before the upgrade + one-half the base cost of the robot's 

frame. 

INTELLIGENCE UPGRADE (PL 6) 

Modifications to the robot's artificial intelligence allow it to think more creatively. The upgrade provides 
a +2 bonus to Intelligence. 

Cost: 40 domars X robot's Intelligence modifier before the upgrade + one-half the base cost of the 
robot's frame. 

CHARISMA UPGRADE (PL 7) 

The robot is programmed with character and personality subroutines that enable it to better interpret 
and simulate humanoid behavior patterns and emotions. The upgrade provides a +2 bonus to Charisma. 
Cost: 40 domars X robot's Charisma modifier before the upgrade + one-half the base cost of the robot's 
frame. 

WISDOM UPGRADE (PL 7) 

Adjustments to the robot's sensors improve its perception, while new software enables it to act more 

intuitively. The upgrade provides a +2 bonus to Wisdom. 

Cost: 40 domars X robot's Dexterity modifier before the upgrade + one-half the base cost of the robot's 
frame. 

ROBOT ACCESSORIES 

Even an assembly-line robot needs certain tools to accomplish its tasks. The following section describes 
miscellaneous accessories designed specifically for robots. 

To build a robot accessory from scratch, a character must first acquire the necessary 
components by paying the cost listed for the accessory. Then the character must succeed at a Craft 
[mechanical] check (DC 25) after investing 24 hours in its assembly. A character without a mechanical 
tool kit takes a -4 penalty on the skill check. 

A character can install a home-built or factory-built robot accessory with a successful Craft 
[mechanical] check (DC 15). A character without a mechanical tool kit takes a -4 penalty on the check. A 
character with access to a workshop or other facility can install a robot accessory in 1 hour; without a 
facility, the installation takes 6 hours. 

Size: A robot accessory, as an object, is usually two size categories smaller than the robot for which it's 
designed; for example, a tool mount designed for a Huge robot can be considered a Medium object. An 
accessory's size is usually important only for portability and concealment purposes. 
Weight: Robot accessories vary in weight depending on the size of the robot for which they're designed. 
However, they do not add a significant amount of weight to the robot's frame. 
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Cost: The cost of the accessory. 
AV RECORDER (PL 5) 

This audio and video recorder unit uses the robot's video and audio sensors to record and store up to 8 
hours of information. 
Cost: 400 domars. 

AV TRANSMITTER (PL 5) 

A remote audio-visual unit consists of a video camera and microphone connected to the robot's visual 
and audio sensors, with a transmitter to send the information to a computer or a remote control unit 
(see Remote Control Unit, below). The AV transmitter includes a transmitter with an effective range of 
1,000 feet. This unit does not allow a remote operator to control the robot (but see Robolink, below). It 
merely allows the operator to see and hear what the robot sees and hears. 
Cost: 900 domars. 

FIRE EXTINGUISHER (PL 5) 

This unit, available only to Small or larger robots, ejects enough extinguishing chemicals during a move 
action to put out a fire in a 10- foot-by-lO-foot square. A robot's extinguisher tank holds a number of 
shots of chemical spray based on the robot's frame size: Small 2, Medium 4, Large 8, Huge 16, 
Gargantuan 32, Colossal 64. 

Cost: 40 domars + one-quarter the base cost of the robot's frame. 
INTEGRATED CELL PHONE (PL 5) 

An integrated cell phone enables the robot to make and receive telephone calls without resorting to the 
use of its manipulators (which may not be delicate enough to operate a standard cell phone, in any 
case). 

Cost: 200 domars. 

INTERNAL STORAGE UNIT (PL 5) 

The robot has an insulated compartment for storing foreign objects. The compartment can store objects 
of up to two size categories smaller than the robot. See Table: Internal Storage Units for compartment 
weight limits and costs. 
Cost: See below. 



Table: Internal Storage Units 



Robot's Frame Size 


Maximum Weight Limit 


Cost 


Small 


10 lb. 


60 domars 


Medium 


201b. 


100 domars 


Large 


401b. 


200 domars 


Huge 


1201b. 


400 domars 


Gargantuan 


3601b. 


1,000 domars 


Colossal 


1,000 lb. 


5,000 domars 



LOADING MECHANISM (PL 5) 

A loading mechanism allows a robot to reload a single handheld weapon as a full-round action. The 
mechanism can hold enough ammunition to reload the weapon three times. The mechanism works with 
weapons that use box ammunition, speed-loaders (but not loose bullets), a grenade launcher round, 
some sort of fuel tank (such as a flamethrower) or power cell. 
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A robot can have multiple loading mechanisms— one for each weapon it carries. 
Cost: 300 domars (doesn't include ammunition). 

REMOTE CONTROL UNIT (PL 5) 

Referred to colloquially as a "remcon," this handheld, self-powered control stick has a small video 
screen and audio receiver built into it. It also comes in the form of a mechanical gauntlet worn on the 
hand. 

The remcon allows its operator to control a specific robot from afar. For it to work, the robot 
must be equipped with an AV transmitter and a robolink adjusted to the same frequency as the remote 
control unit. 

Using a remcon to activate or deactivate a robot is an attack or move action. Using it to make 
the robot move, attack, or use a skill is a full-round action for the operator. 
Cost: 700 domars. 

ROBOLINK (PL 5) 

This unit can only be installed on the robot with no Intelligence score. It allows a remote operator to 
control a robot's actions from afar. It also enables the operator to shut down and activate the robot. The 
effective range of the robolink's transmitter is 1,000 feet. To control a robot equipped with a robolink, 
the operator requires a remote control unit (see above). 
Cost: 900 domars. 

TOOL MOUNT (PL 5) 

Any robot with an armature, biomorph, biodroid, or bioreplica frame can be equipped with a tool 
mount. Liquid-state robots, due to their amorphous nature, cannot have tool mounts. 

This mount is usually attached to the end of a robotic appendage and sports a single tool. A tool 
mount easily adjusts to house different kinds of tools, but it can hold only one tool at any given time. 

The robot's internal power source powers the tool, if necessary. 

The tool can be up to one size category larger than the robot's size category; for example, a 
Medium robot's tool mount can bear a Large or smaller tool. The tool can be any general item. 
Cost: 2 domars + the cost of the tool. 

VOCALIZER (PL 5) 

This unit enables a robot to speak any language it knows. It must have the appropriate Linguistics skill, 
either acquired through class levels (for heroic robots) or skill software (for nonheroic robots). 
Cost: 150 domars. 

WEAPON MOUNT (PL 5) 

Robots that lack the proper manipulators to grasp weapons are suitable candidates for weapon mounts. 
Any Diminutive or larger robot with an armature, biomorph, biodroid, or bioreplica frame can be 
equipped with them. Liquid-state robots, due to their amorphous nature, cannot have weapon mounts. 

A weapon mount can be attached to almost any part of a robot's frame. The attached weapon 
can be one size category larger than the robot's size category; for example, a Medium robot can have a 
Large or smaller mounted weapon. 

Any weapon can be mounted on the weapon mount. However, a robot-mounted weapon 
cannot be used as a hand-held weapon, or vice versa. 

A robot's size determines the maximum number of weapon mounts it can have and the cost of 
each weapon mount, as shown in Table: Robot Weapon Mounts. 
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A weapon mount has compartments for storing ammunition. However, the cost of the weapon mount 
does not include either the weapon or the ammunition. 
Cost: See Table: Robot Weapon Mounts, below. 



Table: Robot Weapon Mounts 



Robot's Frame Size 


Maximum Weapon Mounts 


Cost 


Diminutive or Tiny 


1 


30 domars 


Small or Medium 


2 


60 domars 


Large 


3 


100 domars 


Huge 


4 


200 domars 


Gargantuan 


5 


300 domars 


Colossal 


6 


500 domars 



INTEGRATED VIDEOPHONE (PL 6) 

The integrated videophone enables the robot to make and receive videophone calls without resorting to 
the use of its manipulators (which may not be delicate enough to operate a standard videophone in any 
case). The view provided by the robot's videophone can be set at the time of installation, but it is 
commonly the same view afforded by the robot's visual sensors. Resetting the view requires 1 hour and 
a successful Craft [mechanical] check (DC 15). 
Cost: 500 domars. 

MAGNETIC FEET (PL 6) 

The robot comes with electromagnetic grippers that allow it to cling to ferrous surfaces, including iron 
and steel. The robot using its magnetic feet gains a climb speed of 20 feet and need not make Climb 
checks to scale ferrous surfaces. 
Cost: 300 domars. 

SELF-DESTRUCT SYSTEM (PL 6) 

Designed for robots in military and espionage roles, self-destruct systems ensure that the robot cannot 
be captured, analyzed, and reprogrammed. Installing a robot self-destruct system requires a 
Demolitions check (DC 20) instead of a Craft [mechanical] check; if the Demolitions check fails by 10 or 
more, the system detonates, destroying the robot and possibly harming others nearby. 

The default self-destruct system is rigged to detonate when the robot is reduced to 0 hit points. 
With a second Demolitions check (DC 30), the system can be modified to detonate when the robot has a 
higher number of hit points remaining (5 hit points, for example). 

The self-destruct system obliterates the robot regardless of how many hit points it has left. A 
robot destroyed by its own self-destruct system has no salvageable parts. 

The robot's self-destruction triggers an explosion of shrapnel that deals collateral slashing 
damage to creatures in squares adjacent to the robot. A successful Reflex save (DC 10 + 1/2 the robot's 
HD) reduces the damage by half. Table: Robot Self-Destruct Systems shows the amount of collateral 
damage (and the system's cost) based on the robot's size. 
Cost: See Table: Robot Self-Destruct Systems. 



Table: Robot Self-Destruct Systems 



Robot Size 


Collateral Damage 


Cost 


Colossal 


12d6 


20,000 domars 



Gargantuan 9d6 10,000 domars 
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Huge 6d6 4,000 domars 



Large 


4d6 


2,000 domars 


Medium 


2d6 


1,500 domars 


Small 


ld6 


1,000 domars 


Tiny 




800 domars 


Diminutive 




800 domars 


Fine 




800 domars 



SURVIVOR ARRAY (PL 6) 

Robots are often used to explore environments inhospitable to organic creatures. The survivor array 
enables the robot to better traverse harsh terrain and withstand hostile conditions. A survivor array 
includes the following units: 

• Topographical and astronomical guidance systems that grant a +10 circumstance bonus on Survival 
checks made to navigate. 

• A gyroscopic unit that improves the robot's base speed by +10 feet. 

• A pressure-sealed, energy-resistant frame that allows the robot to function normally in low-gravity, 
high-gravity, and zero-gravity conditions, prevents oxidation and corrosion, and provides resistance to 
acid 10, cold 10, electricity 10, and fire 10. 

• A nightvision amplifier that grants the robot darkvision out to a range of 60 feet or extends its normal 
darkvision range by +60 feet. 

Cost: 800 domars + one-half the base cost of the robot's frame. 
HOLO SCREEN (PL 7) 

A holo screen unit projects a holographic image around the robot, making it appear as something else of 
roughly similar proportions occupying the same amount of space. For instance, it could make a 
Gargantuan robot look like a massive outcropping of rock or make a Fine robot look like a housefly. 

Although the holographic projection appears real, physical objects can pass through it without 
difficulty. If the robot moves, the holographic image moves as well. Attacks made against the robot are 
treated as though it had 20% concealment, since the projected image may not perfectly match the 
robot's true proportions. A holo screen is powered by the robot's internal power source. 
Cost: 36,000 domars. 

INERTIAL INHIBITOR (PL 7) 

The inertial inhibitor generates a thin magnetic field that radiates out from the robot, slowing the 
velocity of potentially damaging weapons and projectiles. The robot gains damage reduction 5/energy 
(the inertial inhibitor does not protect against attacks that deal acid, cold, electricity, fire, or 
sonic/concussion damage). The inertial inhibitor feeds on of the robot's internal power source. 
Cost: 50,000 domars. 

POLYVOX (PL 7) 

This unit translates any language spoken within range of the robot's audio sensors into a language 
familiar to the robot (or binary code, if the robot has no Linguistics skills). A polyvox does not grant the 
ability to speak languages the robot does not know. 
Cost: 1,600 domars. 

SELF-REPAIR UNIT (PL 7) 

A self-repair unit enables a robot to repair itself by replacing damaged parts with cannibalized or 
replicated ones. A robot with a self-repair unit can spend 1 hour repairing itself; this automatically 
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restores IdlO points of damage (no Craft check necessary). A robot cannot use this unit to repair 
another robot. 
Cost: 16,000 domars. 

PHOTON SCREEN (PL 8) 

Using a series of light reflectors molded to the robot's frame, this unit bends light around the robot, 
rendering it invisible. Any items carried by the robot also become invisible. An invisible robot gains a +40 
bonus on Stealth checks if immobile, or a +20 bonus if moving. Pinpointing the location of an invisible 
robot that isn't attempting to hide requires a Perception check (DC 40 if the robot is immobile or DC 20 
if the robot is moving). 

An invisible robot gains 50% concealment against attacks from creatures that correctly pinpoint 
its fighting space. 

The photon screen is powered by the robot's internal power source. 
Cost: 200,000 domars. 

ROBOT REPAIR UNIT (PL 8) 

The RRU enables a robot to repair itself or another robot by replacing damaged parts with replicated 
new ones. In the latter case, the robot making the repairs must be adjacent to the damaged robot. The 
robot must spend a full-round action to repair itself or another robot; this automatically restores IdlO 
points of damage (no Craft check necessary). 
Cost: 40,000 domars. 

Robot Weapon Rules 

A robot can be armed with manipulators, handheld weapons, mounted weapons, or any combination of 
the three. However, during any given round of attacks, it must choose whether to attack with its 
manipulators, handheld weapons, or mounted weapons, as it cannot switch between them during the 
same turn. 

Manipulators are considered natural weapons, and using them does not provoke attacks of 
opportunity. 

A robot armed with handheld weapons follows the normal rules of combat, suffering the usual 
penalties for two-weapon fighting. 

A robot armed with multiple mounted weapons gains one primary attack with a mounted 
weapon of its choice; the rest of its mounted weapons are treated as secondary attacks (-5 penalty on 
the attack roll). Using a mounted ranged weapon provokes attacks of opportunity. 

SAMPLE ROBOTS 

"SPOT" SECURITY ROBOT (PL 6) 

This robot looks like a man-sized, mechanical guard dog with four powerful legs, wicked jaws, and 
resilium armor covering its body. It growls and barks at intruders with the aid of a vocalizer. "Spot" 
functions as a robotic watchdog and can only be mistaken for an actual dog at distances of 100 feet or 
more. 

Cost: 10,030 domars. 

"Spot" Security Robot: CR 1; XP 400; N Medium construct; HD ldlO+20; hp 25; Init +1; Spd 30 ft.; Armor 

Class 17 (+1 Dex, +6 armor), touch 11, flat-footed 16; BAB +0; CMB +2; CMD 13; Melee bite +2 (ld4+2); 
SQ construct traits; SV Fort +0, Ref +1, Will +0; Str 14, Dex 12, Con — , Int — , Wis 10, Cha 1. 
Skills: Acrobatics +5, Perception +6, Stealth +5. 
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Feats: — . 

The "Spot" security robot has the following systems and accessories: 

Frame: Biomorph. 

Locomotion: Multiple legs (4). 

Manipulators: Jaws. 

Armor: Resilium armor. 

Sensors: Class IV sensor system. 

Sl(ill Software: Acrobatics skill progit (4 ranks). Perception skill progit (4 ranks). Stealth skill progit (4 

ranks). 

Ability Upgrade: Dexterity upgrade (+2). 
Accessory: Vocalizer. 

APE POLICE ROBOT (PL 6) 

The Armed Police Escort (APE) robot is designed to help police deal with civil disobedience and unrest in 
the urban jungle. This robot resembles a hulking, apelike man with thick arms and legs, clad head-to-toe 
in interlocking duralloy plates. The robot's hands can be used for grappling or carrying items. It usually 
carries an OICW assault rifle. In addition, it has a mini-grenade launcher (with a compartment for 
concussion grenades) mounted in its left forearm and a laser pistol mounted in its right forearm. The 
APE robot cannot use its mounted weapons if it is grappling. 
Cost: 59,590 domars. 

APE Police Robot: CR 5; XP 1,600; N Large construct; HD 6dl0+30; hp 65; Init +0; Spd 20 ft.; Armor Class 
17 (-1 size, +8 armor), touch 9, flatfooted 17; BAB +4; CMB +10; CMD 20; Melee 2 unarmed strikes +8 
(ld4+5 nonlethal); Ranged OICW assault rifle +3 (2d8), 70 ft.; or laser pistol +3 (2d8 fire), 40 ft.; or M79 
grenade launcher with concussion grenade +3 (4d6 nonlethal), 70 feet; or OICW assault rifle or laser 
pistol +3 ranged (2d8 or 2d8 fire), mini-grenade launcher with concussion grenade -2 (4d6 nonlethal); 
Space 10 ft.; Reach 10 ft.; SQ construct traits, darkvision 60 ft.; SV Fort +2, Ref +2, Will +3; Str 20, Dex 11, 
Con — , Int 10, Wis 12, Cha 5. 
SIcills: Climb +9, Perception +13, Stealth -4. 

Feats: Exotic Firearms Proficiency [grenade launchers], Personal Firearms Proficiency. 

Equipment: OICW assault rifle with 4 30-round magazines, laser pistol (mounted), mini-grenade 

launcher (mounted) with 8 concussion grenades. 

The APE police robot has the following systems and accessories: 

Frame: Biodroid. 

Locomotion: Legs (2, speed-enhanced). 

Manipulators: Hands (2). 

Armor: Duralloy armor. 

Sensors: Class V sensor system (with ladar). 

Sl<ill Software: Climb skill progit (4 ranks), Perception skill progit (8 ranks). 

Feat Software: Exotic Firearms Proficiency [grenade launchers] progit. Personal Firearms Proficiency 
progit. 

Ability Upgrades: Dexterity upgrade (+2), Wisdom upgrade (+2). 
Accessories: Magnetic feet, weapon mounts (2). 

"NUYU" DOPPELGANGER ROBOT (PL 7) 

Each doppelganger robot is modeled after a specific person. "Nuyu" bioreplicas are often used as 
doubles for politicians and movie stars during high-risk public appearances. Government agencies also 
use them as spies and infiltrators. A "Nuyu" is usually programmed with enough knowledge of its 
biological counterpart to maintain the charade for a period of a few hours or days. 
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Cost: 78,000 domars. 

"Nuyu" Replacement Robot: CR 1; XP 400; N Medium construct; HD ldlO+20; hp 25; Init +0; Spd 30 ft.; 
Armor Class 10, touch 10, flat-footed 10; BAB +0; CMB +1; CMD 11; Melee 2 unarmed strikes +1 (ld3+l 
nonlethal); SQ construct traits, darkvision 120 ft., doubled range increments, lifelike appearance; SV Fort 
+0, Ref +0, Will +0; Str 12, Dex 11, Con — , Int 10, Wis 10, Cha 12. 

Skills: Bluff +5, Computer Use +4, Craft [mechanical] +4, Diplomacy +5, Disable Device +4, Disguise +5, 
Drive +4, Knowledge [current events] +4, Knowledge [local] +5, Perception +6, Sense Motive +4, Sleight 
of Hand +4, Stealth +6, Survival +4. 
Feats: Personal Firearms Proficiency. 
Equipment: Determined by the GM. 

The "Nuyu" doppelganger robot has the following systems and accessories: 
Frame: Bioreplica. 

Locomotion: Legs (2, speed-enhanced). 
Manipulators: Advanced hands (2). 
Sensors: Class VII sensor system. 

Skill Software: Language chips (English, Japanese), skill net (Bluff 4 ranks. Diplomacy 4 ranks. Disguise 4 
ranks. Knowledge [local] 4 ranks), skill net (Computer Use 4 ranks. Craft [mechanical] 4 ranks. Disable 
Device 4 ranks. Knowledge [current events] 4 ranks), skill net (Drive 4 ranks. Sleight of Hand 4 ranks. 
Stealth 4 ranks), skill net (Perception 4 ranks. Sense Motive 4 ranks. Survival 4 ranks). 
Feat Software: Personal Firearms Proficiency progit. 
Ability Upgrade: Charisma upgrade (+2). 

Accessories: Integrated cell phone, self-destruct system, self-Craft [mechanical] unit, vocalizer. 

VEHICLES 

VEHICLE MOVEMENT AND COMBAT 

For simply traveling from point to point, the vehicle used is largely a matter of personal style and 
finances. Skill checks are only required in extraordinary circumstances. These rules are primarily focused 
on ground vehicles— cars, trucks, and light military vehicles. The rules can be modified for boats, heavier 
armored vehicles, and aircraft. 

CHARACTERS IN VEHICLES 

A character in a vehicle fills one of several possible roles, which determines what the character can do. 

Driver: The driver of the vehicle controls its movement. Most vehicles have only one position from 
where the vehicle can be driven, so the person seated there is the driver. Driving a vehicle is, at a 
minimum, a move action, which means that the driver may be able to do something else with his or her 
standard action. There can be only one driver in a vehicle at one time. 

Copilot: A copilot can help the driver by taking an aid another action. The copilot must be seated in a 
location where he or she can see the road and advise the driver (in a car, this generally means the front 
passenger seat). Aiding the driver is a move action, leaving the copilot with a standard action each round 
to do something else. A vehicle can have only one copilot at a time. A copilot can also drive the vehicle if 
the driver cannot or chooses not to, provided there is a second set of controls at the copilot's seat 
(usually true in aircraft, but not ground vehicles). 
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Gunner: Some vehicles have built-in weapons. If such a weapon is controlled from a location other than 
the driver's position, a character can man that position and become the gunner. A vehicle can have as 
many gunners as it has gunner positions. 

Passenger: All other personnel aboard the vehicle are considered passengers. Passengers have no 
specific role in the vehicle's operation, but may be able to fire weapons from the vehicle or take other 
actions. 

SCALE 

These rules use two scales. If the encounter involves both vehicles and characters on foot, use character 
scale. If the scene involves only vehicles, and they're likely to move at much higher speeds than 
characters or creatures on foot, use chase scale. 

Character Scale: Character scale is identical to the standard movement scale: It's carried out on a grid in 
which each square equals 5 feet. In character scale, most vehicles are large enough to occupy multiple 
squares on the map grid. How many squares a vehicle occupies is specified in the vehicle's description. 

When moving a vehicle, count the squares from the vehicle's rear. When turning, pivot the 
vehicle on the rear square toward which it is turning. When firing weapons, count squares from the 
location of the weapon. 

In character scale, more than one ground vehicle cannot occupy the same square. 

Chase Scale: In chase scale, each square of the grid represents 50 feet. 

In chase scale, most commonly encountered vehicles occupy only one square. (Some especially 
large vehicles, such as ships or jumbo jets, might occupy more than one square.) More than one vehicle 
can occupy the same square. Vehicles in the same square are considered to be 20 feet apart for the 
purposes of determining range for attacks. 

VEHICLE SIZES 

Vehicles use the same size categories as characters and creatures, as shown on Table: Vehicle Sizes. The 
vehicle's size modifier applies to its initiative modifier, maneuver modifier, and Armor Class. (The size 
modifier is already included in the vehicle statistics on Table: Vehicles.) 



Table: Vehicle Sizes 



Vehicle Size 


Size Modifier 


Examples 


Colossal 


-8 


Yacht, semi with trailer 


Gargantuan 


-4 


Tank, limousine 


Huge 


-2 


Luxury car, SUV, armored car 


Large 


-1 


Economy car, Harley 


Medium 


+0 


Racing bike, dirt bike 



FACING AND FIRING ARCS 

Unlike with characters, when dealing with vehicles, the vehicle's facing (the direction it's pointing) is 
important. Facing indicates the direction in which the vehicle is traveling (assuming it's not moving in 
reverse). It can also determine which weapons aboard the vehicle can be brought to bear on a target. 

A weapon built into a vehicle can by mounted to fire in one of four directions— forward, aft 
(rear), right, or left— or be built into a partial or full turret. A partial turret lets a weapon fire into three 
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adjacent fire arcs (such as forward, left, and right), while a full turret lets it fire in any direction. For 
vehicles with weapons, a weapon's arc of fire is given in the vehicle's description. 

GETTING STARTED 

Most vehicles can be entered with a move action and started with a second move action. An exception 
is noted in a vehicle's description when it applies. 

INITIATIVE 

There are two options for determining initiative in vehicle combat. First, is individual initiative just as in 
normal combat, where each character rolls separately. This is probably the best method if most or all 
characters are aboard the same vehicle, but it can result in a lot of delayed or readied actions as 
passengers wait for drivers to perform maneuvers. An alternative is to roll initiative for each vehicle, 
using the vehicle's initiative modifier. This is particularly appropriate when characters are in separate 
vehicles, since it allows everyone aboard the same vehicle to act more or less simultaneously. 

VEHICLE SPEED 

Vehicle speed is expressed in five categories: stationary, alley speed, street speed, highway speed, and 
all-out. Each of these speed categories represents a range of possible movement (see Table: Vehicle 
Speeds and Modifiers). Each round, a vehicle moves according to its current speed category. 



Table: Vehicle Speeds and Modifiers 





Character Scale 


Chase Scale 


Armor 


Check/Roll 


Speed Category 


Movement' 


Turn Number^ 


Movement' Turn Number^ 


Class 


Modifier 








Modifier 




Stationary^ 


0 




0 - 


+0 




Alley speed 


1-20 


1 


1-2 1 


+0 


+0 


Street speed 


21-50 


2 


3-5 1 


+1 


-1 


Highway speed 


51-150 


4 


6-15 2 


+2 


-2 


All-out 


151+ 


8 


16+ 2 


+4 


-4 


■'ihe number of squares a vehicle can move at this speed. 


■^The number of squares a vehicle must move at this speed before nnaking a turn. 



''a stationary vehicle cannot move or maneuver. 



DECLARING SPEED 

At the beginning of his or her action, a driver must declare his or her speed category for the round. The 
driver can choose to go one category faster or slower than the vehicle's speed category at the end of the 
previous round. A stationary vehicle can change to alley speed in either forward or reverse. Most 
vehicles cannot go faster than alley speed in reverse. 

Stationary: The vehicle is motionless. 

Alley Speed: This speed is used for safely maneuvering a vehicle in tight spaces, such as alleys and 
parking garages. It tops out at about the speed a typical person can run. 

Street Speed: The vehicle is traveling at a moderate speed, up to about 35 miles per hour. 

Highway Speed: The vehicle is moving at a typical highway speed, from about 35 to 80 miles per hour. 
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Ail-Out: The vehicle is traveling extremely fast, more than 80 miles per hour. 
MOVING 

On his or her action, the driver moves the vehicle a number of squares that falls within the vehicle's 
speed category. 

Unlike characters, a vehicle cannot double move, run, or otherwise extend its movement 
(except by changing to a higher speed category). 

Every vehicle has a top speed, included in its statistics on Table: Vehicles. A vehicle cannot move 
more squares than its top speed. This means that some vehicles cannot move at all-out speed, or even 
highway speed. 

Count squares for vehicles just as for characters. Vehicles can move diagonally; remember that 
when moving diagonally, every second square costs two squares' worth of movement. Unlike with 
moving characters, a vehicle's facing is important; unless it changes direction, a vehicle always moves in 
the direction of its facing (or in the opposite direction, if it's moving in reverse). 

THE EFFECTS OF SPEED 

A fast-moving vehicle is harder to hit than a stationary one— but it's also harder to control, and to attack 
from. 

As shown on Table: Vehicle Speeds and Modifiers, when a vehicle travels at street speed or 
faster, it gains a bonus to Armor Class. However, that speed brings along with it a penalty on all skill 
checks and attack rolls made by characters aboard the vehicle— including Drive checks to control the 
vehicle and attacks made from it. 

DRIVING A VEHICLE 

Driving a vehicle is a move action, taken by the vehicle's driver. During his or her move action, the driver 
moves the vehicle a number of squares that falls within its speed category. The driver can attempt 
maneuvers to change the vehicle's course or speed. These maneuvers can be attempted at any point 
along the vehicle's route. The driver can choose to use his or her standard action to attempt additional 
maneuvers. 

The two kinds of vehicle movement are simple maneuvers and stunts. 

Simple Maneuvers: A simple maneuver, such as a 45-degree turn, is easy to perform. Each is a free 

action and can be taken as many times as the driver likes while he or she moves the vehicle. However, 
simple maneuvers do cost movement— so a vehicle that makes a lot of simple maneuvers will not get as 
far as one going in a straight line. Simple maneuvers do not require the driver to make skill checks. 

Stunts: Stunts are difficult and sometimes daring maneuvers that enable a driver to change his or her 
vehicle's speed or heading more radically than a simple maneuver allows. A stunt is a move action. It can 
be taken as part of a move action to control the vehicle, and a second stunt can be attempted in lieu of 
the driver's standard action. Stunts always require Drive checks. 

SIMPLE MANEUVERS 

During a vehicle's movement, the driver can perform any one of the following maneuvers. 

45-Degree Turn: Any vehicle can make a simple 45-degree turn as part of its movement. The vehicle 
must move forward at least a number of squares equal to its turn number (shown on Table: Vehicle 
Speeds and Modifiers) before it can turn. Making a 45-degree turn costs 1 square of movement. 
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Ram: At character scale, a driver does not have to perform a maneuver to ram another vehicle— he or 
she only needs to drive his or her vehicle into the other vehicle's square, and a collision occurs (see 
Collisions and Ramming). 

At chase scale, however, more than one vehicle can occupy the same square and not collide— so 
ramming another vehicle requires a simple maneuver. The driver moves his or her vehicle into the other 
vehicle's square and states that he or she is attempting to ram. Resolve the ram as a collision, except 
that the driver of the target vehicle can make a Reflex save (DC 15) to reduce the damage to both 
vehicles by half. 

Sideslip: A driver might wish to move to the side without changing the vehicle's facing, for instance to 
change lanes. This simple maneuver, called a sideslip, allows a vehicle to avoid obstacles or weave in and 
out of traffic without changing facing. A sideslip moves a vehicle 1 square forward and 1 square to the 
right or left, and costs 3 squares of movement. 

STUNTS 

Stunts are maneuvers that require a Drive check to perform successfully. Unsuccessful stunts often 
result in the vehicle ending up someplace other than where the driver intended. When this happens, the 
vehicle collides with any objects in its path. Remember that the check/roll modifier from Table: Vehicle 
Speeds and Modifiers affects all Drive checks made by the driver and attack rolls made by all occupants 
of the vehicle. 

Avoid Hazard: Vehicle combat rarely occurs on a perfectly flat, featureless plain. When a vehicle tries to 
move through a square occupied by a hazard, the driver must succeed on a Drive check to avoid the 
hazard and continue moving. 

Structures simply cannot be avoided. Also, if a driver cannot make a check (if he or she has used 
all his or her actions for the round in performing other stunts), he or she automatically fails to avoid the 
hazard. In such cases, a collision occurs. 

The DC to avoid a hazard varies with the nature of the hazard. 

On a failed check, the vehicle hits the obstacle. For caltrops, this means the caltrops make an 
attack against the vehicle (see Caltrops). An oil slick forces the driver to make a Drive check (DC 15) to 
retain control of the vehicle (see Losing Control). Failing to avoid an object results in a collision with the 
object (see Collisions and Ramming). 



Hazard 


DC 


Caltrops 


15 


Oil slick 


15 


Object 


Small (tire, light debris) 


5 


Medium (crate) 


10 


Large (pile of 


15 


wreckage) 




Structure 


Cannot be 




avoided 



Bootleg Turn: By making a bootleg turn, a driver can radically change direction without turning in a loop. 
However, in so doing, the vehicle comes to a stop. 
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Before a vehicle can make a bootleg turn, it must move in a straight line at least a number of 
squares equal to its turn number. To make a bootleg turn, simply change the vehicle's facing to the 
desired direction. The vehicle ends its movement in that location, at stationary speed. 

The DC for a bootleg turn depends on the change in facing. 

On a failed check, instead of facing the desired direction, the vehicle only changes facing by 45 
degrees. Make a Drive check to retain control against a DC equal to the DC for the bootleg turn 
attempted (see Losing Control). 



Facing Change 


DC 


45 degrees 


5 


90 degrees 


10 


135 degrees 


15 


180 degrees 


20 



Dash: With a dash stunt, a driver can increase the vehicle's speed by one category. (This increase is in 
addition to any speed change made at the beginning of the driver's action; if the driver increased speed 
at that time, he or she can accelerate a total of two categories in the same round.) The vehicle's total 
movement for the round cannot exceed the maximum number of squares for its new speed category. 
(The squares it has already moved before attempting the dash count against this total.) 

The DC for a dash is 15. The driver can only succeed at one dash per round. 

On a failed check, the vehicle does not change speed categories. 

Hard Brake: With a hard brake stunt, a driver can reduce the vehicle's speed by up to two categories. 
(This is in addition to any speed change made at the beginning of his action; if the driver reduced speed 
at that time, he or she can drop a total of three categories in the same round.) The vehicle's movement 
for the round ends as soon as it has moved the minimum number of squares for its new speed category. 
(If it has already moved that far before attempting the hard brake, it ends its movement immediately.) 

The DC for a hard brake is 15. The driver can only succeed at one hard break per round. 

On a failed check, the vehicle does not change speed categories. Make a Drive check (DC 15) to 
retain control (see Losing Control). 

Hard Turn: A hard turn allows a vehicle to make a turn in a short distance without losing speed. 

A hard turn functions like a 45-degree turn simple maneuver, except that the vehicle only needs 
to move forward a number of squares equal to half its turn number (rounded down). 

The DC for a hard turn is 15. 

On a failed check, the vehicle continues to move forward a number of squares equal to its turn 
number before turning, just as with a simple 45-degree turn. Make a Drive check (DC 15) to retain 
control (see Losing Control). 

Jump: A driver can attempt to jump his or her vehicle across a gap in his or her path. 

To make a jump, the vehicle must move in a straight line a number of squares equal to its turn 
number. If the vehicle doesn't have enough movement left to clear the gap, it must complete the jump 
at the start of its next turn. 

The DC for a jump depends on the width of the gap, modified by the vehicle's speed category. 

On a failed check, the vehicle fails to clear the gap, and instead falls into it (or collides with the 
far side). Determine damage as for a collision (see Collisions and Ramming). 
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Gap Width qq 

1-3 ft. (ditch) 15 

4-8 ft. (culvert) 20 

8-15 ft. (creek, small ravine) 25 

16-25 ft. (narrow road, small pond) 35 
26-40 ft. (wide road, small river) 45 



DC Modif ier 

Vetiicle Speed Category 



Alley speed 


+10 


Street speed 


+5 


Highway speed 


+0 


All-out 


-5 



A shallow gap (1 to 3 feet deep) is equivalent to a Medium object; the vehicle may be able to 
avoid taking collision damage from the failed jump by treating the far side as a hazard and then continue 
moving (see Avoid Hazard, above). 

A moderately deep gap (4 to 10 feet deep) is equivalent to a Huge object. The vehicle can only 
drive out of the gap if the walls are not too steep. 

A deeper gap (11 feet or deeper) is equivalent to a Colossal object. The vehicle can only drive 
out of the gap if the walls are not too steep. 

If the gap is filled with water, the vehicle takes only half damage from the collision with the 
ground. However, if the water is too deep or the bottom is too soft (GM's discretion), the vehicle might 
not be able to move. 

Sideswipe: During a vehicle's movement, a driver can attempt to sideswipe a vehicle or other target, 
either to deal damage without fully ramming it or to cause another driver to lose control of his or her 
vehicle. 

At character scale, a vehicle must be side by side with its target (that is, occupying the square or 
squares directly to its side) and moving in the same direction. Attempting a sideswipe costs 1 square of 
movement. 

At chase scale, the vehicle must be in the same square as its target and moving in the same 
direction. There is no movement cost. 

If the stunt is successful, the sideswiping vehicle and the target both take damage as if they had 
collided (see Collisions and Ramming), except that the collision multiplier is 1/4, and the target (or driver 
of the target vehicle) can make a Reflex save (DC 15) to reduce the damage to both by half. If the target 
is another vehicle the driver must succeed at a Drive check (DC 15) at the beginning of his or her next 
action or lose control of the vehicle. 

The DC for a sideswipe is 15. It's modified by the relative size and speed of the target. 





DC Modifier 


Target Condition 


Each size category larger 


-5 


Each size category smaller 


+5 



Each speed category of difference -2 
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On a failed check, both vehicles take damage as though the sideswipe attempt was a success. However, 
the other driver does not need to make a check to retain control. 

DRIVER OPTIONS 

Here is what a vehicle driver can do in a single round: 

Choose the Vehicle's Speed: The driver may increase or decrease his or her vehicle's speed category by 
one (or keep it the same). 

Optional Standard Action: If the driver wants, he or she can use his or her standard action before 
moving the vehicle. If the driver does so, however, he or she will be limited to a single stunt during 
movement. 

Movement: Move the vehicle any number of squares within the vehicle's speed category. Along the 
way, perform any number of simple maneuvers (limited only by their movement cost). The driver may 
also attempt a single stunt as part of the movement (or two, if the driver didn't take his or her attack 
action before moving). 

Optional Standard Action: If the driver did not take a standard action before moving, and performed 
one or fewer stunts, the driver has a standard action left. 

COLLISIONS AND RAMMING 

A collision occurs when a vehicle strikes another vehicle or a solid object. Generally, when a vehicle 
collides with a creature or other moving vehicle, the target can attempt a Reflex save (DC 15) to reduce 
the damage by half. 

RESOLVING COLLISIONS 

The base damage dealt by a vehicle collision depends on the speed and size of the objects involved. Use 
the highest speed and the smallest size of the two colliding objects and refer to Table: Collision Damage. 



Table: Collision Damage 



Highest Speed 






Damage Die Type 


Alley speed 


d2 


Street speed 


d4 


Highway speed 


d8 


All-out 


dl2 



Number of Dice 

Smallest Object or Creature Size 



Colossal 


20 


Gargantuan 


16 


Huge 


12 


Large 


8 


Medium 


4 



Small 2 
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Tiny 



1 



Smaller than Tiny 0 

After finding the base damage, determine the collision's damage multiplier based on how the 
colliding vehicle struck the other vehicle or object. (For vehicles moving in reverse, consider the back 
end to be the vehicle's "front" for determining the collision multiplier.) Consult Table: Collision Direction 
for a multiplier. 

Once the damage has been determined, apply it to both vehicles (or objects or creatures) 
involved in the collision. Both vehicles reduce their speed by two speed categories. If the colliding 
vehicle moved the minimum number of squares for its new speed category before the collision, it ends 
its movement immediately. If not, it pushes the other vehicle or object aside, if possible, and continues 
until it has moved the minimum number of squares for its new speed category. 



Table: Collision Direction 



Colliding Vehicle's Target 






Multiplier 


A stationary object 


xl 


A moving vehicle, striking head-on or 45 degrees from head-on 


x2 


A moving vehicle, striking perpendicular 


xl 


A moving vehicle, striking from the rear or 45 degrees from the rear 


xl/2 


A vehicle being sideswiped (see Sideswipe) 


xl/4 



The driver of the vehicle that caused the collision must immediately make a Drive check (DC 15) 
or lose control of the vehicle (see Losing Control, below). The driver of the other vehicle must succeed 
on a Drive check (DC 15) at the beginning of his or her next action or lose control of his or her vehicle. 

DAMAGE TO VEHICLE OCCUPANTS 

When a vehicle takes damage from a collision, its occupants may take damage as well. The base amount 
of damage depends on the cover offered by the vehicle. 





Damage 


Cover 




None 


Same as damage taken by vehicle 


Partial cover 


One-half damage taken by vehicle 


Cover 


One-quarter damage taken by vehicle 


Improved cover 


None 



Each of the occupants may make a Reflex save (DC 15) to take half damage. 
LOSING CONTROL 

A collision or a failed stunt can cause a driver to lose control of his vehicle. In these cases, the driver 
must make a Drive check to retain control of the vehicle. If this check is successful, the driver maintains 
control of the vehicle. If it fails, the vehicle goes into a spin. If it fails by 10 or more, the vehicle rolls. 
Remember that the check/roll modifier from Table: Vehicle Speeds and Modifiers applies to all Drive 
checks. 

An out-of-control vehicle may strike an object or other vehicle. When that happens, a collision 
occurs (see Collisions and Ramming, above). 
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Spin: The vehicle skids, spinning wildly. 

At character scale, the vehicle moves in its current direction a number of squares equal to the 
turn number for its speed, then ends its movement. Once it stops, roll ld8 to determine its new facing: 
1, no change; 2, right 45 degrees; 3, right 90 degrees; 4, right 135 degrees; 5, 180 degrees; 6, left 135 
degrees; 7, left 90 degrees; 8, left 45 degrees. Reorient the vehicle accordingly. 

At chase scale, the vehicle moves 1 square and ends its movement. Roll to determine its new 
facing as indicated above. 

Roll: The vehicle tumbles, taking damage. 

At character scale, the vehicle rolls in a straight line in its current direction for a number of 
squares equal to the turn number for its speed, then ends its movement. At the end of the vehicle's roll, 
reorient the vehicle perpendicular to its original direction of travel (determine left or right randomly). 

At chase scale, the vehicle rolls one square before stopping and reorienting. 

At either scale, a vehicle takes damage equal to 2d6 x the character scale turn number for its 
speed (use the turn number from character scale even at chase scale). The vehicle's occupants take 
damage equal to 2d4 x the character scale turn number for its speed (Reflex save, DC 15, for half 
damage). 

HIDE AND SEEK 

When being pursued, a driver can attempt a Stealth check to lose the pursuer in heavy traffic, or a Bluff 
check to misdirect the pursuer before turning onto an off-ramp or a side street. 

To make a Stealth check, use the normal rules for hiding (see the Stealth skill description). The 
normal size modifiers apply, but because the driver is hiding among other vehicles, most of which are 
size Large or Huge, he or she gains a +8 bonus on the check. This use of the Stealth skill can only be 
attempted in fairly heavy traffic; in lighter traffic, the GM might not allow it or might apply a penalty to 
the check. 

A driver can use Bluff to make a pursuer think he or she is going a different direction from what 
the driver intends. Just before making a turn onto an off-ramp or side street, make a Bluff check 
opposed by the pursuer's Sense Motive check. If the driver is successful, the pursuer takes a -5 penalty 
on any Drive check needed to make the turn to follow the driver. If the other driver can make the turn 
using only simple maneuvers and does not have to make a Drive check, the Bluff attempt has no effect. 

FIGHTING FROM VEHICLES 

The following rules provide a further framework for combat involving vehicles. 
VEHICLE COMBAT ACTIONS 

Actions during vehicle combat are handled the same way as actions during personal combat. In general, 
a character can take two move actions, one move action and one standard action, or one full-round 
action in a round. Free actions can be performed normally, in conjunction with another action. 

Free Actions: Communicating orders is a free action. Characters can perform as many free actions as the 
GM permits in a single round. 

IVIove Actions: Changing position within a vehicle is usually a move action, especially if the character has 
to trade places with another character. If the character's movement is short and unobstructed, the 
character can do it as the equivalent of a 5-foot step. Otherwise, it requires a move action. 
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Attack Actions: Anyone aboard a vehicle can make an attack with a personal weapon, and drivers and 
gunners can make attacks with any vehicle-mounted weapons controlled from their positions. 

Full-Round Actions: Since the driver must use a move action to control the vehicle, he or she can't take 
a full-round action unless he or she starts it in one round and completes it on his or her next turn (see 
Start/Complete Full-Round Action). 

CREW QUALITY 

Rather than force the GM to create, or remember, statistics for everyone aboard a vehicle, vehicle 
statistics include a general "crew quality" descriptor. This indicates a typical crew's aptitude with the 
vehicle's systems. 

Table: Vehicle Crew Quality shows the five levels of crew quality for NPC vehicle crews, along 
with the appropriate check modifier. Use the check modifier for all skill checks related to the operation 
of the vehicle (including Drive and Craft [mechanical] checks). Use the attack bonus for all attack rolls 
performed by the crew. 

This by no means restricts the GIVl from creating unique vehicles where the crew's statistics are 
included, or from using NPC's abilities when they drive or attack from vehicles. It's merely a shortcut to 
save time if the GM doesn't have particular characters behind the wheel. 



Table: Vehicle Crew Quality 



Crew Quality 


Check Modifier 


Attack Bonus 


Untrained 


-4 


-2 


Normal 


+2 


+0 


Skilled 


+4 


+2 


Expert 


+8 


+4 


Ace 


+12 


+8/+3 



ATTACK OPTIONS 

Firing a vehicle's weapon requires a standard action and uses the driver's or gunner's ranged attack 
modifier. 

Some military vehicles are equipped with fire-control computers. These systems grant 
circumstance bonuses on attack rolls with the vehicle-mounted weapons to which they apply. 

Driving Defensively: Just as in melee combat, one can fight defensively while driving a vehicle, which 
grants a +2 dodge bonus to the vehicle's Armor Class and applies a -4 penalty on attack rolls made by 
occupants of the vehicle. 

Total Defense: A driver can choose the total defense action which grants a +4 dodge bonus to Defense 
but does not allow the driver to attack (gunners or passengers take a -8 penalty on attack rolls). These 
modifiers last until the driver's next round of actions. 

Full Attack Action: A driver cannot normally make a full attack, since controlling the vehicle requires a 
move action. 

Gunners or passengers, however, can take full attack actions, since they don't have to use a 
move action (except, perhaps, to change positions in the vehicle). In general, taking a full attack action is 
useful only if a character has a base attack bonus high enough to get multiple attacks. A passenger can 
make multiple attacks with his or her own weapon. A gunner can make multiple attacks with one or 
more weapons controlled from his or her position. 
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TARGETING OCCUPANTS 

An attack made against a vehicle uses the vehicle's Armor Class, modified by its speed category. 
Attackers can choose instead to target specific vehicle occupants. 

An attack against a vehicle occupant is made like any other attack. Remember, however, that a 
character in a vehicle gains bonuses to Armor Class from both the vehicle's speed and any cover it 
provides. 

COVER 

When a character fires from a vehicle, objects or other vehicles in the way can provide cover for the 
target. 

DAMAGING VEHICLES 

All vehicles have hit points, which are roughly equivalent to a character's hit points. Like most inanimate 
objects, vehicles also have hardness. Whenever a vehicle takes damage, subtract the vehicle's hardness 
from the damage dealt. 

When a vehicle is reduced to 0 hit points, it is disabled. Although it might be repairable, it ceases 
functioning. A vehicle that is disabled while moving drops one speed category each round until it comes 
to a stop. The driver cannot attempt any maneuvers except a 45-degree turn. 

Unlike characters, vehicles don't "die" when they reach -Constitution hit points. Instead, a 
vehicle is destroyed when it loses hit points equal to twice its full normal total. A destroyed vehicle 
cannot be repaired. 

Energy Attacks: Vehicles are treated as objects when subjected to energy attacks. 

Exploding Vehicles: If the attack that disables a vehicle deals damage equal to half its full normal hit 
points or more, the vehicle explodes after ld6 rounds. This explosion deals 10d6 points of fire damage 
to everyone within the vehicle (Reflex save, DC 20, for half damage), and half that much to everyone and 
everything within 30 feet of the explosion (Reflex save, DC 15, for half damage). 

REPAIRING VEHICLES 

Repairing damage to a vehicle takes a full hour of work, a mechanical tool kit, and a garage or some 
other suitable facility. (Without the tool kit, a character takes a -4 penalty on his or her Craft 
[mechanical] check.) At the end of the hour, make a Craft [mechanical] check (DC 20). Success restores 
2d6 hit points. If damage remains, the character may continue to make repairs for as many hours as it 
takes to restore all of the vehicle's hit points. 

VEHICLES OF THE ANCIENTS 

Vehicles of the ancients (those with a Progress Level of 4 or higher) are considered artifacts, and are 
subject to the same rules that artifacts are subject to, in addition to the vehicle rules presented in this 
chapter. 

VEHICLES AND PROGRESS LEVELS 

Although each of the vehicles listed below has a Progress Level associated with it, specifics of the vehicle 
can be modified to fit into an earlier or later Progress Level. Modify the top speed, initiative, and 
maneuver scores of vehicles— lower numbers for lower PLs, higher numbers for higher PLs— and adjust 
the cost accordingly. 
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VEHICLES 

Vehicles are described by a number of statistics, as shown on Table: Vehicles. 

Crew: The standard number of crew. In most cases, only one person is needed to drive the vehicle; 

other crew members serve as gunners or copilots. 

Passengers: The number of passengers (in addition to the crew) the vehicle is designed to carry. Vehicles 
that carry passengers can use that space to carry additional cargo when passengers aren't present. Each 
unused passenger slot allows the vehicle to carry an additional 100 pounds of cargo. 
Cargo Capacity: The amount of cargo the vehicle is designed to carry. Many vehicles can carry extra 
passengers instead of cargo, but doing so is usually a cramped, uncomfortable, and often unsafe 
experience for those passengers. As a rule of thumb, one additional passenger can be carried for each 
250 pounds of unused cargo capacity. 

Initiative: The modifier added to the driver's or pilot's initiative check when operating the vehicle. 
Maneuver: The modifier added to any Drive or Pilot checks attempted with the vehicle. 
Top Speed: The maximum number of squares the vehicle can cover in 1 round at character scale (with 
the number of squares at chase scale in parentheses). This is the fastest the vehicle can move. 
Defense: The vehicle's Defense. 

Hardness: The vehicle's hardness. Subtract this number from any damage dealt to the vehicle. 
Hit Points: The vehicle's full normal hit points. 

Size: Vehicle size categories are defined differently from the size categories for weapons and other 
objects. 

Cost: This is the cost of the vehicle in domars. This number reflects the base cost of the vehicle in a PL 3 
society. 

CIVILIAN CARS 

Most new civilian cars include such standard features as air conditioning, air bags, antilock brakes, cruise 
control, keyless entry, and an AM/FM radio with CD player. Luxury vehicles often also include extras 
such as heated side mirrors, power seats, leather upholstery, and sunroofs. In general, these luxury 
amenities can be added to a nonluxury car with an increase to the vehicle's cost of 5%. 

Unless otherwise noted, civilian cars provide improved cover for their occupants (although 
passengers who lean out of windows or sunroofs, perhaps to fire weapons, may be reduced to standard 
cover or even partial cover). The operative skill for cars is Drive. 

Acura 3.2 TL (PL 4) 

The 3.2 TL is a four-door luxury sedan. It is a Gargantuan vehicle that takes up a 20-foot space. 
Aston-Martin Vanquisli (PL 4) 

The Vanquish is a two-door luxury sports car powered by a 5.9-liter, 460-horsepower V12 engine. A six- 
speed manual transmission with overdrive is standard. The Vanquish is a Gargantuan vehicle that takes 
up a 20-foot space. 

BMWM3(PL 4) 

The M3 is a two-door luxury sports car equipped with a standard 3.2-liter, 333-horsepower engine. The 
M3 is a Huge vehicle that takes up a 15-foot space. 

Chevrolet Cavalier (PL 4) 

A two-door family coupe, the Cavalier is a Gargantuan vehicle that takes up a 20-foot space. 
Chevrolet Corvette (PL 4) 
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The Corvette is a two-door sports car equipped with a 5.7-liter, 350-horsepower V8 engine. The Corvette 
is a Huge vehicle that takes up a 15-foot space. 

Dodge Neon (PL 4) 

The Neon is an inexpensive four-door family sedan. It is a Huge vehicle that takes up a 15-foot space. 
Ford Crown Victoria (PL 4) 

The Crown Victoria is a large four-door family sedan equipped with a 4.6-liter, 220-horsepower V8 
engine. Large and durable, it is a favorite of police forces (police cruisers are commonly Crown 
Victorias). The Crown Victoria is a Gargantuan vehicle that takes up a 20-foot space. 

Jaguar XJ Sedan (PL 4) 

The XJ is a four-door luxury sedan. It is a Gargantuan vehicle that takes up a 20-foot space. 
Lamborghini Diablo (PL 4) 

The Diablo is a top-of-the-line exotic sports car— a two-door coupe equipped with a standard 6.0-liter, 
550-horsepower V12 engine. The Diablo is a Huge vehicle that takes up a 15-foot space. 

Mercedes ESS AMG (PL 4) 

The E-Class is a four-door luxury sedan equipped with a powerful 5.5-liter, 349-horsepower V8 engine. It 
is Gargantuan and takes up a 20-foot space. 

Volkswagen Jetta (PL 4) 

The Jetta is a four-door station wagon. It is Huge and takes up a 15-foot space. 
AutoMac Taxi (PL 6) 

The AutoMac is a computer-driven taxi equipped with a driver autocomp (see Vehicle Gear). It features 
two facing bench seats with room for six passengers, and a small view screen and speaker that hang 
down from the ceiling. The friendly voice of "Mac" requests destination information as well as displaying 
the question on the view screen. The computer calculates the fare and pre-charges the passenger. In 
case of emergency, a manual stop button mounted in the middle of the speaker allows passengers to 
safely halt the vehicle. Although there are no manual controls, the computer is equipped with an access 
jack behind the front seat. A notebook computer or PDA with the appropriate interface program can be 
plugged into this jack to override the computer and allow an occupant to manually control the vehicle 
with a successful Computer Use check (DC 20). 

The AutoMac taxi is a Huge vehicle that takes up a 15-foot space. Its drivercomp has a Drive skill 
modifier of +8. 

Kirsch Sunflower (PL 6) 

The Kirsch Sunflower is a solar-electrical economy coupe and its performance is abysmal in comparison 
to other cars. It is a Huge vehicle that takes up a 15-foot space. 

Nakazawa Delta-9 (PL 6) 

The Delta-9 from Nakazawa is a mid-size family wagon with a hatchback rear door and plenty of cargo 
space. It uses the popular hybrid gas/electrical engine developed in PL 5. It is a Huge vehicle that takes 
up a 15-foot space. 

SKG Lamplighter (PL 6) 
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The Lamplighter four-door economy sedan offers comfort and performance for a reasonable cost. 
Slower than most civilian automobiles, the Lamplighter offers all the usual luxuries included in the base 
cost— keeping the cost down by selling budget components, rather than the high-end electronics usually 
installed. The Lamplighter is a Huge vehicle that takes up a 15-foot space. 

Bendel Motors Spirit (PL 7) 

The Bendel Motors Spirit is a comfortable, four-door, midsize sedan with a powerful minireactor engine. 
It is a Huge vehicle that takes up a 15-foot space. 

Stradtler HIidskjalf (PL 7) 

The HIidskjalf sedan is widely recognized as the finest four-door luxury sedan in production during its 
age. The HIidskjalf is a Huge vehicle that takes up a 15-foot space. 

TM Willow (PL 7) 

This mid-size, two-door sedan from Toner Motors is a common car model. It has improved air filters to 
keep out the kind of dust found in the environments of other planets. They are less popular on Earth, 
except when they are adapted to desert driving. The Willow is a Huge vehicle that takes up a 15-foot 
space. 

SKG Metropolitan (PL 8) 

The Metropolitan is the ultimate in chauffeured luxury. Powered by a particle reactor, it is loaded with 
every available luxury feature. A partition divides the driver's seat from the rest of the vehicle. The solid 
construction lends the Metropolitan a slightly higher hardness than other civilian vehicles, and armored 
versions with hardness 10 are available (increase the vehicle's cost by 1%). The Metropolitan is a 
Gargantuan vehicle that takes up a 20-foot space. 

CIVILIAN TRUCKS 

Trucks include pickups, sport utility vehicles, vans, and minivans. They generally have the same features 
as civilian cars. 

Like cars, trucks generally provide improved cover to their occupants. The rear bed of a pickup 
truck, however, provides only standard cover. The operative skill for trucks is Drive. 

AM General Hummer (PL 4) 

The four-door Hummer is a civilian version of the military's all-terrain "humvee" utility vehicle. It comes 
equipped with a powerful 6.5-liter, 195-horsepowerV8 turbo diesel engine. The hummer is decked out 
like a luxury vehicle inside, but this vehicle is every bit as rugged as the military version. 

The military version can be configured in a variety of ways, including a two-door pickup, a four- 
door pickup with a short bed, and a completely enclosed, SUVIike body with a hatchback and four doors. 
It lacks the luxury accessories of the civilian version, but it is equipped with puncture-resistant tires. 

A Hummer is a Gargantuan vehicle that takes up a 20-foot space. 

Chevrolet Suburban (PL 4) 

One of the largest sport utility vans on the market, the Suburban is a four-door truck equipped with a 
standard 6.0-liter, 320-horsepower V8 engine. It is a Gargantuan vehicle that takes up a 20-foot space. 

Dodge Caravan (PL 4) 

The Caravan is a minivan with two conventional doors up front, sliding doors on the side, and a rear 
hatch-style door. It is Gargantuan and takes up a 20-foot space. 
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Ford Escape XLT (PL 4) 

The Escape is a four-door SUV with a 3.0-liter, 201-horsepower V6 engine. It is Huge and takes up a 15- 
foot space. 

Ford F-150 XL (PL 4) 

This two-door pickup truck has a 4.2-liter, 202-horsepower V6 engine. The F-150 is Gargantuan and 
takes up a 20-foot space. 

Toyota Tacoma Xtracab (PL 4) 

The Tacoma is a two-door pickup with a back seat in its extended cab. It is Gargantuan and takes up a 
20-foot space. 

Cretan Motors "Hecaton" (PL 6) 

The national automobile company of Crete came late to the industry, but has made impressive strides 
toward winning over truck buyers. The Hekatoncheires pickup truck— inaccurately referred to as the 
"Hecaton" by its target market— combines impressive power with high durability and generous cargo 
room in the bed. The sixwheel design includes puncture-resistant tires and is popular with construction 
companies. The cab can be sealed against harsh environments— ads show them driving into lakes and 
being pulled out with the interior dry as a bone and the occupants casually listening to the stereo. The 
Hekatoncheires is a Gargantuan vehicle that takes up a 20-foot space. 

Cretan Motors Kentaur (PL 6) 

Cretan Motors produces a smaller, faster, "light-duty" pickup with many of the same features of the 
larger Hekatoncheires but without all the cargo space. The Kentaur is a Huge vehicle that takes up a 15- 
foot space. 

Gaia Motor Company Virgo (PL 6) 

The Gaia Motor Company developed a line of automobiles powered by the popular fusion minireactor. 
The Virgo minivan is a top seller, capable of high speeds yet comfortably easy to handle. It is a Huge 
vehicle that takes up a 15-foot space. 

Zhang Motors XRL(PL7) 

The XRL is designed to operate using a less expensive particle reactor, rather than the slightly more 
stable fusion minireactor. This gamble ultimately paid off when an XRL won the Australian Rally 
Challenge. The XRL comes only in a two-door style. It is a Huge vehicle that takes up a 15-foot space. 

OTHER VEHICLES 

A few types of vehicles don't fit neatly into the categories covered above. Many of these (such as the 
armored truck and the limousine) are usually custom built, so the model name isn't specified as it is with 
most other vehicles in this section. The description and stats reflect a typical model. Unless otherwise 
noted, the operative skill for other vehicles is Drive. 

Armored Truck (PL 4) 

Used to transport money between businesses and financial institutions, armored trucks are designed to 
deter would-be thieves. The truck has three doors and firing ports that allow the crew to use their 
firearms without leaving the vehicle. The armored truck is a Gargantuan vehicle that takes up a 20-foot 
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space. It provides improved cover for occupants in the cab and full cover for any in the back. It is 
equipped with puncture-resistant tires. 

Honda TRX400FW (PL 4) 

This all-terrain vehicle is something like a four-wheeled motorcycle. It is a Large vehicle that takes up a 
10-foot space. It provides no cover for its riders. 

Limousine (PL 4) 

A limousine is a big, comfortable car. The statistics given are for a moderate-sized vehicle, rather than a 
stretch limo or a conventional car with a professional driver. Limousines feature virtually every available 
luxury feature, often including televisions and small refrigerators. A partition divides the front seat from 
the rest of the vehicle. A limousine is a Colossal vehicle that takes up a 25-foot space. It provides 
improved cover for its occupants. 

Moving Truck (PL 4) 

This is a large cargo truck used to move furniture or deliver freight. Trucks of this sort are often available 
as rentals. A moving truck is a Colossal vehicle that takes up a 25-foot space. It provides improved cover 
for occupants in the cab and full cover for any in the back. 

NAB! Model40LFW(PL4) 

This is a typical city bus. It has a door at the front and a second door about halfway down the right-hand 
side. This vehicle is Colossal and takes up a 40-foot square. It provides improved cover for crew and 
passengers. 

AutoDyn Hoverboard (PL 7) 

The AutoDyn hoverboard is a 3-foot-long board held aloft by a tiny but powerful forced-air system. A 
hoverboard is a Medium vehicle that takes up a 5-foot space, and it provides no cover to its rider. The 
operative skill to control a hoverboard is Acrobatics. 

WGM Wyoming (PL 7) 

The Wallace General Mechanics Wyoming is essentially a four-wheeled dirt bike powered by a 
minireactor. It provides no cover for its rider. The Wyoming is a Large vehicle that takes up a 10-foot 
space. 

MILITARY VEHICLES 

Despite being grouped together under the military vehicle heading, some of these vehicles are used by 
law-enforcement and emergency services. The operative skill for these vehicles depends on their mode 
of travel. Generally, the Drive skill is used for vehicles that travel on the ground or on water; if the 
vehicle flies or hovers. Pilot is the operative skill. 

BMP-2(PL4) 

A Soviet-era armored personnel carrier, the BMP is used by the Russian army and more than twenty ex- 
Soviet states or clients. It is crewed by a driver, a gunner, and a commander. It has three top hatches, 
one above each crew position, and a large door in back for infantry soldiers to load or disembark. It 
takes a full-round action to enter the vehicle through a top hatch and another full-round action to start 
it moving. The BMP-2 is a Gargantuan vehicle that takes up a 20-foot space. It provides full cover to its 
occupants. 
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This vehicle comes equipped with a 30mm cannon (see Table: Vehicle Weapons) mounted in a 
full turret. 

MlA2Abrams(PL5) 

This is the U.S. Army's main battle tank, probably the most advanced and powerful tank in the world. It 
is crewed by a driver, a gunner, a gun loader, and a commander. It has three top hatches, one for the 
driver and two on the turret. (The driver's position cannot be reached from the other positions, which 
are all in the turret.) It takes a full-round action to enter a tank and another full-round action to start it 
moving. The Abrams is a Colossal vehicle that takes up a 30-foot space. It provides full cover to its 
occupants. 

This vehicle comes equipped with a tank cannon (see Table: Vehicle Weapons) and an M2HB 
heavy machine gun (see Table: Ranged Weapons), both mounted in full turrets. 

M2A2 Bradley (PL 5) 

This is the U.S. Army's principal armored personnel carrier. It is crewed by a driver, a gunner, and a 
commander. It has three top hatches, one above each crew position, and a large door in back for 
infantry soldiers to load or disembark. It takes a full-round action to enter the vehicle through a top 
hatch, and another full-round action to start it moving. In addition to its own armament, the Bradley's 
passenger compartment has ports that allow passengers to fire their personal weapons from within the 
vehicle. The Bradley is a Gargantuan vehicle that takes up a 20-foot space.lt provides full cover to its 
occupants. 

This vehicle comes equipped with a 25mm cannon (see Table: Vehicle Weapons) mounted in a 
full turret. 

M113A1 Gavin (PL 4) 

Introduced in 1960s and for many years a mainstay of the U.S. Army, this tracked armored personnel 
carrier is now in use by more than fifty countries. It is crewed by a driver and a commander, and 
features a top hatch above each position as well as a rear door. It takes a full-round action to enter the 
vehicle through a top hatch and another full-round action to start it moving. The Gavin is a Huge vehicle 
that takes up a 15-foot space. It provides full cover to its occupants. 

UH-60 Black Hawk (PL 4) 

Introduced in the 1980s to replace the aging UH-1, the Black Hawk is the U.S. Army's primary utility 
helicopter. The UH-60 is a Colossal vehicle that takes up a 30-foot space. It provides improved cover to 
crew and passengers (partial cover to passengers if the cargo doors are open). The operative skill for 
helicopters is Pilot. 

Appel-Siems Gyrocopter (PL 6) 

Appel-Siems created its one-seat helicopter for the military, but many exist in the law enforcement roles 
and in the corporate sector. The mostly enclosed cockpit gives its pilot improved cover. It is a Large 
vehicle that takes up a 10-foot space. The operative skill for helicopters is Pilot. 

EU2A1 Mendez (PL 6) 

The Mendez armored personnel carrier is fusion-powered and fully enclosed. The crew consists of a 
driver and two gunners. The vehicle has three topside hatches, located directly above each crew 
position, with a large door/ramp in the back for infantry troops to board or disembark. Entering or 
disembarking through a top hatch requires a full-round action. The Mendez is a Gargantuan vehicle that 
takes up a 20-foot space, and it provides full cover to all its occupants. 
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The EU2A1 Mendez has a pair of mounted twin thunder machine guns mounted near two of the 
three topside hatches. 

UN-500 Turtledove (PL 6) 

One of the last military helicopters in use by the United Nations before they were replaced with 
hovervehicles, the Turtledove was a familiar sight over the battlefields of PL 6. It is a Gargantuan vehicle 
that takes up a 20-foot space, and provides improved cover to all its occupants. 

IS-2000 Ifrit (PL 7) 

The IS-2000 Ifrit APC is faster, more durable, and carries more troops than the Mendez ARC. The Ifrit is 
crewed by a commander, a driver, and two gunners, each of whom has a topside hatch located directly 
above them. Entering or disembarking through a top hatch requires a full-round action. The rear door is 
not built for fast deployment, requiring a full round to open or close. The Ifrit is a Gargantuan vehicle 
that takes up a 20-foot space, and it provides full cover to all its occupants. The IS-2000 Ifrit has a 
mounted twin thunder machine gun near one topside hatch and a mounted rail gun near another. The 
twin thunder fires PL 6 plasma-coated rounds, while the rail gun fires rail gun shards. 

M-300 Hovertank (PL 7) 

The M-300 Hovertank is powered by a particle reactor and crewed by a pilot, gunner, gun loader, and 
commander. It comes equipped with a fully turreted M-300 Rhino mass cannon as its main gun and a T- 
95 Cavalcade chaingun in a separate turret located above the commander's hatch. Each crew position 
has a topside hatch located directly above it. Entering or disembarking through a top hatch requires a 
full-round action, and starting the Hovertank requires another full round action. 

The M-300 Hovertank is a Colossal vehicle that takes up a 30-foot square, and it provides full 
cover to all its occupants. A more expensive version of the Hovertank comes equipped with 
neovulcanium armor and an onboard tactical assist system (see Vehicle Gear, below). 

Statistics for the Hovertank's M-300 Rhino mass cannon and T-95 Cavalcade chaingun are 
presented in Table: M-300 Hovertank Weapons. 



Table: Vehicle Weapons 



Weapon 


Damage 


Critical 


Damage 
Type 


Range 
Increment 


Rate of 
Fire 


Magazine 


Size 


Weight 


Cost 


Cannons (require the Exotic Firearms Proficiency [cannons] feat) 


BMP-2 30mm 


4dl2 


20 


Ballistic 


300 ft. 


A 


Linked 


Huge 


* 




cannon 




















M1A2 Abrams tank 


10dl2 


20 


Ballistic 


400 ft. 


Single 


1 


Huge 


* 


* 


cannon 




















M2A2 Bradley 


4dl2 


20 


Ballistic 


350 ft. 


A 


Linked 


Huge 


* 


* 


25mm cannon 





















* Weight and cost do not apply. These weapons are part of the vehicles on which they are mounted. 



Table: Civilian Cars 



Name 


Top 






Crew Pass Cargo Init Maneuver Speed Armor Class Hard Hit Points Size 


Cost 


Progress Level 4: 






Industrial Age and 






Progress Level 5: 






Information Age 







Acura 3.2 TL (mid- 1 4 3001b. -2 -1 265(26) 7 5 34 G 40,000 domars 
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size sedan) 


Aston-Martin 
























Vanquish (sports 
























coupe) 


1 


1 


175 lb. 


-2 


+0 


335 (33) 


7 


5 


34 


G 


40,000 domars 


BMW IV13 (sports 
























coupe) 


1 


4 


200 lb. 


-2 


+1 


275 (27) 


8 


5 


32 


H 


60,000 domars 


Chevrolet Cavalier 
























(economy coupe) 


1 


4 


275 lb. 


-1 


-1 


185 (18) 


7 


5 


30 


G 


30,000 domars 


Chevrolet Corvette 
























(sports coupe) 


1 


1 


250 lb. 


-2 


+0 


310 (31) 


8 


5 


32 


H 


30,000 domars 


Dodge Neon 
























(economy sedan) 


1 


4 


275 lb. 


-1 


-1 


220 (22) 


8 


5 


30 


H 


50,000 domars 


Ford Crown Victoria 
























(mid-size sedan) 


1 


5 


425 lb. 


-2 


-1 


185 (18) 


7 


5 


34 


G 


30,000 domars 


Jaguar XJS (luxury 
























sedan) 


1 


4 


275 lb. 


-2 


-1 


230 (23) 


7 


5 


34 


G 


60,000 domars 


Lamborghini Diablo 
























(sports coupe) 


1 


1 


100 lb. 


-2 


+1 


360 (36) 


8 


5 


34 


H 


50,000 domars 


Mercedes E55 AMG 
























(luxury sedan) 


1 


4 


325 lb. 


-2 


+0 


280 (28) 


7 


5 


34 


G 


70,000 domars 


Volkswagen Jetta 
























(mid-size wagon) 


1 


4 


275 lb. 


-2 


+0 


230 (23) 


8 


5 


32 


H 


60,000 domars 


Progress Level 6: Fusion Age 


AutoMac taxi 


0 


6 


425 lb. 


-3 


-2 


175 (17) 


8 


5 


34 


H 


60,000 domars 


Kirsch Sunflower 


1 


2 


100 lb. 


-4 


-2 


160 (16) 


8 


5 


25 


H 


20,000 domars 


Nakazawa Delta-9 


1 


4 


325 lb. 


-2 


-1 


245 (24) 


8 


5 


34 


H 


60,000 domars 


SKG Lamplighter 


1 


4 


275 lb. 


-1 


-1 


210 (21) 


8 


5 


32 


H 


40,000 domars 


Progress Level 7: Gravity Age 


Bendel Motors 
























Spirit 


1 


4 


250 lb. 


-2 


+0 


290 (29) 


8 


5 


36 


H 


50,000 domars 


Stradtler HIidskjalf 


1 


4 


275 lb. 


-1 


+1 


255 (25) 


8 


5 


35 


H 


40,000 domars 


TM Willow 


1 


4 


200 lb. 


-2 


-2 


205 (20) 


8 


5 


35 


H 


30,000 domars 


Progress Level 8: Energy Age 


SKG Metropolitan 


1 


7 


425 lb. 


-2 


-2 


215 (21) 


7 


6 


41 


G 


80,000 domars 



CIVILIAN MOTORCYCLES 

Mounting a motorcycle is a free action, and the motorcycle provides no cover to its occupants— except 
as noted below. The operative skill for motorcycles is Drive. 

Ducati 998R (PL 4) 

This is a top-of-the-line street bike with a strong heritage of winning races. The 998R is Large and takes 
up a 10-foot space. 

Harley-Davidson FLSTF Fat Boy (PL 4) 

This huge motorcycle sports a l,450cc engine. It's designed to look cool and compete for space on the 
roads with automobiles. It is Large and takes up a 10-foot space. 

Yamaha YZ250F (PL 4) 

A classic dirt bike, this is very similar to the motorcycle used by United States Army cavalry scouts. The 
YZ250F is Large and takes up a 10-foot space. 
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Harris-Musselman Dirt Bike (PL 6) 

Known as the "Muscleman," the H-M is a popular recreational motorcycle that also happens to enjoy 
wide use by military recon units. It is a Medium vehical that takes up a 5-foot space. 



Stradtler Valkyrie (PL 7) 

Stradtler's version of the street bike upholds the Norwegian motor company's reputation for high 
performance and luxury. Constructed on the "chopper" frame, the Valkyrie has a triple-wide rear tire 
and a center of gravity set slightly further back than normal street cycles, enabling it to get upon the 
rear wheel for impressive displays of motorcycle riding. It is a Large vehicle that takes up a 10-foot 

space. 



Table: Civilian Motorcycles 



Name Crew 


Pass 


Cargo 


Init 


Maneuver 


Top 
Speed 


Armor Class Hard Hit Points 


Size 


Cost 


Progress Level 4: Industrial Age and Progress Level 5: Information Age 


Ducati 998R (racing 
bike) 1 


0 


Olb. 


+0 


+3 


370 (37) 


10 


5 


18 


M 


24,000 domars 


Harley Davidson 

FLSTF (street bike) 1 


1 


Olb. 


-1 


+1 


275 (27) 


9 


5 


22 


L 


24,000 domars 


Yamaha YZ250F 

(dirt bike) 1 


1 


Olb. 


+0 


+2 


165 (16) 


10 


5 


18 


M 


15,000 domars 


Progress Level 6: 
Fusion Age 


Harris-IVlusselman 

dirt bike 1 


0 


Olb. 


+0 


+1 


180 (18) 


10 


5 


19 


M 


20,000 domars 


Progress Level 7: Gravity Age 


Stradtler Valkyrie 1 


1 


Olb. 


-2 


+1 


295 (29) 


9 


5 


24 


L 


26,000 domars 


Table: Civilian Trucks 






















Name 

Crew 


Pass 


Cargo 


Init 


Maneuver 


Top 
Speed 


Armor 
Class 


Hard 


Hit 
Points 


Size 


Cost 


Progress Level 6: Fusion Age 


Cretan IVlotors 
"Hecaton" 1 


4 


675 
lb. 


-1 


-1 


190 (19) 


7 


5 


39 


G 


180,000 
domars 


Cretan Motors 
Kentaur 1 


3 


425 
lb. 


-1 


+0 


210 (21) 


8 


5 


36 


H 


56,000 domars 


Gaia Motor 

Company Virgo 1 


6 


300 
lb. 


-2 


-2 


215 (21) 


8 


5 


35 


H 


44,000 domars 


Progress Level 7: Gravity Age 


Zhang Motors 

XRL (SUV) 1 


3 


425 
lb. 


-2 


-1 


245 (24) 


8 


5 


40 


H 


200,000 
domars 


Table: Other Civilian Vehicles 




















Name Crew 


Pass 


Cargo 


Init 


Maneuver 


Top 

Speed 


Armor 
Class 


Hit 

Hard Points Size 


Cost 


Progress Level 4: Industrial Age and Progress Level 5: Information Age 


Armored truck 

2 


0 


3,600 
lb. 


-2 


-2 


175 (17) 


7 


10 


36 G 


144,000 
domars 
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Honda 



TRX400FW (4- 
wheel ATV) 


1 


0 


675 
lb. 


-1 


+1 


95 (9) 


9 


5 


22 


L 




20,000 
domars 


Limousine 


1 


7 


425 
lb. 


-4 


-4 


195 (19) 


7 


5 


38 


G 




260,000 
domars 


IVIoving truck 


1 


2 


33,00 
Olb. 


-4 


-4 


165 (16) 


6 


5 


44 


C 




220,000 
domars 


NABI Model 
40LFW (city bus) 


1 


39 


Olb. 


-4 


-4 


120(12) 


6 


5 


48 


C 




350,000 
domars 


Progress Level 7: 
Gravity Age 


AutoDyn 
hoverboard 


1 


0 


Olb. 


+2 


+4 


50 (5) 


14 


2 


8 


M 




1,600 
domars 


WGIVI Wyoming 


1 


0 


10 lb. 


+1 


+2 


120 (12) 


9 


5 


25 


L 




21,000 
domars 


Table: Military Vehicles 
























Name Crew 


Pass 


Cargo 


Init 


Maneuver 


Top 
Speed 


Armor 
Class 


Hard 


Hit 
Points 




Size Cost 


Progress Level 4: Industrial Age and Progress Level 5: Information Age 


BIVIP-2 (tracked 
APC) 


3 


7 


250 lb. 


-2 


-2 


70 (7) 


7 


10 


52 




G 


* 


IVI1A2 Abrams 

(tracked tank) 


4 


0 


425 lb. 


-4 


-4 


80 (8) 


6 


20 


64 




C 


* 


IVI2A2 Bradley 
(tracked APC) 


3 


7 


425 lb. 


-4 


-4 


70 (7) 


7 


15 


58 




G 


* 


M113A1 Gavin 
(tracked APC) 


2 


11 


200 lb. 


-2 


-2 


62 (6) 


7 


10 


48 




G 


* 


UH-60 Black 
Hawk 

(helicopter) 


2 


14 


9,000 
lb. 


-4 


-4 


325 (32) 


6 


5 


46 




C 


* 


Progress Level 6: 
Fusion Age 


Appel-Siems 
Gyrocopter 


1 


0 


Olb. 


-3 


-2 


360 (36) 


9 


5 


23 




L 


560,000 
domars 


EU2A1 Mendez 
APC 


3 


8 


250 lb. 


-1 


-1 


95 (9) 


7 


15 


56 




G 


* 


UN-500 
Turtledove 


3 


12 


425 lb. 


-3 


-2 


360 (36) 


7 


10 


46 




G 


* 



Progress Level 7: Gravity Age 



IS-2000 Ifrit 

APC 4 11 425 1b. -3 -3 100(10) 7 15 58 G * 

M-300 

Hovertank 4 0 250 1b. -4 -3 120(12) 6 20 62 C * 

* The vehicle Is priceless; no community or individual could pay its true value, nor would anyone In possession of such a vehicle part 
with it for anything less than another priceless vehicle in trade. 
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Table: M-300 Hovertank Weapons 







Damage 


Range 


Rate of 










Weapon Damage 


Critical 


Type 


Increment 


Fire 


Magazine 


Size 


Weight 


Cost 


Progress Level 6: Fusion Age 


T-95 Cavalcade 


















chain gun 7d6 


20 


Piercing 


60 feet 


S, A 


Linked 


Huge 


185 lb. 


4,400 domars 


Progress Level 7: Gravity Age 


M-300 Rhino mass 
















50,000 


cannon 8dl2 


20 


Piercing 


100 feet 


S 




Huge 


450 lb. 


domars 



CIVILIAN HOVERVEHICLES 



Hovervehicles are extremely popular at Progress Level 7, when the ability to set down virtually 
anywhere allows "hoverists" (hovervehicle enthusiasts) to talce the same vehicle into the wilderness that 
they take to work every day. 

In the time of the ancients, air traffic control restricted hover traffic to 5,000 feet or less. Police 
and well-marked hoverlanes kept traffic in line. Unless otherwise noted, civilian hovervehicles provide 
improved cover for their occupants. The operative skill for hovervehicles is Pilot. 

AD-Bright Police Cruiser (PL 7) 

The AD-Bright police cruiser uses hover technology to put police on equal footing with the private 
citizens' hovervehicles. When driven on the ground, the police cruiser's top speed drops to 215 (21). It is 
a Huge vehicle that takes up a 15-foot space. 

The main cab of an AD-Bright police cruiser contains the following equipment: 

• Patrol box 

• CB radio (professional) 

• Maps (road atlas) 

• GPS receiver 

• 2 searchlights (a battery flood flashlight with double the usual range; mounted to the cruiser on either 
side) 

• Standard flashlight 

• 12 chemical lightsticks 

The trunk of an AD-Bright police cruiser holds the following additional gear: 

• First-aid kit 

• Basic evidence kit 

• Basic toolkit (including duct tape, bolt cutters, and a multipurpose tool) 

• Pair of handcuffs 

• 25 plastic zip ties 

• Blanket 

• 2 days' worth of trail rations 

• 8 road flares 

• 2 strobing traffic cones 

• Roll of crime scene tape 

• Fire extinguisher 

AutoDyn Hoverbike (PL 7) 

The AutoDyn hoverbike can travel as high as 15,000 feet, and that limit is set due to the rider's inability 
to breathe at higher altitudes without an oxygen mask. When driven on the ground, the hoverbike's top 
speed is 380 (38). The hoverbike is a Large vehicle that takes up a 10-foot space. It provides its rider with 
no cover. 
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AutoDyn Hoverbus (PL 7) 

AutoDyn's hoverbus provides the flying version of mass transit. The hoverbus's top speed is 120 (12). A 
hoverbus is a Colossal vehicle that takes up a 30-foot space. 

AutoDyn Hovercar (PL 7) 

The AutoDyn hovercar is capable of flying up to 30,000 feet when the cabin is sealed. When driven on 
the ground, the hovercar's top speed is 215 (21). A hovercar is usually a Large vehicle that takes up a 10- 
foot space, but larger luxury models exist (Huge vehicles that take up a 15-foot space). 

AutoDyn Hovertruck (PL 7) 

The AutoDyn hovertruck is frequently used by emergency services personnel (with modifications) for 
rescuing stranded hoverists or reaching hikers and mountain climbers lost at high altitudes. When driven 
on the ground, the hovertruck's top speed is 145 (14). A hovertruck is a Gargantuan vehicle that takes 
up a 20-foot space. 

HydroDyn Seahawk (PL 7) 

Unlike other hovervehicles, the SeaHawk is only capable of landing on water or on specially constructed 
brackets (cost 9,000 domars). 

When piloted on the water, the SeaHawk's top speed is 140 (14). The SeaHawk is a Gargantuan 
vehicle that takes up a 20-foot space. 



Table: Civilian Hovervehicles 















Top 


Armor 




Hit 






Name 


Crew 


Pass 


Cargo 


Init 


Maneuver 


Speed 


Class 


Hard 


Points 


Size 


Cost 


Progress Level 7: Gravity Age 


AD-Bright 






375 
















300,000 


police cruiser 


1 


4 


lb. 


-2 


+0 


245 (24) 


8 


5 


32 


H 


domars 


AutoDyn 






















200,000 


hoverbike 


1 


1 


Olb. 


+1 


+2 


410 (41) 


9 


5 


15 


L 


domars 


AutoDyn 






33,00 


















hoverbus 


1 


38 


Olb. 


-4 


-4 


160 (16) 


6 


5 


45 


C 


* 


AutoDyn 






375 
















300,000 


hovercar 


1 


4 


lb. 


-1 


+0 


250 (25) 


9 


5 


28 


L 


domars 


AutoDyn 






1,600 


















hovertruck 


1 


1 


lb. 


-3 


-4 


180 (18) 


7 


8 


35 


G 


* 


HydroDyn 






250 
















300,000 


SeaHawk 


1 


3 


lb. 


-2 


+0 


160 (16) 


7 


5 


30 


G 


domars 



* The vehicle is priceless; no community or individual could pay its true value, nor would anyone in possession of 
such a vehicle part with it for anything less than another priceless vehicle in trade. 



VEHICLE GEAR 

The following equipment can be purchased and installed on any vehicle of Progress Level 6 or higher 
(unless noted otherwise). 

ANTI-ACCIDENT SYSTEM 

Anti-accident systems use airbags, fire-retardant foam, no-skid brakes, gyroscopic stabilizers, and other 
safety features to improve a driver's chances of surviving or averting accidents. 
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The system reduces collision damage by half, though this only applies to the vehicle equipped 
with an anti-accident system. 

Further, the operator of a vehicle so equipped gains a +2 circumstance bonus on Drive or Pilot 
checks to make hard brake or hard turn maneuvers. 
Cost: 1,400 domars. 

AUTOCOMP, DRIVER 

A driver autocomp consists of an onboard computer with Al software capable to operating a vehicle, 
thereby removing the need for a driver or pilot. IVlost vehicles equipped with a driver autocomp still 
retain a driver's seat, allowing the vehicle to be controlled manually if the autocomp is deactivated or 
disabled. Disabling a driver autocomp requires a successful Disable Device check (DC 15). 

The driver autocomp's modifier on all Drive or Pilot checks, as well as its cost, depends on the 
quality of the system's Al software; see Table: Driver Autocomps for details. 
Cost: See Table: Driver Autocomps. 



Table: Driver Autocomps 





Drive or Pilot 






Check Modifier 




Driver Autocomp 




Cost 


Roadlord AI-DA 


+0 


300 domars 


Pegasus AI-200 


+2 


800 domars 


Dervish AI-400 


+4 


2,000 domars 


Twister AI-800 


+8 


4,400 domars 


Zephyr AI-1200 


+12 


10,000 



domars 



AUTOCOMP, GUNNER 

A gunner autocomp is an onboard computer with Al software capable of automatically aiming and firing 
all of a vehicle's mounted weapons, thereby removing the need for one or more gunners. Most vehicles 
equipped with a gunner autocomp still allow the vehicle's weapons to be controlled manually if the 
autocomp is deactivated or disabled. Disabling a gunner autocomp requires a successful Disable Device 
check (DC 15). 

The gunner autocomp's attack bonus, as well as its cost, depends on the quality of the system's 
Al software; see Table: Gunner Autocomps for details. 

Cost: See Table. Increase the cost by 10% for each additional weapon beyond the first. For example, the 
first Adder AI-G2 installed in a vehicle costs 4,400 domars; adding a second Adder AI-G2 costs an 
additional 440 domars. 



Table: Gunner Autocomps 



Gunner Autocomp 


Attack Bonus 


Cost' 


Marksman AI-GA 


-2 


800 domars 


Rattlesnake AI-GX 


+0 


2,000 domars 


Adder AI-G2 


+2 


4,400 domars 


Deadeye AI-G4 


+4 


10,000 domars 


Hotshot AI-G8 


+8/+3 


24,000 domars 



1 Increase the cost by +10% for each additional weapon after the first. 



REMOTE SHUTDOWN SYSTEM 
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This public safety feature, introduced at Progress Level 6, is required by law on all civilian vehicles. The 
remote shutdown system consists of a microcomputer attached to the vehicle's electrical system plus a 
microantenna. At a coded signal from an authorized law enforcement officer (via a dashboard-mounted 
unit installed in most police cruisers), the remote shutdown system switches off the vehicle, bringing it 
to a slow, safe stop (and, in the case of flying or hovering vehicles, a safe descent). 

Law enforcement agencies maintain huge databases of codes for civilian vehicles, enabling 
officers to quickly determine the code for a vehicle by make, model, year, or license plate. Searching for 
a code requires a full-round action. Entering the code to shut down the vehicle is a standard action. 

This system is installed on all civilian vehicles. Acquiring a civilian vehicle without a remote 
shutdown system or acquiring a vehicle with an altered code (so that the owner can shut it down, but no 
one else can) is treated like buying an illegal item. Removing the system— an illegal act— requires a 
successful Disable Device check (DC 15). Changing the code— also an illegal act— requires a successful 
Computer Use check (DC 30). 

An installed remote shutdown system does not increase a vehicle's cost. 

VEHICULAR ARMOR 

Armor can be welded or otherwise fixed securely to a vehicle's chassis, providing an armor bonus to the 
vehicle's Armor Class. Vehicular armor also makes a vehicle more ungainly, imposing a penalty on the 
vehicle operator's Drive or Pilot checks. 

Installing armor on a vehicle requires 12 hours and a Craft [mechanical] check (DC 20). Armor 
can be removed in half the time with a successful Craft [mechanical] check (DC 20). 

Different types of vehicular armor are described below, complete with the following statistics: 
Armor Bonus: The armor bonus that the armor provides to the vehicle. 
Drive/Pilot Check Penalty: Apply this penalty to the vehicle operator's Drive or Pilot checks. 
Cost: The cost of the vehicular armor. 

ALUMISTEEL ARMOR (PL 5) 

This easy-to-acquire alloy is lightweight and reasonably strong. 
Armor Bonus: +5. 
Drive/Pilot Check Penalty: -3. 

Cost: 700 domars + 25 domars per point of the vehicle's hardness. 
DURAPLASTIC ARMOR (PL 5) 

Duraplastic armor is made of advanced plastic polymers, like carbon fiber and high-grade fiberglass. 
Although relatively cheap and light, it doesn't offer tremendous protection. 
Armor Bonus: +3. 
Drive/Pilot Check Penalty: -2. 

Cost: 170 domars + 25 domars per point of the vehicle's hardness. 
DURALLOY ARMOR (PL 6) 

Duralloy is harder, heavier, and more durable than alumisteel. 
Armor Bonus: +8. 
Drive/Pilot Check Penalty: -4. 

Cost: 800 domars + 30 domars per point of the vehicle's hardness. 
RESILIUM ARMOR (PL 6) 

Resilium is more malleable alloy than duralloy, although not as strong. 
Armor Bonus: +6. 
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Drive/Pilot Check Penalty: -2. 

Cost: 200 domars + 30 domars per point of the vehicle's hardness. 
CRYSTAL CARBON ARMOR (PL 7) 

"Grown" in orbital laboratories, crystal carbon is a connposite fiber material that narrowly outperforms 
neovulcanium (see below) on the battlefield. 
Armor Bonus: +10. 
Drive/Pilot Check Penalty: -4. 

Cost: 3,600 domars + 35 domars per point of the vehicle's hardness. 
NEOVULCANIUM ARMOR (PL 7) 

Similar to duralloy, neovulcanium uses plasma-forging techniques to create an alloy of surprising 

resilience. 

Armor Bonus: +10. 

Drive/Pilot Check Penalty: -5. 

Cost: 900 domars + 35 domars per point of the vehicle's hardness. 
MEGATANIUM ARMOR (PL 8) 

Sandwiched layers of crystal carbon and neovulcanium held in a magnetic matrix, megatanium is 
exceedingly hard and durable. 
Armor Bonus: +12. 
Drive/Pilot Check Penalty: -5. 

Cost: 4,000 domars + 40 domars per point of the vehicle's hardness. 
REACTIVE ARMOR (PL 8) 

Consisting of layers of insulating gel or compressed gas between cerametal sheets, reactive armor 
provides the same protection as crystal carbon armor but is considerably cheaper and easier to produce. 
Armor Bonus: +8. 
Drive/Pilot Check Penalty: -2. 

Cost: 1,000 domars + 40 domars per point of the vehicle's hardness. 

ENVIRONMENTS 

RADIATION SICKNESS 

Radiation can be naturally or artificially produced. All stars produce radiation in some variety, and 
planets closer to these stars typically suffer more severe effects than worlds farther away. Many 
starships and other pieces of technology incorporate radioactive parts and fuel cells that can flood an 
area with harmful radiation when ruptured or exposed. Ancient alien civilizations might leave behind 
powerful artifacts that emit harmful radiation. Whether the source of the radiation is natural or 
artificial, any character in an environment rich with radiation may suffer some negative effects for 
exposure. 

When characters are exposed to radiation, they may be afflicted with radiation sickness. 
Radiation sickness functions exactly like exposure to any other disease, following the normal rules for 
diseases. The Fortitude save DC and the effects of radiation sickness vary with the dose of radiation to 
which a creature is exposed. 

Radiation exposure has five degrees: mild, low, moderate, high, and severe. To determine the 
degree of exposure, start with the type of exposure: either an irradiated area (such as the area near a 
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nuclear explosion, after the fact, or a lab that has been flooded with radioactive gas), or a specific source 
of radiation (such as a lump of radioactive material). Then consult Table: Radiation Exposure to 
determine the degree of exposure based on the total time of exposure within a given 24-hour period 
(rounding up). 



Table: Radiation Exposure 



Time of Exposure (Minimum) 


Situation 


1 round 


1 minute 


10 minutes 


1 hour 


1 day 


Character in irradiated area: 


Lightly irradiated 


Mild 


Mild 


Mild 


mild 


Low 


Moderately irradiated 


Mild 


Mild 


Low 


low 


moderate 


Highly irradiated 


Low 


Low 


moderate 


moderate 


High 


Severely irradiated 


moderate 


moderate 


High 


high 


severe 


Character exposed to radiation source: 


Lightly radioactive materials 


Mild 


Mild 


Low 


low 


Low 


Moderately radioactive 


Low 


Low 


moderate 


moderate 


moderate 


materials 












Highly radioactive materials 


moderate 


moderate 


High 


high 


High 


Severely radioactive materials 


High 


High 


Severe 


severe 


severe 



The degree of the exposure determines the severity of the radiation sickness, as indicated on Table: 
Radiation Sickness. At low levels, radiation sickness is a slow disease. Often, a sick character suffers no 
severe short-term effects. This is reflected in the fact that even with a failed Fortitude save, the 
character might not suffer any Constitution loss. 

Table: Radiation Sicl<ness 



Degree of 


Fortitude 


Onset Time, 


Effect, Cure 


Exposure 


Save DC 


Frequency 




Mild 


12 


1 day, 1/day 


ld4-2 Con*, 2 








consecutive saves 


Low 


15 


4d6 hours. 


ld6-2 Con*, 2 






1/day 


consecutive saves 


Moderate 


18 


3d6 hours. 


ld5-l Con*, 2 






1/day 


consecutive saves 


High 


21 


2d6 hours. 


ld6 Con, 2 






2/day 


consecutive saves 


Severe 


24 


ld6 hours. 


2d6 Con, 2 






2/day 


consecutive saves 



* Minimum damage 0 Con. 



TREATING RADIATION SICKNESS 

Radiation sickness is considered a treatable disease that can be cured using the "treat disease" aspect of 
the Heal skill. Treating radiation sickness requires a medical kit. Advanced medicine (such as neutrad) 
and advanced technology (including nanites and cybernetic implants) can also eliminate radiation 
sickness or obviate its harmful effects. 
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BESTIARY OF GAMMA TERRA 



PSIONIC CREATURES 

Any creature with psionic powers has the psionic subtype. A psionic creature can be born with the 
subtype or can gain the subtype during its life. 

A creature meeting any one of the following criteria has the psionic subtype: 

• Creatures with a power point reserve, including characters who have levels in the esper class 
or another character class that grants them a power point reserve, or creatures who have the Wild 
Talent feat. 

• Creatures with psi-like abilities, including characters who have racial psi-like abilities. 

• Creatures that have spell-like abilities described as "psionics." 

Traits: Other than the fact that all psionic creatures have psionic powers, power points, or psi-like 
abilities, psionic creatures have no specific traits. The psionic subtype serves to identify creatures that 
may be vulnerable to powers and effects targeting psionic creatures. 

THE PSIONIC SUBTYPE 

The psionic subtype applies to creatures that can use psionic powers or abilities or that have the ability 
to manifest powers. (In other words, a creature with the psionic subtype either has a power point 
reserve or has psi-like abilities.) It also applies to creatures from other sources that have spell-like 
abilities labeled as "psionics." 

Characters who have levels in any class that grants the use of psionics, or who have psi-like 
abilities as genotype traits, gain the psionic subtype. 

Traits: Other than the fact that all psionic creatures have psionic powers or psi-like abilities, psionic 
creatures have no specific traits. The psionic subtype simply identifies creatures that may be vulnerable 
to powers, spells, and effects targeting psionic creatures. 

PSIONIC POWERS 

Creatures with psionic powers are similar to creatures with racial spellcasting ability. They have the 
ability to manifest powers just as a member of a psionic character class can (and can activate psionic 
items accordingly). 

Creatures with the ability to use powers are subject to the same rules for manifesting powers 
that characters are, but they are not actually members of a class and do not gain any class abilities 
unless otherwise specified. 

Creatures with psionic powers generally emulate the manifesting ability of a particular psionic 
class. When such a creature takes levels in that same class, it can stack its innate psionic powers and its 
class power progression together. 

Creatures with psionic powers that take levels in a class other than the one they emulate 
combine their two power point reserves into a single reserve, but they manifest powers from each 
psionic class separately. 

PSI-LIKE ABILITIES 

Most psionic monsters have some number of psi-like abilities. These are very similar to spell-like 
abilities. Naturally, they are psionic and work just like powers or spells. A creature with psi-like abilities 
does not pay for these abilities with power points and does not pay any materials cost associated with 
manifesting the power the ability duplicates. 

Psi-like abilities do not work in a null psionics field and are subject to power resistance if the 
power or spell the ability duplicates would be subject to power resistance. A psi-like ability usually has a 
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limit on how often it can be used. A psi-lil<e ability that can be used at will has no use limit. Using a psi- 
like ability is a standard action unless noted otherwise, and doing so while threatened provokes attacks 
of opportunity. It is possible to make a concentration check to use a psi-like ability defensively and avoid 
provoking attacks of opportunity, just as when using a power or casting a spell. A psi-like ability can be 
interrupted just as a spell can be. Psi-like abilities cannot be used to counterspell, nor can they be 
counterspelled. 

All creatures with psi-like abilities are assigned a manifester level, which indicates how difficult it 
is to dispel their psi-like effects and determines all level-dependent variables (such as range or duration) 
the abilities might have. When a creature uses a psi-like ability, the power is manifested as if the 
creature had spent a number of power points equal to its manifester level, which may augment the 
power to improve its damage or save DC. However, the creature does not actually spend power points 
for its psi-like abilities, even if it has a power point reserve due to genotype abilities, class levels, or 
some other psionic ability. 

The DC of a saving throw (if applicable) against a creature's psi-like ability is 10 + the level of the 
power or spell the ability duplicates + the creature's Cha modifier. Remember to check the power's 
Augment entry to see if the creature's manifester level (and thus the effective power point expenditure) 
increases the DC of the saving throw. Changes to the effect's save DC, damage, and so on are noted in 
the psi-like ability entry. 

PSIONIC FOCUS 

Some creatures have feats that can be used only when the creature is psionically focused, or that 
require the creature to expend its psionic focus. Assume that such a creature is psionically focused 
before entering combat. 

PSI-LIKE ABILITIES AND FEATS 

Creatures with access to psi-like abilities can use the feats Empower Spell-Like Ability and Quicken Spell- 
Like Ability. 

These feats can be used only on psi-like abilities that do not have increased effects due to 
augmentation. Furthermore, the creature can empower only a psi-like ability with a level less than or 
equal to half its manifester level (round down) minus 2, and can quicken only a psi-like ability with a 
level less than or equal to half its manifester level (round down) minus 4. 

CREATURES WITH "PSIONICS" ENTRIES 

Psionic monsters often possess spell-like abilities that are identified as "psionics," instead of "spell-like 
abilities." For all intents and purposes, creatures with spell-like abilities described as psionics are 
considered to possess psi-like abilities, and they manifest their powers as described above. 

PSIONIC SPELLS 

In some cases, a creature's psi-like abilities (or abilities listed under a creature's psionics entry) may 
include an effect that does not duplicate any listed power. For such abilities, simply use the existing spell 
description. Treat the creature's manifester level as the caster level for the spell. The ability is still 
psionic in origin, so spells and powers that specifically affect psionic powers can negate or reduce its 
effects as they would any other psionic power. 
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ARK (HOUND FOLK) 

A hulking, nine-foot-tall canine humanoid, clad in liides and armed with a large morningstar and wooden 
shield, sniffs the air and rumbles a deep, menacing growl. 

ARK (HOUND FOLK) CR4 
XP 1,200 

NE Large monstrous humanoid 

Init +0; Senses darkvision 60 ft., low-light vision, scent; Perception +15 

DEFENSE 

AC 17, touch 10, flat-footed 17 (+4 armor, +2 natural, +2 shield, -1 size) 

hp 34 (4dl0+12) 

Fort +4, Ref +4, Will +6 

Immune life leech (its own and that of other arks) 

Weaknesses phobia (arks have an unreasoning fear of flying creatures larger than size Small, and are 

automatically shaken if they perceive such a creature within 60 feet) 

OFFENSE 

Speed 40 ft. 

Melee morningstar +8 (2d6+4), bite +2 (ld8+2) 
Ranged javelin +3 (ld8+4) 
Space 10 ft.; Reach 10 ft. 

Special Attacks life leech 

STATISTICS 

Str 19, Dex 10, Con 16, Int 8, Wis 15, Cha 10 
Base Atk +4; CMB +8; CMD 18 

Feats Skill Focus [Perception], Weapon Focus [morningstar] 
Skills Intimidate +10, Perception +15, Survival +12 
Languages Canine, telepathy 100 ft. 
ECOLOGY 

Environment any 
Organization pack (6—24) 

Treasure standard (no artifacts of PL 4, PL 5, or PL 6; artifacts of PL 7 or PL 8 are worshipped as totems 
and kept by the alpha male's first mate; includes hide armor, heavy wooden shield, morningstar, 
and 3 javelins) 

SPECIAL ABILITIES 

Life Leech (Ex) 6/day, as a standard action that does not provoke an attack of opportunity, the ark can 
deal 2d6 damage to all living creatures within a 30-ft. radius centered on the ark. A DC 15 Will 
save halves the damage. Each use of life leech grants the ark 5 temporary hp. The save DC is 
Constitution-based. 

Arks are mutated canine humanoids of monstrous proportions and evil temperament. They live in 
nomadic packs of up to two dozen members. Most packs are ruled by an alpha male, the most 
formidable male ark. Other males occasionally challenge the alpha male for the right to rule the pack, 
and sometimes a large pack splits, with some members following a new alpha male and some remaining 
loyal to the old one. 

Arks commonly use PL 1—3 technology, but tend to fear and avoid PL 4—6 artifacts due to 
cultural superstition. Artifacts of PL 7 or higher are revered as sacred totems, cared for and transported 
by the first mate of the pack's alpha male. Human flesh is considered a great delicacy by most arks. 
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In combat, arks favor ambush and guerrilla tactics, using their life leech ability to stack the odds 
in their favor. 

ARN (DRAGON BUG) 

A mutated dragonfly the size of a dog flies into view, its great wings humming loudly. 

ARN (DRAGON BUG) CR 1 

XP 400 

N Small vermin 

Init +3; Senses darkvision 60 ft., low-light vision; Perception +4 
DEFENSE 

AC 15, touch 14, flat-footed 12 (+3 Dex, +1 natural, +1 size) 

hp 11 (2d8+2) 

Fort +4, Ref +3, Will +0 

Immune mind-affecting effects 

OFFENSE 

Speed 20 ft., fly 80 ft. (perfect) 
Melee bite +1 (ld6 plus poison) 

Special Attacks poison 

STATISTICS 

Str 10, Dex 17, Con 12, Int -, Wis 10, Cha 2 
Base Atk +1; CMB +0; CMD 13 

Skills Climb +12, Fly +13, Perception +4, Stealth +7 (-3 flying) 
Genotype Modifiers +12 Climb, +4 Perception 

ECOLOGY 

Environment temperate and warm swamp 
Organization solitary, pair, or swarm (3—6) 
Treasure none 
SPECIAL ABILITIES 

Poison (Ex) Bite— injury; save Fort DC 12; frequency 1/round for 4 rounds; effect ld2 Constitution 
damage; cure 1 save. The save DC is Constitution-based. 

Arns are mutated dragonflies that inhabit the swamps and coastal regions of Gamma Terra. Because 
their flesh is poisonous, they have few natural predators. They prefer to eat small insects and rodents, 
generally fleeing from creatures larger than themselves unless compelled by extreme hunger. 

ASTRAL CONSTRUCT 

A ghostly, billowing shape suggesting a humanoid ambles fluidly into view. 

ASTRAL CONSTRUCT, l"-LEVEL CR 1/2 

N Small construct (psionic) 

Init +2; Senses darkvision 60 ft., low-light vision; Perception +0 

DEFENSE 

AC 18, touch 13, flat-footed 16 (+2 Dex, +5 natural, +1 size) 

hp 15 (ldlO+10) 

Fort +0, Ref +2, Will +0 

Immune construct traits 
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OFFENSE 



Speed 30 ft. 

Melee slam +4 (ld4+3) 

STATISTICS 

Str 15, Dex 15, Con -, Int - Wis 11, Cha 10 

Base Atk +1; CMB +2; CMP 14 

ECOLOGY 
Environment any 
Organization solitary 

Treasure none 

SPECIAL ABILITIES 

1 special ability from astral construct menu A. 

ASTRAL CONSTRUCT, 2'^°-LEVEL CR 1 

N Medium construct (psionic) 

Init +2; Senses darkvision 60 ft., low-light vision; Perception +0 
DEFENSE 

AC 18, touch 12, flat-footed 16 (+2 Dex, +6 natural) 

hp31(2dlO+20) 

Fort +0, Ref +2, Will +0 

Immune construct traits 

OFFENSE 

Speed 40 ft. 

Melee slam +4 (ld6+4) 

STATISTICS 

Str 17, Dex 15, Con -, Int -, Wis 11, Cha 10 

Base Atk +2; CMB +5; CMD 17 

ECOLOGY 

Environment any 
Organization solitary 
Treasure none 
SPECIAL ABILITIES 

1 special ability from astral construct menu A. 



ASTRAL CONSTRUCT, 3 -LEVEL CR 2 

N Medium construct (psionic) 

Init +2; Senses darkvision 60 ft., low-light vision; Perception +0 
DEFENSE 

AC 20, touch 12, flat-footed 18 (+2 Dex, +8 natural) 

hp 36 (3dl0+20) 

Fort+1, Ref +3, Will +1 

Immune construct traits 

OFFENSE 

Speed 40 ft. 
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Melee slam +8 (ld6+7) 



STATISTICS 

Str 21, Dex 15, Con -, Int -, Wis 11, Cha 10 

Base Atk +3; CMB +8; CMP 20 

ECOLOGY 

Environment any 
Organization solitary 
Treasure none 
SPECIAL ABILITIES 

1 special ability from astral construct menu A. 

ASTRAL CONSTRUCT, 4™-LEVEL CR 3 

N Medium construct (psionic) 

Init +2; Senses darkvision 60 ft., low-light vision; Perception +0 

DEFENSE 

AC 22, touch 12, flat-footed 20 (+2 Dex, +10 natural) 
hp 47 (5dl0+20) 
Fort+1, Ref +3, Will +1 
Immune construct traits 

OFFENSE 

Speed 40 ft. 

Melee slam +11 (ld6+10) 

STATISTICS 

Str 25, Dex 15, Con -, Int -, Wis 11, Cha 10 

Base Atk +5; CMB +13; CMD 25 

ECOLOGY 

Environment any 
Organization solitary 
Treasure none 
SPECIAL ABILITIES 

1 special ability from astral construct menu B. 

ASTRAL CONSTRUCT, 5™-LEVEL CR 5 

N Large construct (psionic) 

Init +1; Senses darkvision 60 ft., low-light vision; Perception +0 

DEFENSE 

AC 23, touch 12, flat-footed 20 (+1 Dex, +13 natural, -1 size) 

hp 68 (7dl0+30) 

Fort +2, Ref +3, Will +2 

Immune construct traits; DR 5/psionic 

OFFENSE 

Speed 40 ft. 

Melee slam +15 (ld8+13) 
Space 10 ft.; Reach 10 ft. 
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STATISTICS 



Str 29, Dex 13, Con - Int - Wis 11, Cha 10 

Base Atk +7; CMB +17; CMP 28 

ECOLOGY 
Environment any 
Organization solitary 

Treasure none 

SPECIAL ABILITIES 

1 special ability from astral construct menu B. 

ASTRAL CONSTRUCT, 6™-LEVEL CR 7 

N Large construct (psionic) 

Init +1; Senses darkvision 60 ft., low-ligiit vision; Perception +0 

DEFENSE 

AC 25, touch 10, flat-footed 24 (+1 Dex, +15 natural, -1 size) 
hp 85 (lOdlO+30) 
Fort +3, Ref +4, Will +3 

Immune construct traits; PR 10/psionic 

OFFENSE 
Speed 40 ft. 

Melee slam +20 (ld8+16) 

Space 10 ft.; Reach 10 ft. 

STATISTICS 

Str 33, Pex 13, Con -, Int -, Wis 11, Cha 10 

Base Atk +10; CMB +22; CMP 33 

ECOLOGY 

Environment any 
Organization solitary 
Treasure none 
SPECIAL ABILITIES 

1 special ability from astral construct menu B. 

ASTRAL CONSTRUCT, 7™-LEVEL CR 8 

N Large construct (psionic) 

Init +1; Senses darkvision 60 ft., low-light vision; Perception +0 
PEFENSE 

AC 27, touch 10, flat-footed 26 (+1 Dex, +17 natural, -1 size) 

hp 101 (13dlO+30) 

Fort +4, Ref +5, Will +4 

Immune construct traits; PR 10/psionic 

OFFENSE 

Speed 40 ft. 

Melee slam +24 (ld8+18) 
Space 10 ft.; Reach 10 ft. 
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STATISTICS 



Str 35, Dex 13, Con -, Int -, Wis 11, Cha 10 

Base Atk +13; CMB +26; CMP 37 

ECOLOGY 
Environment any 
Organization solitary 

Treasure none 

SPECIAL ABILITIES 

1 special ability from astral construct menu C. 

ASTRAL CONSTRUCT, 8™-LEVEL CR 9 

N Large construct (psionic) 

Init +1; Senses darkvision 60 ft., low-ligtit vision; Perception +0 

DEFENSE 

AC 29, touch 10, flat-footed 28 (+1 Dex, +19 natural, -1 size) 
hp 118 (16dl0+30) 
Fort +5, Ref +6, Will +5 

Immune construct traits; PR 15/psionic 

OFFENSE 
Speed 40 ft. 

Melee slam +29 (ld8+21) 

Space 10 ft.; Reach 10 ft. 

STATISTICS 

Str 39, Pex 13, Con -, Int -, Wis 11, Cha 10 

Base Atk +16; CMB +31; CMP 42 

ECOLOGY 

Environment any 
Organization solitary 
Treasure none 
SPECIAL ABILITIES 

1 special ability from astral construct menu C. 

ASTRAL CONSTRUCT, 9™-LEVEL CR 10 

N Huge construct (psionic) 

Init +0; Senses darkvision 60 ft., low-light vision; Perception +0 

PEFENSE 

AC 33, touch 8, flat-footed 33 (+25 natural, -2 size) 

hp 144 (19dl0+40) 

Fort +6, Ref +6, Will +6 

Immune construct traits; PR 15/psionic 

OFFENSE 

Speed 50 ft. 

Melee slam +34 (ld8+24) 
Space 15 ft.; Reach 15 ft. 
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STATISTICS 



Str 43, Dex 11, Con -, Int -, Wis 11, Cha 10 

Base Atk +19; CMB +36; CMP 46 

ECOLOGY 
Environment any 
Organization solitary 

Treasure none 

SPECIAL ABILITIES 

1 special ability from astral construct menu C. 

Astral constructs are brought into being by the metacreativity power astral construct. They are formed 
from raw ectoplasm (a portion of the astral medium drawn into the Material Plane). The power points 
spent by the construct's creator during the manifestation of the power determine the level of the astral 
construct created. However, even astral constructs of the same level vary somewhat from each other, 
depending on the whims of their creators. 

Astral constructs act as directed by their creators. As a free action, a construct's manifester can 
direct the construct to attack particular enemies, use specific tactics or powers, perform other actions, 
or do nothing at all. The construct does exactly what its creator directs it to do. 

An astral construct generally appears as an animate clump of ectoplasm with a vaguely 
humanoid shape, but the manifester can mold or sculpt one according to his or her whim within the 
limits imposed by the creature's size. The quality of such "construct sculpture" is determined by a Craft 
(visual arts) check. A result of 10 to 19 creates a creature that is recognizably similar to the desired 
creature shape; a result of 20 to 29 creates a construct that looks like an accurate portrayal of that 
creature type; a result of 30 or higher creates a construct that looks like a specific individual. No matter 
how high the Craft (visual arts) check result, though, an astral construct's appearance can't hide the 
otherworldly material from which it is formed. 

Special Abilities: Every time an astral construct is created, the manifester can choose to apply 
one special ability to the construct. When the manifester begins to manifest the astral construct power, 
he chooses one or more special abilities from a menu of abilities appropriate to that level of astral 
construct. 

Creating an Astral Construct: When manifesting the astral construct power, the manifester 

assembles the desired creature from a menu of choices, as specified in the construct's statistics block. A 
manifester can always substitute two choices from a lesser menu for one of its given abilities. Multiple 
selections of the same menu choice do not stack unless the ability specifically notes that stacking is 
allowed. 

Some menu choices grant an astral construct the ability to manifest specific powers as psi-like 
abilities. Unless using the ability is a free action, an astral construct manifesting such a power does so as 
a standard action that provokes attacks of opportunity. All such powers have a manifester level equal to 
the astral construct's Hit Dice or the creator's manifester level, whichever is lower. 

An astral construct does not need to meet the prerequisites for a feat granted by a menu choice. 
ASTRAL CONSTRUCT MENU A 

A manifester creating a Ist-level, 2nd-level, or 3rd-level astral construct can choose one special ability 
from this menu. 

Buff (Ex): The astral construct gains an extra 5 hit points. 

Celerity (Ex): The astral construct's land speed is increased by 10 feet. 

Cleave (Ex): The astral construct gains the Cleave feat. 

Deflection (Ex): The astral construct gains a +1 deflection bonus to Armor Class. 
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Fly (Ex): The astral construct has physical wings and a fly speed of 20 feet (average). 
Improved Bull Rush (Ex): The astral construct gains the Improved Bull Rush feat. 
Improved Slam Attack (Ex): The astral construct gains the Improved Natural Attack feat. 
Mobility (Ex): The astral construct gains the Mobility feat. 
Power Attack (Ex): The astral construct gains the Power Attack feat. 

Resistance (Ex): Choose one of the following energy types: fire, cold, acid, electricity, or sonic. The astral 
construct gains resistance 5 against that energy type. 

Swim (Ex): The astral construct is streamlined and shark like, and gains a swim speed of 30 feet. 
Trip (Ex): If the astral construct hits with a slam attack, it can attempt to trip the opponent as a free 
action without making a touch attack or provoking attacks of opportunity. If the attempt fails, the 
opponent cannot react to trip the astral construct. 
ASTRAL CONSTRUCT MENU B 

A manifester creating a 4th-level, 5th-level, or 6th-level astral construct can choose one special ability 
from this menu. Alternatively, the construct can have two special abilities from Menu A. 
Energy Touch (Ex): The astral construct deals an extra ld6 points of damage of an energy type you 
choose (fire, cold, acid, or electricity) when you manifest the construct. 

Extra Attack: If the astral construct is Medium or smaller, it gains two slam attacks instead of one when 
it makes a full attack. Its bonus on damage rolls for each attack is equal to its Strength modifier, not its 
Strength modifier x 1-1/2. If the astral construct is Large or larger, it gains three slams instead of two 
when it makes a full attack. Its attacks are otherwise unchanged. 

Fast Healing (Ex): The astral construct heals 2 hit points each round. It is still immediately destroyed 
when it reaches 0 hit points. 

Heavy Deflection (Ex): The astral construct gains a +4 deflection bonus to Armor Class. 
Improved Buff (Ex): The astral construct gains an extra 15 hit points. 

Improved Critical (Ex): The astral construct gains the Improved Critical feat with its slam attacks. 
Improved Damage Reduction (Ex): The astral constructs surface forms a hard carapace and provides an 
additional 3 points of damage reduction (or damage reduction 3/magic if it does not already have 
damage reduction). 

Improved Fly (Ex): The astral construct has physical wings and a fly speed of 40 feet (average). 
Improved Grab (Ex): To use this ability, the construct must hit with its slam attack. A construct can use 
this ability only on a target that is at least one size smaller than itself. 

Improved Swim: The astral construct is streamlined and sharklike, and gains a swim speed of 60 feet. 
Muscle (Ex): The astral construct gains a +4 bonus to its Strength score. 

Poison Touch (Ex): If the astral construct hits with a melee attack, the target must make an initial 
Fortitude save (DC 10 + 1/2 astral constructs HD + astral constructs Cha modifier) or take 1 point of 
Constitution damage. One minute later, the target must save again or take ld2 points of Constitution 
damage. 

Pounce (Ex): If the astral construct charges a foe, it can make a full attack. 

Smite (Ex): Once per day the astral construct can make one attack that deals extra damage equal to its 
Hit Dice. 

Trample (Ex): As a standard action during its turn each round, a Large or larger astral construct can 
literally run over an opponent at least one size smaller than itself. It merely has to move over the 
opponent to deal bludgeoning damage equal to ld8 + its Str modifier. The target can attempt a Reflex 
save (DC 10 + 1/2 astral constructs Hit Dice + astral construct's Str modifier) to negate the damage, or it 
can instead choose to make an attack of opportunity at a -4 penalty. 
ASTRAL CONSTRUCT MENU C 
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A manifester creating a 7th-level, 8th-level, or 9th-level astral construct can choose one special ability 
from this menu. Alternatively, the astral construct can have two special abilities from Menu B. (One or 
both of the Menu B choices can be swapped for two choices from Menu A.) 
Blindsight (Ex): The astral construct has blindsight out to 60 feet. 

Concussion (Psi): The astral construct can manifest concussion blast (manifester level 7th) as a free 
action once per round. 

Constrict (Ex): The astral construct has the grab ability with its slam attack. In addition, on a successful 
grapple check, the astral construct deals damage equal to its slam damage. 

Dimension Slide (Psi): The astral construct can manifest dimension slide (manifester level equal to Hit 
Dice) as a move action once per round. 

Energy Bolt (Psi): The astral construct can manifest energy bolt (manifester level 8th) as a standard 
action once per round. The creator sets the energy type that the astral construct can manifest when he 

creates it. 

Extra Buff (Ex): The astral construct gains an extra 30 hit points. 

Extreme Damage Reduction (Ex): The astral construct's surface forms hard, armor-like plates and 
provides an additional 6 points of damage reduction. 

Extreme Deflection (Ex): The astral construct gains a +8 deflection bonus to Armor Class. 

Natural Invisibility (Ex): The astral construct is constantly invisible, even when attacking. (If magic is 

included in the GM's campaign, this ability is inherent and not subject to the invisibility purge spell.) 

Power Resistance (Ex): The astral construct gains power resistance equal to 10 + its Hit Dice. 

Rend (Ex): The astral construct makes claw attacks instead of slam attacks (it deals the same amount of 

damage as it would with its slam damage, but does slashing damage instead of bludgeoning damage). 

An astral construct that hits the same opponent with two claw attacks in the same round rends its foe, 

which deals extra damage equal to 2d6 + 1-1/2 times its Str modifier. 

Spring Attacl< (Ex): The astral construct gains the Spring Attack feat. 

WPiirlwind Attacl< (Ex): The astral construct gains the Whirlwind Attack feat. 

ATTERCOP (BLACKUN) 

A monstrous, mutated garden spider scuttles closer, the long bristles on its back quivering and its dozen 
eyes gleaming with hunger. 

ATTERCOP (BUVCKUN) CR 1 

XP400 

N Medium vermin 

Init +3; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +4 
DEFENSES 

AC 14, touch 13, flat-footed 11 (+3 Dex, +1 natural) 

hp 16 (3d6+3) 

Fort +4, Ref +4, Will +1 

Immune mind-affecting effects 

OFFENSE 

Speed 30 ft., climb 30 ft. 

Melee bite +2 (ld6 plus ld6 electricity) 

Special Attacks web (+5 ranged, DC 12, hp 2) 

STATISTICS 

Str 11, Dex 17, Con 12, Int -, Wis 10, Cha 2 
Base Atk +2; CMB +2; CMD 15 (27 vs. trip) 
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Skills Climb +16, Perception +4 (+8 in webs), Stealth +7 (+11 in webs) 

Genotype Modifiers +16 Climb, +4 Perception (+8 in webs), +4 Stealth (+8 in webs) 

ECOLOGY 
Environment any 

Organization solitary, pair, or colony (3—8) 
Treasure none 

Attercops, also known as blackuns, are giant mutated garden spiders with the ability to generate 
powerful electrical charges with their fangs. The statistics above are for a web-spinning attercop. A 
hunting attercop (known as attercop abulare) loses the web ability but gains a +8 genotype bonus on 
Acrobatics checks. 

BADDER (BURROWER) 

A bipedal badger the size of a short man, clad in chainmail and bearing a wooden shield and vicious- 
looking morningstar, snarls and froths at the mouth. 

BADDER (BURROWER) CR 5 

XP 1,600 

NE Medium humanoid (mutated animal) 

Init +3; Senses darkvision 60 ft., low-light vision; Perception +8 

DEFENSES 

AC 19, touch 12, flat-footed 17 (+6 armor, +2 Dex, +1 shield); 

AC 17, touch 10, flat-footed 15 raging 
hp 45 (7d8+14); 

hp 59 raging 
Fort +7, Ref +4, Will +2; 

Fort +9, Ref +4, Will +4 raging 

OFFENSE 

Speed 20 ft. 

Melee morningstar +9/+4 (ld8+3), bite +3 (ld6+l); 

Melee morningstar +11/+6 (ld8+5), bite +5 (ld6+2) raging 
Ranged javelin +7 (ld6+3), 30 ft; 

Ranged javelin +7 (ld6+5), 30 ft. raging 

STATISTICS 

Str 16, Dex 14, Con 15, Int 13, Wis 10, Cha 8; 

Str 20, Dex 14, Con 19, Int 13, Wis 10, Cha 8 raging 
Base Atk +5; CMB +8; CMD 20; 

Base Atk +5; CMB +10; CMD 22 raging 
Feats Cleave, Power Attack, Skill Focus [Perception], Weapon Focus [morningstar] 
Skills Intimidate +4, Perception +8, Stealth +0 (cannot use Stealth raging) 
Languages Badger and 1 local human language 

ECOLOGY 

Environment temperate forests and hills 

Organization solitary, pair, cete (3—6), or band (10—100, plus 50% noncombatants, an 8-HD sergeant 

per 20 adults, and a leader with 9—11 HD) 
Treasure standard (includes chainmail, light wooden shield, morningstar, and 3 javelins) 
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SPECIAL ABILITY 



Rage 18 rounds/day; +4 morale bonus to Strength and Constitution, +2 morale bonus on Will saves, -2 
penalty to AC, +2 hp/hit die due to Constitution increase, but extra hp are lost when rage ends; 
cannot use Charisma-, Dexterity-, or Intelligence-based skills except Acrobatics, Fly, Intimidate, 
and Ride, or any ability that requires concentration or patience; fatigued for 2 rounds for every 
round spent in rage. 

Badders, also known as burrowers, are a race of evil, predatory, mutated badgers given to raiding and 
pillaging. Their society is feudal, with leaders taking titles such as baron or count. Generally, the nobility 
rule by fear, punishing disobedience by executing the offender and displaying his corpse as an example. 

Badder burrows are maze-like warrens of tunnels and chambers under hills and forests, the 
largest of which are inhabited by hundreds of badders. 

BLAASH (GAMMA MOTH) 

A dog-sized gypsy moth covered with soft fur and outlined with a reddish aura flutters through the air on 
multihued wings, its long antennae twitching eagerly. 

BLAASH (GAMMA MOTH) CR 2 

XP 600 

N Medium vermin 

Init +3; Senses blindsight 60 ft., darkvision 60 ft.; Perception +4 
DEFENSES 

AC 14, touch 13, flat-footed 11 (+3 Dex, +1 natural) 

hp 27 (6d6+6) 

Fort +6, Ref +5, Will +2 

Immune mind-affecting effects 

OFFENSE 

Speed 20 ft., fly 60 ft. (average) 
Melee slam +4 (2d6 plus radioactive) 

STATISTICS 

Str 10, Dex 16, Con 13, Int -, Wis 11, Cha 2 

Base Atk +4; CMB +4; CMD 17 

Skills Climb +12, Fly +3, Perception +4, Stealth +7 

Genotype Modifiers +12 Climb, +4 Perception, +4 Stealth 

ECOLOGY 

Environment temperate forests and plains 
Organization solitary 
Treasure none 

SPECIAL ABILITIES 

Radioactive (Ex) A creature hit by the blaash's slam attack is exposed to low radiation (save Fort DC 15; 
onset 4d6 hours; frequency 1/day; effect ld6-2 Con; cure 2 consecutive saves). 

Blaashes are carnivorous mutated gypsy moths that emit deadly levels of radiation. A blaash attacks only 
living targets, as it prefers fresh meat. It buffets its prey, poisoning it with radiation. Once its prey 
succumbs to its attacks, the blaash stops to feed on the carcass, continuing to fight only in defense of 
itself or its meal. 
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BLIGHT (CLOUD WORM) 

Something large and invisible hisses and fans the air with beating wings. 

BLIGHT (CLOUD WORM) CR 6 

XP 2,400 

N Large vermin 

Init +3; Senses blindsight 120 ft.; Perception +4 

DEFENSES 

AC 17, touch 12, flat-footed 14 (+3 Dex, +5 natural, -1 size); invisible (50% miss chance) 

hp 49 (9d6+18) 

Fort +8, Ref +6, Will +3 

Immune fire, mind-affecting effects, radiation, sonic 

OFFENSE 

Speed 30 ft., fly 60 ft. (average) 
Melee bite +8 (2d6+7 plus grab) 
Space 10 ft.; Reach 5 ft. 

Special Attacks constrict (2d6+5), photogeneration 

STATISTICS 

Str 20, Dex 16, Con 15, Int -, Wis 11, Cha 2 

Base Atk +6; CMB +12 (+16 to start or maintain a grapple); CMD 25 

Skills Climb +17, Fly +1, Perception +4, Stealth +3 (+23 invisible moving, +43 invisible stationary) 

Genotype Modifiers +12 Climb, +4 Perception, +4 Stealth 
ECOLOGY 

Environment temperate forests and hills 
Organization solitary 
Treasure none 

SPECIAL ABILITIES 

Invisibility (Ex) Against sighted opponents - 50% miss chance and must be pinpointed, +2 on attack rolls 

and ignores Dex bonus (if any) to AC. 
Photogeneration (Ex) 5/day as a standard action that does not provoke an attack of opportunity, a 

blight can generate a burst of intense light in a 30-ft. radius centered on itself. Sighted creatures 

must succeed on a DC 16 Reflex save or be blinded for ld4+2 rounds. The save DC is 

Constitution-based. 

Blights are giant, carnivorous, winged worms that secrete a light-bending substance that renders them 
invisible. Rain or immersion washes this coating away, but it is replenished in 24 hours. Without its 
invisibility coating, the blight resembles a pale, segmented worm with leathery, fan-like wings, pupilless 
black eyes, and a wide mouth full of hundreds of needle-sharp fangs. 

Blights are deadly predators, stalking their prey with echolocation. Before attacking, a blight will 
try to blind its victims with its photogeneration ability. The blight then wraps itself around a blinded 
victim (if possible), constricting and biting. 

Blights reproduce by fission, the posterior halves of their bodies dropping off and becoming new 
blights over a period of 24 hours. 
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BLOOD BIRD (RED DEATH) 

A mutated scarlet tanager, half as tall as a human, scans for prey with keen black eyes 
wicked serrated beak and dagger-like spurs on its wings. 
BLOOD BIRD (RED DEATH) 
XP400 

N Small animal 

Init +2; Senses low-light vision; Perception +10 
DEFENSES 

AC 14, touch 13, flat-footed 12 (+2 Dex, +1 natural, +1 size) 
hp 11 (2d8+2) 
Fort +4, Ref +5, Will +2 
Immune mind-affecting effects, radiation 

OFFENSE 

Speed 10 ft., fly 80 ft. (average) 

Melee bite +4 (ld4), 2 spurs +2 (ld4) 

STATISTICS 

Str 10, Dex 15, Con 12, Int 2, Wis 14, Cha 6 
Base Atk +1; CMB +0; CMD 12 
Feats Multiattack 

Skills Fly +10, Perception +10, Stealth +11 

Genotype Modifiers +8 Perception 
ECOLOGY 

Environment temperate forests, hills, and plains 
Organization solitary, pair, or murder (3—6) 
Treasure none 

SPECIAL ABILITIES 

Radioactive (Ex) A successful melee attack against a blood bird exposes the attacker to low radiation 

(save Fort DC 15; onset 4d6 hours; frequency 1/day; effect ld6-2 Con; cure 2 consecutive saves). 

A creature that eats the blood bird's flesh or is otherwise exposed to its blood is likewise 

exposed to low radiation. 
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Blood birds are mutated red tanagers with radioactive flesh and blood. They have very few natural 
predators. Carrins often employ blood birds for hunting and protection. When not serving carrins, blood 
birds live in small familial groups called murders. They mate for life, and are fiercely territorial. 

BRUTORZ (BIG WALKER) 

A large jet-black horse, its shoulder as high as a human's head, stands with a proud bearing, its head 
held high on its powerful neck, and its long flowing tail trailing behind it. 

BRUTORZ (BIG WALKER) CR 5 

XP 1,600 

N Large animal 

Init +6; Senses low-light vision, scent; Perception +12 

DEFENSES 

AC 15, touch 11, flat-footed 13 (+2 Dex, +4 natural, -1 size) 
hp 60 (8d8+24) 

Fort +9, Ref +8, Will +3 

OFFENSE 
Speed 50 ft. 

Melee 2 hooves +13 (ld6+7), bite +7 (ld4+3) 
Space 10 ft.; Reach 10 ft. 

Special Attacks trample (2d6+10, DC 21 Reflex half) 

STATISTICS 

Str 25, Dex 14, Con 17, Int 10, Wis 13, Cha 10 
Base Atk +6; CMB +14; CMD 26 

Feats Diehard, Endurance, Improved Initiative, Weapon Focus [hoof] 
Skills Perception +12, Sense Motive +18 

Genotype Modifiers +12 Sense Motive 
Languages understands (but cannot speak) Horse; telepathy 100 ft. 

ECOLOGY 

Environment cold and temperate plains 
Organization solitary, pair, or herd (6—30) 
Treasure none 

Brutorz are powerful mutated horses (percherons) with coloration that ranges from pure white to jet- 
black and soft beige to chocolate brown. They are as intelligent as a human, and are telepathic and 
intuitive. Though they prefer to coexist peacefully with other creatures, brutorz are formidable fighters 
when necessary. 

CAL-THEN (FLYING RIPPER) 

A monstrous, forest-green, roach-like insect the size of a horse bursts from the foliage, snapping 
mandibles that appear to be plated with metal. 

CAL-THEN (FLYING RIPPER) CR 9 

XP 6,400 

N Large vermin 

Init +3; Senses blindsight 120 ft., darkvision 60 ft.; Perception +4 
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DEFENSES 



AC 17, touch 12, flat-footed 14 (+3 Dex, +5 natural, -1 size) 

hp 135 (18d5+72) 

Fort +15, Ref+9, Will +6 

Immune cold, fire, mind-affecting effects 

OFFENSE 

Speed 40 ft., fly 60 ft. (average) 
Melee bite +21 (3d5+13 and grab) 
Space 10 ft.; Reach 5 ft. 

Special Attacks constrict (3d6+13) 

STATISTICS 

Str 28, Dex 16, Con 18, Int -, Wis 11, Cha 2 

Base Atk +13; CMB +23 (+27 to start or maintain a grapple); CMD 33 
Skills Climb +21, Fly +1, Perception +4, Stealth +3 (+7 in forest) 

Genotype Modifiers +12 Climb, +4 Perception, +4 Stealth (+8 in forest) 

ECOLOGY 

Environment cold and temperate forests 
Organization solitary 
Treasure none 

The most feared insect of Gamma Terra, cal-thens are large predatory insects that inhabit coniferous 
forests and stalk their prey with deadly cunning and skill. They can detect creatures and objects with 
their long antennae, and fearlessly attack even the largest creatures. Their serrated mandibles are 
coated with an organic metal, allowing them to rend the toughest armor. 

With a successful DC 25 Craft [weapons] check, a cal-then mandible can be fashioned into a 
longsword or scimitar with a +2 circumstance bonus on attack and damage rolls. Such a weapon 
deteriorates quickly, rotting away after one year. 

CARRIN (DARK EMPEROR) 

A gangling, nine-foot-tall vulture-like humanoid wearing a black hooded cloak and robe clutches a large 
spear in its taloned hands. 

CARRIN (DARK EMPEROR) CR 9 

XP 6,400 

LE Large monstrous humanoid (psionic) 

Init +2; Senses darkvision 60 ft., low-light vision, scent; Perception +21 
DEFENSE 

AC 15, touch 12, flat-footed 13 (+2 Dex, +4 natural, -1 size) 

hp 52 (8dl0+8) 

Fort +3, Ref +8, Will +9 

Immune carrin poison (its own and that of other carrins); Power Resistance 25 
OFFENSE 

Speed 30 ft., fly 60 ft. (average) 
Melee longspear +12/+7 (2d6+6), bite +7 (ld8+2) 
Ranged quill +9 (ld6+4 plus poison), 15 ft. 
Space 10 ft.; Reach 10 ft. 
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Special Attacks mind blast 



STATISTICS 

Str 18, Dex 15, Con 12, Int 19, Wis 17, Cha 16 
Base Atk +8; CMB +13; CMD 25 

Feats Power Attack, Skill Focus [Perception], Weapon Focus [bite]. Weapon Focus [longspear] 
Skills Acrobatics +7, Bluff +8, Climb +18, Fly +14, Intimidate +17, Perception +21, Sense Motive +8, 
Survival +17 

Genotype Modifiers +4 Perception 
Languages Raptor and 4 local human languages; telepathy 100 ft. 

ECOLOGY 

Environment any temperate or warm 
Organization solitary, pair, or coalition (5—30) 

Treasure standard (includes longspear) 

SPECIAL ABILITIES 

Mind Blast (Psi) As a standard action that does not provoke an attack of opportunity, a carrin can create 

a 60-ft. cone of psionic energy. Creatures in the cone must succeed on a DC 17 Will save or be 

stunned for 3d4 rounds. The save DC is Wisdom-based. 
Poison (Ex) Quill— injury; save Fort DC 15; frequency 1/round for 4 rounds; effect ld2 Constitution 

damage; cure 1 save. The save DC is Constitution-based. 
Psionic Charm Monster (Psi) As power, CL 8'^ DC 17 Will negates. The save DC is Wisdom-based. 
Psionic Detect Thoughts (Psi) As power, CL 8'^, DC 17 Will negates. The save DC is Wisdom-based. 
Psionic Suggestion (Psi) As power, CL 8'^ DC 17 Will negates. The save DC is Wisdom-based. 

Carrins are super-intelligent mutated vultures with psionic powers, given to conquest and scheming. 
CENTISTEED (FAST TROTTER) 

A large, mutated, insectoid horse with more than a dozen legs tramples the ground with its many 
hooves. It has blotchy coloration, a pair of insectoid compound eyes, long antennae instead of ears, and 
small mandibles instead of teeth. 

CENTISTEED (FAST TROTTER) CR 5 

XP 1,600 

N Large animal 

Init +3; Senses darkvision 60 ft., low-light vision; Perception +17 
DEFENSES 

AC 16, touch 12, flat-footed 13 (+3 Dex, +4 natural, -1 size) 

hp 45 (6d8+18) 

Fort +8, Ref +8, Will +6 

Defensive Abilities force field generation (at will, free action, DR 5/-) 

OFFENSE 

Speed 50 ft. 

Melee bite +9 (ld4+6), 4 hooves +7 (ld6+3) 
Space 10 ft.; Reach 5 ft. 

Special Attacks trample (4d6+9, DC 19 Reflex half) 

STATISTICS 

Str 23, Dex 16, Con 17, Int 2, Wis 13, Cha 6 
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Base Atk +4; CMB +11; CMD 24 
Feats Diehard, Endurance, Multiattack 
Skills Perception +17 

Genotype IVIodifiers +4 Perception 

ECOLOGY 

Environment temperate plains 
Organization solitary, pair, or herd (6—30) 
Treasure none 

Centisteeds are mutated insectoid horses that roam the plains in herds. They are very skittish, and 
prone to panicked stampeding. When a centisteed feels threatened, it generates a force field to ward 
off potential attacks. A rider must succeed on a DC 25 Ride check to avoid falling off of a centisteed that 
generates a force field. 

DABBER (BROWN BEGGAR) 

This creature is a bipedal mutated racoon, half the height of a human, wearing a green cloak and brown 
leather armor and carrying a sleek metallic rifle. 

DABBER (BROWN BEGGAR) CR 6 

XP 2,400 

N Small humanoid (mutated animal) 

Init +3; Senses low-light vision, scent; Perception +11 

DEFENSES 

AC 16, touch 14, flat-footed 13 (+2 armor, +3 Dex, +1 size) 
hp 38 (7d8+7) 

Fort +3, Ref +5, Will +8 (+10 against mind-affecting effects) 

OFFENSE 
Speed 20 ft. 

Melee short sword +5 (ld4-l/19-20), bite +0 (ld4-l) 

Range longbow +10 or +8/+8 with Rapid Shot (Id6-l/x3), 100 ft.; 

Range longbow +11 or +9/+9 with Rapid Shot (Id6/x3) within 30 ft. 
Special Attacks photogeneration 6/day (standard action, no attack of opportunity, 30-ft.-radius burst, 

blind ld4+3 rounds, DC 16 Reflex save negates) 

STATISTICS 

Str 8, Dex 17, Con 13, Int 14, Wis 16, Cha 11 
Base Atk +5; CMB +4; CMD 17 

Feats Point-Blank Shot, Rapid Shot, Skill Focus [Perception], Weapon Focus [longbow] 
Skills Acrobatics +8, Climb +12, Perception +11, Stealth +12 
Languages Racoon and 2 local human languages; telepathy 100 ft. 
ECOLOGY 

Environment any temperate 

Organization solitary, pair, pack (3—6), or clan (10—100, plus 50% noncombatants, plus an 8-HD 

sergeant per 20 adults, plus a leader with 9—11 HQ) 
Treasure standard (includes leather, short sword, longbow, and 20 arrows) 
SPECIAL ABILITY 

Psionlc Charm Monster (Ex) As power, CL 7'^ DC 16 Will negates, a creature targeted with this ability 
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(whether the saving throw succeeds or fails) is immune to subsequent uses of this ability by the 

same dabber for 24 hours. The save DC is Wisdom-based. 
Psionic Major Image (Ex) As power, CL 7'^ DC 16 Will negates. The save DC is Wisdom-based. 
Psionic Wall of Force (Ex) As power, CL 7'^ standard action to maintain. 

Psionic Telel<inesis (Ex) As power, CL 7'^ CIVIB +10, DC 16 Will negates (object only). The save DC is 
Wisdom-based. 

Dabbers are highly intelligent, highly curious, bipedal mutated racoons. They possess powerful psionic 
abilities, causing many superstitious foll< to regard them as wizards and witches. 

Dabbers live in small familial groups. Clans consist of as many as a hundred such groups, 
dwelling in hidden and/or easily defended communities, often in treetop villages or underground 
warrens. 

Intrigued by shiny objects (especially artifacts of the ancients), dabbers are not above stealing 
them, or even taking them by force (along with anything else that strikes their fancy), especially if a 
request for the object is refused in a rude or hostile manner. 

FEN (FISH FOLK) 

A bipedal mutated fish emerges from the water. It wears scaly armor, has a shield fashioned from a 
seaturtle shell strapped to one fin-like arm, and is armed with a serrated sword fashioned from a 
swordfish skull. 

FEN (FISH FOLK) CR 3 

XP 800 

NG IVIedium humanoid (aquatic, mutated animal, shapechanger) 
Init +1; Senses low-light vision, scent; Perception +6; 

Init +3; Senses low-light vision; Perception +9 in bird form 

DEFENSES 

AC 18, touch 11, flat-footed 17 (+3 armor, +1 Dex, +2 natural, +2 shield); 

AC 15, touch 13, flat-footed 12 (+3 Dex, +2 natural) in bird form 
hp 26 (4d8+8) 
Fort +3, Ref+5, Will +2; 

Fort +3, Ref +7, Will +2 in bird form 

OFFENSE 

Speed 20 ft., swim 20 ft.; 

Speed 10 ft., fly 60 ft. (average) in bird form 
Melee longsword +7 (ld8+3/19-20), tail slap +1 (ld6+l); 

Melee bite +4 (ld6+l), 2 talons -1 (ld4) in bird form 

Range light crossbow +4 (ld8/19-20), 80 ft. 

STATISTICS 

Str 16, Dex 13, Con 15, Int 10, Wis 12, Cha 11; 

Str 12, Dex 17, Con 15, Int 10, Wis 12, Cha 11 in bird form 
Base Atk +3; CMB +6; CMD 17; 

Base Atk +3; CMB +4; CMD 17 in bird form 
Feats Skill Focus [Perception], Weapon Focus [longsword] 
Skills Fly +4, Perception +6, Swim +18; 

Skills Fly +6, Perception +8, Swim +10 in bird form 

Genotype Modifiers +2 Perception in bird form, +8 Swim in humanoid form 
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Languages Fish 

SQ amphibious 

ECOLOGY 

Environment any aquatic or coasts 
Organization solitary, pair, or lyceum (3—10) 

Treasure standard (includes fishscale armor equal to studded leather, seaturtle-shell shield equal to a 

heavy wooden shield, swordfish-skull sword equal to a longsword, longbow, and 20 arrows) 

SPECIAL ABILITY 

Change Shape (Ex) Fens can shift into a Medium osprey-like bird form as a standard action that does not 
provoke an attack of opportunity, as the polymorph power (CL 10'^). All equipment worn or 
carried by the fen falls to the ground upon shifting into bird form, and must be reequipt in the 
usual manner when the fen shifts back to humanoid form. 

Water Dependency (Ex) Fens begin to dehydrate quickly out of water. For each hour spent without 

submerging in water, the fen takes 1 point of Constitution damage, which can only be healed by 
submerging in water at a rate of 1 point per round. 

Fens are intelligent, shapeshifting, mutated fish, adapted to surviving on land for limited durations. 
They are found in coastal regions and large lakes, and swim in schools called lyceums, hunting together 
at dawn and at dusk. They are omnivores, eating both the flora and the fauna of their aquatic 
environments. They generally prefer to live and let live, and have been known to trade with other 
peaceful sentients. 

FLESHIN (FLYING FISH) 

A human-sized flying fish with great wing-like pectoral fins, a row of spiny dorsal fins running down its 
spine, and a gaping mouth full of shark-like teeth bursts from the water and flies toward its prey. 
FLESHIN (FLYING FISH) CR4 
XP 1,200 

N Medium animal (aquatic, shapechanger) 

Init +2; Senses low-light vision, scent; Perception +10; 

Init +1; Senses low-light vision; Perception +10 in gator form 

DEFENSES 

AC 15, touch 12, flat-footed 13 (+2 Dex, +3 natural); 

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural) in gator form 
hp 22 (3d8+9) 
Fort +6, Ref+5, Will +2; 

Fort +6, Ref +4, Will +2 in gator form 

OFFENSE 

Speed swim 60 ft., fly 60 ft. (average); 

Speed 20 ft., swim 30 ft. in gator form 
Melee bite +4 (ld6+l), spine -1 (ld4 plus poison); 

Melee bite +7 (ld8+6 plus grab), tail slap +1 (ldl2+2), 2 tentacles +1 touch (paralysis) in 
gator form 

Special Attacks paralysis (tentacle— touch, paralyzed ld6+3 rounds, DC 14 Fortitude negates) in 
gator form 

STATISTICS 

Str 13, Dex 15, Con 17, Int 1, Wis 12, Cha 2; 
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Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2 in gator form 
Base Atk +2; CMB +3; CMD 15; 

Base Atk +2; CMB +7 (+11 to start or maintain a grapple); CMD 17 in gator form 
Feats Skill Focus [Perception], Weapon Focus [bite] 
Skills Fly +5, Perception +10, Stealth +2, Swim +9; 

Skills Fly +4, Perception +10, Stealth +1 (+5 in water, +15 submerged except eyes and nostrils). 

Swim +12 in gator form 
Genotype Modifiers +8 Swim (can take 10 even when distracted, can use run action); 

Genotype Modifiers +8 Swim (can take 10 even when distracted, can use run action), +4 
Stealth in water (plus +10 cover bonus if submerged except for eyes and 
nostrils) in gator form 
SQ amphibious in gator form 

ECOLOGY 

Environment any aquatic 

Organization solitary, pair, or school (4—16) 

Treasure none 

SPECIAL ABILITIES 

Change Shape (Ex) Can shift into gator form as a standard action that does not provoke an attack of 

opportunity, as the polymorph power (CL 10'^). 
Poison (Ex) Spine— injury; save Fort DC lA; frequency 1/round for 4 rounds; effect ld2 Strength damage; 

cure 1 save. The save DC is Constitution-based. 

Fleshins are human-sized, shapeshifting, predatory, mutated flying fish that inhabit large bodies of 
water. They are amphibious, and often attack prey on land or aboard boats. 

GATOR (GREEN HISSER) 

A mutated alligator emerges from the bog, hissing and loping toward you on dog-like legs, a pair of long 
green tentacles lashing wildly from the top of its head. 

GATOR (GREEN HISSER) CR 4 

XP 1,200 

N Medium animal (aquatic) 

Init +1; Senses low-light vision; Perception +10 

DEFENSES 

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural) 

hp 22 (3d8+9) 

Fort +6, Ref +4, Will +2 

Immune radiation 

OFFENSE 

Speed 20 ft., swim 30 ft. 

Melee bite +7 (ld8+6 plus grab), tail slap +1 (ldl2+2), 2 tentacles +1 touch (paralysis) 

Special Attacks paralysis (tentacle— touch, paralyzed ld6+3 rounds, DC 14 Fortitude negates) 

STATISTICS 

Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2 

Base Atk +2; CMB +7 (+11 to start or maintain a grapple); CMD 17 

Feats Skill Focus [Perception], Weapon Focus [bite] 

Skills Perception +10, Stealth +4 (+8 in water, +18 submerged except eyes and nostrils). Swim +12 
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Genotype Modifiers +8 Swim (can take 10 even when distracted, can use run action), +4 Stealth 
in water (plus +10 cover bonus if submerged except for eyes and nostrils) 
SQ amphibious 

ECOLOGY 

Environment temperate and warm rivers and swamps 
Organization solitary or pair 
Treasure none 

Gators are mutated alligators that inhabit the rivers and wetlands of Gamma Terra. They are very 
aggressive when hunting or defending their territory. 

GREN (GREEN HUMAN) 

This humanoid looks like a muscular human with green skin and hair 
armed with a sling and a primitive stone club. 
GREN (GREEN HUlVIAN) 
XP 200 

NG Medium humanoid (human) 

Init +1; Senses Perception +1 

DEFENSES 

AC 15, touch 11, flat-footed 14 (+4 armor, +1 Dex) 
hp 13 (2d8+4) 

Fort +5, Ref+1, Will+1 

OFFENSE 

Speed 20 ft. (base 30 ft.) 
Melee club +6 (ld6+3) 

Range sling +3 (ld4+3), 50 ft. 

STATISTICS 

Str 17, Dex 13, Con 14, Int 10, Wis 12, Cha 11 
Base Atl< +2; CMB +5; CMD 16 
Feats Skill Focus [Stealth], Weapon Focus [club] 
Sl<ills Climb +5, Handle Animal +8, Stealth +3 (+7 in forest) 

Genotype Modifiers +8 Handle Animal, +4 Stealth in forest 
Languages 1 local human language 

ECOLOGY 

Environment temperate and warm forests 

Organization solitary, pair, band (11—20, plus 2 3'^'^-level warriors, plus a leader of 3'^"— 5'" level), or tribe 
(30—100, plus 150% noncombatants, plus a 3'''-level warrior per 10 adults, plus 5 5'^-level 
warriors, plus 3 7'^-level warriors, plus a chieftain of 7*^—9'^ level) 

Treasure standard (includes hide armor, club, sling, and 10 bullets) 

SPECIAL ABILITIES 

Wild Empathy (Ex) A gren can improve the initial attitude of an animal. This ability functions just like a 
Diplomacy check to improve the attitude of a person (see Chapter 4 in Pathfinder RPG Core 
Rulebook). The gren rolls ld20+2 to determine the wild empathy check result. The typical 
domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly. 
To use wild empathy, the gren and the animal must be within 30 feet of one another under 
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normal visibility conditions. Generally, influencing an animal in this way takes 1 minute, but, as 
with influencing people, it might take more or less time. 

Grens are tribal, forest-dwelling humanoids, physiologically identical to pure strain humans, except with 
green skin. Hair color ranges from brown to green, and occasionally blond. Eyes are green, hazel, or 
brown, and occasionally blue. They are hunter-gatherers, usually nomadic, but a few tribes build 
primitive treetop villages. 

HAWKOID (TERROR BIRD) 

A shrill, bloodcurtling shriek splits the air as a human-sized sparrow hawk swoops out of the sky, clad in a 
tunic, breeches, and leather harness, and clutching daggers in the human-like hands at the ends of its 
legs. 

HAWKOID (TERROR BIRD) CR 5 

XP 1,600 

N Medium monstrous humanoid 

Init +3; Senses darkvision 60 ft., low-light vision; Perception +16 

DEFENSE 

AC 17, touch 13, flat-footed 14 (+3 Dex, +4 natural) 
hp52(7dl0+14) 

Fort +4, Ref +8, Will +7 

OFFENSE 

Speed 20 ft., fly 80 ft. (average) 

Melee dagger +6/+1 (ld4+2/19-20), dagger +6 (ld4+ 1/19-20), bite +3 (ld6+l) 
Ranged composite shortbow +8/+3 (ld6+2/x3), 70 ft. 
Special Attacks fear generation 

STATISTICS 

Str 15, Dex 17, Con 14, Int 10, Wis 15, Cha 12 
Base Atk +5; CMB +7; CMD 20 

Feats Skill Focus [Fly], Two-Weapon Fighting, Weapon Finesse, Weapon Focus [dagger] 
Skills Fly +16, Perception +16 

Genotype Modifiers +4 Perception 
Languages Raptor 

ECOLOGY 

Environment temperate forests and hills 
Organization solitary, pair, or pack (3—6) 

Treasure standard (includes 2 daggers, composite shortbow [+2 Str], and 20 arrows) 

SPECIAL ABILITIES 

Fear Generation (Ex) Standard action, no attack of opportunity; 1 creature within 60 ft. is frightened 

ld6+2 rounds, DC 15 Will negates; a creature targeted with this ability is immune to subsequent 
uses of the same hawkoid's fear generation ability for 24 hrs., regardless of saving throw results. 
The save DC is Wisdom-based. 

Hawkoids are aggressive mutated sparrow hawks, known to prey on almost any reptile or mammal, 
including creatures larger than themselves. Hissers and hoops are considered delicacies by these fierce 
predators. They eschew carrion, and consider carrins disgusting for eating it. Hawkoids take great pride 
in their ability to fly, and those that lose this ability are despondent and often suicidal. 
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Hawkoids generally attack landbound prey by swooping down from above on their first attack, 
then hovering and attacking with melee weapons, or staying on the wing and attacking with ranged 
weapons. If confronted by multiple opponents, they use their fear generation ability to separate their 
opponents and pick them off individually. 

HISSER (SNAKE FOLK) 

A massive mutant snake with a scaly humanoid trunlc, arms, and hands slithers closer, hissing loudly and 
brandishing an oversized club in one hand and an oversized dagger in the other. 
HISSER (SNAKE FOLK) CR 8 

XP 4,800 

N Large monstrous humanoid 

Init +1; Senses darkvision 60 ft., low-light vision, scent; Perception +21 

DEFENSE 

AC 19, touch 10, flat-footed 18 (+1 Dex, +9 natural, -1 size) 
hp 95 (lOdlO+40) 
Fort +7, Ref +8, Will +9 
Immune sonic 

Resist fire 10 

OFFENSE 

Speed 30 ft. 

Melee club +11/+6 (ld8+5), dagger +11 (ld6+3), bite +8 (ld8+3 plus grab) 
Space 10 ft.; Reach 10 ft. 

Special Attacks constrict (grapple, ld6+9), sonic blast (30-ft. cone, 3d6+4 sonic, DC 19 Reflex half, 

cannot use again for ld4 rounds) 
STATISTICS 

Str 23, Dex 12, Con 18, Int 10, Wis 15, Cha 8 

Base Atk +7; CMB +14 (+18 to start or maintain a grapple); CMD 24 

Feats Skill Focus [Perception], Skill Focus [Stealth], Two-Weapon Fighting, Weapon Focus [bite]. Weapon 

Focus [club]. Weapon Focus [dagger] 
Skills Climb +22, Perception +21, Stealth +20, Swim +22 

Genotype Modifiers +4 Stealth 
Languages understands (but cannot speak) Snake; telepathy 100 ft. 

ECOLOGY 

Environment temperate and warm deserts and swamps 

Organization solitary, pair, nest (3—10, plus 50% chance of 2—16 squeekers), or clutch (10—100, plus 

150% noncombatants, plus a brood queen with 11—14 HD, plus 4 squeekers per hisser) 
Treasure standard (includes Large club and Large dagger) 

Hissers are sentient mutant snakes with a humanoid torso, arms, and hands. Outside of their villages 
(clutches), they are usually encountered in groups (nests) of up to ten individuals, often accompanied by 
packs of trained squeekers, which the hissers raise for food and defense. In combat, they use telepathy 
to coordinate their tactics as though they shared a single mind. 

Hisser clutches are typically found on high ground in the swamp, or in caves in the desert. 
Because hissers use telepathy to communicate, their clutches are silent except for the shrieks of the 
squeekers. Each clutch is ruled by a brood queen. A nest queen rules over several villages. In Meriga, the 
hisser nation of Huush is ruled by a grand matriarch known as the Great Mother of Us All. 
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HOOP (FLOPPSY) 

A monstrous bipedal rabbit with muscular humanoid arms and hands, almost half-again as tall as a 
human, wearing a large chain shirt and armed with a large sword and shield, bounds into view, landing 
with heavy thuds. 

HOOP (FLOPPSY) CR 6 

XP 2,400 

LE Large monstrous humanoid 

Init +2; Senses darkvision 60 ft., low-light vision, scent; Perception +25 
DEFENSE 

AC 22, touch 11, flat-footed 20 (+4 armor, +2 Dex, +5 natural, +2 shield, -1 size) 
hp85(10dl0+30) 

Fort +6, Ref +9, Will +9 

OFFENSE 

Speed 40 ft. (base 50 ft.) 

Melee longsword +12/+7 (2d6+5/19-20) 

Ranged composite longbow +8/+3 (2d6+5/x3), 110 ft. 

Space 10 ft.; Reach 10 ft. 

Special Attacks bypass armor (move action, does not provoke attack of opportunity, next attack ignores 
target's armor and shield bonuses to AC) 

STATISTICS 

Str 21, Dex 15, Con 16, Int 10, Wis 14, Cha 11 
Base Atk +7; CMB +13; CMD 23 

Feats Skill Focus [Acrobatics], Skill Focus [Perception], Weapon Focus [longsword] 
Skills Acrobatics +11 (+15 to jump). Perception +25 

Genotype Modifiers +4 Acrobatics checks made to jump, +4 Perception 
Languages Hare; telepathy 100 ft. 

ECOLOGY 

Environment temperate forests and plains 

Organization solitary, pair, squad (3—24, plus 2 11-HD lieutenants, plus a captain with 12 HD), or 

regiment (10—100, plus 150% noncombatants, plus an 11-HD lieutenant per 10 combatants, 
plus a captain with 12 HD per 20 combatants, plus a general with 13 HD) 

Treasure standard (includes Large chain shirt. Large heavy wooden shield. Large longsword. Large 
longbow, and 20 Large arrows) 

Hoops are aggressive, militaristic, mutated rabbits with a strange power to bypass armor and shields 
with prepared attacks. They patrol their territories in well-armed squads, using telepathy to 
communicate and coordinate attacks on intruders. 

HOPPER (JACKALOPE) 

A green rabbit the size of a horse with a massive rack of antlers springs across the plain. 

HOPPER (JACKALOPE) CR 2 

XP 600 

N Large animal 

Init +3; Senses low-light vision, scent; Perception +13 
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DEFENSES 



AC 14, touch 12, flat-footed 11 (+3 Dex, +2 natural, -1 size) 
hp 19 (3d8+6) 

Fort +5, Ref +4, Will +2 

OFFENSE 

Speed 60 ft. 

Melee gore +6 (ld8+6) 

Space 10 ft.; Reach 5 ft. 

STATISTICS 

Str 18, Dex 16, Con 15, Int 1, Wis 13, Cha 7 

Base Atk +2; CMB +7; CMD 20 

Feats Skill Focus [Perception], Weapon Focus [gore] 

Skills Acrobatics +5 (+13 to jump), Perception +13, Stealth +14 

Genotype Modifiers +8 Acrobatics checks made to jump, +4 Perception, +10 Stealth 

ECOLOGY 

Environment temperate plains 
Organization solitary or herd (2—20) 
Treasure none 

Hoppers are mutated rabbits with a rack of antlers or curved horns, and the ability to change the color 
of their fur to match their surroundings like a chameleon. They are easily spooked unless they have been 
trained. A trained hopper can carry one Medium rider. 

HORL CHOO (PORCUPINE PLANT) 

A large plant consisting of a mass of long, spear-like quills ambles slowly through the forest like a giant 

green porcupine. 

HORL CHOO (PORCUPINE PLANT) CR4 
XP 1,200 

N Large plant 

Init -1; Senses blindsight 30 ft, low-light vision; Perception +10 
DEFENSES 

AC 17, touch 8, flat-footed 17 (-1 Dex, +9 natural, -1 size) 

hp 37 (5d8+15) 

Fort +7, Ref +0, Will +1 

Immune plant traits 

OFFENSE 

Speed 15 ft. 

Melee 2 quills +8 (ld8+5 plus poison) 

Ranged quill +2 (IdS+S plus poison and harpoon), 90 ft. 

Space 10 ft.; Reach 5 ft. 

Special Attacks dissolving juices 

STATISTICS 

Str 21, Dex 8, Con 16, Int 7, Wis 10, Cha 8 

Base Atk +3; CMB +9 (+13 to start or maintain a grapple); CMD 18 
Feats Skill Focus [Perception], Skill Focus [Stealth], Weapon Focus [quill] 



407 



Skills Perception +10, Stealth +5 (+15 in forest) 

Genotype Modifiers +10 Stealth in forest 

ECOLOGY 

Environment temperate forests 
Organization solitary 

Treasure none 

SPECIAL ABILITIES 

Dissolving Juices (Ex) Once per day, as a standard action that does not provoke an attack of opportunity, 
the horl choo can secrete dissolving juices that target all adjacent squares. All creatures in 
targeted squares must succeed on a DC 11 Reflex save or be coated with dissolving juices that 
deal 1 Constitution damage per round until washed away with at least 1 gallon of water or some 
other cleansing medium (requiring a full-round action that provokes attacks of opportunity). A 
creature reduced to 0 Constitution has been completely dissolved into a nutritive goo which the 
horl choo can ingest as a full-round action. The save DC is Dexterity-based. 

Harpoon (Ex) Whenever the horl choo hits and deals damage to a Medium or smaller creature with a 

ranged quill attack, the horl choo can attempt a grapple check against the target as a free action 
that does not provoke an attack of opportunity. This ability functions as the grab special attack. 
A successfully grappled target can be dragged 1 square closer to the horl choo with a successful 
grapple check via a tough, thin, 90-ft.-long vine that trails from the base of the barbed quill back 
to the horl choo's body. A harpooned creature can attempt a grapple check to escape on its turn 
each round. The vine can be severed with a slashing weapon (AC 10, DR 20/slashing, 4 hp. Break 
DC 24). 

Poison (Ex) Quill— injury; save Fort DC 15; frequency 1/round for 4 rounds; effect ld2 Constitution 
damage; cure 1 save. The save DC is Constitution-based. 

The horl choo is a carnivorous plant that stalks the temperate forests of Gamma Terra, preying on any 
living creature (except for other plants) that crosses its path. Its primary tactic is to pull a harpooned 
target to an adjacent square and then use its dissolving juices attack until it has reduced its victim to a 
nutritive goo, which it then ingests in a matter of seconds. 

JAGET (SAVANNAH CAT) 

A mutated jaguar crouches in the grass. Its tawny fur is stippled with black, and itsforelimbs end in 
humanoid hands. 

JAGET (SAVANNAH CAT) CR 3 

XP 800 

N Small animal (psionic) 

Init +7; Senses low-light vision; Perception +9 

DEFENSES 

AC 16, touch 14, flat-footed 16 (+3 Dex, +2 natural, +1 size) 

hp 16 (3d8+3) 

Fort +4, Ref +8, Will +2 

Defensive Abilities improved uncanny dodge as 12'*^-level scout 

Weaknesses -2 saves against poison or drugs, phobia (jagets have an unreasoning fear of sentient 
plants, and are automatically shaken if they perceive such a creature within 60 feet) 

OFFENSE 

Speed 50 ft. 
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Melee 2 claws +6 (ld3-l), bite +1 (ld4-l) 

Special Attacks fear generation 

STATISTICS 

Str 8, Dex 17, Con 12, Int 6, Wis 12, Cha 11 

Base Atk +2; CMB +0; CMD 13 

Feats Lightning Reflexes, Weapon Finesse 

Bonus Feats Improved Initiative 
Skills Perception +9, Stealth +15 

Genotype Modifiers +2 Perception, +2 Stealth 

Languages Feline; telepathy 100 ft. 

ECOLOGY 

Environment temperate and warm plains 
Organization solitary, pair, or pride (3—10) 
Treasure none 
SPECIAL ABILITIES 

Fear Generation (Ex) Standard action, no attack of opportunity; 1 creature within 60 ft. is frightened 

ld6+2 rounds, DC 12 Will negates; a creature targeted with this ability is immune to subsequent 
uses of the same jaget's fear generation ability for 24 hrs., regardless of saving throw results. 
The save DC is Wisdom-based. 

Psionic Telekinesis (Psi) As power, CL 7'^ CMB +8, DC 12 Will negates (object only). The save DC is 
Wisdom-based. 

Jagets are mutated jungle cats that have adapted to life on the savannahs. They live in prides, preying on 
other small plains creatures. Adventurous or outcast jagets are occasionally found serving as 
companions to other sentients (except for sentient plants), as they are highly valued for their psionic 
abilities. 

KAI LIN (LIZARD BUSH) 

A large plant shambles about on a pair of thick, leg-like stalks, resembling a bipedal lizard but clearly 
composed of leafy vines and trailing roots. 

KAI LIN (LIZARD BUSH) CR 4 

XP 1,200 

N Large plant 

Init -1; Senses blindsight 30 ft., low-light vision; Perception +10 
DEFENSES 

AC 14, touch 8, flat-footed 14 (-1 Dex, +6 natural, -1 size) 

hp 37 (5d8+15) 

Fort +7, Ref +0, Will +1 

Immune plant traits, radiation 

OFFENSE 

Speed 30 ft. 

Melee 2 claws +7 (ld6+4 plus ld6 electricity), bite +1 (ld8+2 plus ld6 electricity) 
Ranged 2 eye rays +1 touch (ld6 fire), 60 ft. 
Space 10 ft.; Reach 5 ft. 
Special Attacks dissolving juices 
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STATISTICS 



Str 19, Dex 8, Con 16, Int 7, Wis 10, Cha 8 
Base Atk +3; CMB +8; CMD 17 

Feats Skill Focus [Perception], Skill Focus [Stealth], Weapon Focus [claw] 
Skills Perception +10, Stealth +5 (+15 in forest) 

Genotype IVIodifiers +10 Stealth in forest 

ECOLOGY 

Environment any temperate or warm 

Organization solitary, pair, or pack (3—6 and a kai lin pack leader) 
Treasure none 
SPECIAL ABILITIES 

Dissolving Juices (Ex) Once per day, as a standard action that does not provoke an attack of opportunity, 
the kai lin can secrete dissolving juices that target all adjacent squares. All creatures in targeted 
squares must succeed on a DC 11 Reflex save or be coated with dissolving juices that deal 1 
Constitution damage per round until washed away with at least 1 gallon of water or some other 
cleansing medium (requiring a full-round action that provokes attacks of opportunity). A 
creature reduced to 0 Constitution has been completely dissolved into a nutritive goo which the 
kai lin can ingest as a full-round action. The save DC is Dexterity-based. 

Kai lins are predatory carnivorous plants that hunt in packs dominated by a larger, more powerful kai lin 
pack leader. 

KAI LIN PACK LEADER (DRAGON BUSH) 

A huge plant tramples the earth with a pair of thick, leg-like stalks, shaped like a great bipedal lizard but 

clearly composed of leafy vines and trailing roots. 

KAI LIN PACK LEADER (DRAGON BUSH) CR 7 

XP 3,200 

N Huge plant 

Init -2; Senses blindsight 30 ft, low-light vision; Perception +11 
DEFENSES 

AC 15, touch 5, flat-footed 15 (-2 Dex, +9 natural, -2 size) 

hp 52 (7d8+21) 

Fort +10, Ref +0, Will +2 

Immune plant traits, radiation 

OFFENSE 

Speed 30 ft. 

Melee 2 claws +13 (ld8+9 plus ld6 electricity), bite +8 (2d6+4 plus ld6 electricity) 

Ranged 2 eye rays +1 touch (ld8 fire), 60 ft. 

Space 15 ft.; Reach 10 ft. 

Special Attacks dissolving juices 

STATISTICS 

Str 28, Dex 6, Con 20, Int 7, Wis 10, Cha 8 
Base Atk +5; CMB +16; CMD 24 

Feats Skill Focus [Perception], Skill Focus [Stealth], Weapon Focus [bite]. Weapon Focus [claw] 
Skills Perception +11, Stealth +1 (+11 in forest) 
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Genotype Modifiers +10 Stealth in forest 



ECOLOGY 

Environment any temperate or warm 

Organization solitary or pack (kai lin pack leader and 3—6 kai lins) 
Treasure none 
SPECIAL ABILITIES 

Dissolving Juices (Ex) Once per day, as a standard action that does not provoke an attack of opportunity, 
the kai lin pack leader can secrete dissolving juices that target all adjacent squares. All creatures 
in targeted squares must succeed on a DC 11 Reflex save or be coated with dissolving juices that 
deal 1 Constitution damage per round until washed away with at least 1 gallon of water or some 
other cleansing medium (requiring a full-round action that provokes attacks of opportunity). A 
creature reduced to 0 Constitution has been completely dissolved into a nutritive goo which the 
kai lin pack leader can ingest as a full-round action. The save DC is Dexterity-based. 

KATKIN 

A mutated calico cat the size of a human child perches in the branches of a nearby tree, armed with a 
small longbow and quiver of arrows. 

KATKIN CR 4 

XP 1,200 

N Small animal (psionic) 

Init +3; Senses low-light vision; Perception +15 

DEFENSES 

AC 16, touch 14, flat-footed 13 (+3 Dex, +2 natural, +1 size) 

hp 27 (5d8+5) 

Fort +5, Ref +7, Will +3 

Defensive Abilities thought imitation 

OFFENSE 

Speed 40 ft. 

IVIelee 2 claws +8 (ld4-l), bite +7 (ld4-l) 
Ranged longbow +7 (Id6-l/x3), 100 ft. 
Special Attacl<s sneak attack +3d6 
STATISTICS 

Str 9, Dex 16, Con 12, Int 10, Wis 14, Cha 11 
Base Atk +3; CMB +1; CMD 14 

Feats Lightning Reflexes, Weapon Finesse, Weapon Focus [claw] 
Skills Acrobatics +7, Perception +15, Stealth +20 

Genotype Modifiers +4 Acrobatics, +2 Perception, +2 Stealth 
Languages Feline 

ECOLOGY 

Environment any forests 

Organization solitary, pair, or pride (3—10) 

Treasure standard 

SPECIAL ABILITIES 

Sound Imitation (Ex) The katkin can mimic almost any sound it has heard. It can use this ability to 
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imitate a member of a specific genotype, or even a specific individual, by making a special 
Charisma cliecl< witli a +10 modifier. Otiiers who hear the imitation can mal<e an opposing 
Perception checl< to detect the deception. This ability can also be used to imitate other kinds of 
sounds, as if the katkin were using the power ghost sound (CL 5'^). 
Thought Imitation (Psi) Psionic powers and mind-affecting effects targeted on the katkin are turned 

back upon the original manifester. Thought imitation only affects powers that have the katkin as 
a target; effect and area powers are not affected, nor are ranged touch powers. 

Katkins are mutated house cats adapted to life in the forest. They live and hunt in prides, and dwell in 
treetop huts. They are mortal foes of squeekers, and will attack them on sight if possible. 

KEESHIN (WATER WEIRD) 

A pale, salamander-like creature emerges from the water, briefly standing upright on webbed feet before 
suddenly lifting into the air despite having no wings. 

KEESHIN (WATER WEIRD) CR 7 

XP 3,200 

NE Small animal (aquatic) 

Init +3; Senses darkvision 60 ft., low-light vision; Perception +12 

DEFENSES 

AC 17, touch 14, flat-footed 14 (+3 Dex, +3 natural, +1 size) 

hp 32 (5d8+10) 

Fort +6, Ref +7, Will +2 

Defensive Abilities force field generation (at will, free action, DR 5/-), thought imitation 
Immune life leech (its own and that of other keeshins) 
Weaknesses vulnerability to fire, water dependency 

OFFENSE 

Speed 20 ft., swim 20 ft., fly 60 ft. (perfect) 
Melee bite +6 (ld6-l), 2 claws +1 (ld4-l) 
Special Attacks life leech, mind blast 

STATISTICS 

Str 8, Dex 16, Con 14, Int 13, Wis 12, Cha 9 
Base Atk +3; CMB +1; CMD 14 

Feats Weapon Finesse, Weapon Focus [bite], Weapon Focus [claw] 
Skills Fly +13, Perception +12, Stealth +18, Swim +18 

Genotype Modifiers +8 Swim 
Languages Salamander and 1 local human language 
SQ amphibious 
ECOLOGY 

Environment any aquatic 
Organization solitary 

Treasure standard 

SPECIAL ABILITIES 

Life Leech (Ex) 5/day, as a standard action that does not provoke an attack of opportunity, the keeshin 
can deal 3d6 damage to all living creatures within a 30-ft. radius centered on the keeshin. A DC 
14 Will save halves the damage. Each use of life leech grants the keeshin 5 temporary hp. The 
save DC is Constitution-based. 
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Mind Blast (Psi) As a standard action that does not provoke an attack of opportunity, a keeshin can 

create a 60-ft. cone of psionic energy. Creatures in the cone must succeed on a DC 13 Will save 
or be stunned for 3d4 rounds. The save DC is Wisdom-based. 

Psionic Telelcinesis (Psi) As power, CL 5'^ CIVIB +6, DC 13 Will negates (object only). The save DC is 

Wisdom-based. 

Thought Imitation (Psi) Psionic powers and mind-affecting effects targeted on the keeshin are turned 
back upon the original manifester. Thought imitation only affects powers that have the keeshin 
as a target; effect and area powers are not affected, nor are ranged touch powers. 

Water Dependency (Ex) Keeshins begin to dehydrate quickly out of water. For each hour spent without 
submerging in water, the keeshin takes 1 point of Constitution damage, which can only be 
healed by submerging in water at a rate of 1 point per round. 

The keeshin is a cunning, dangerous amphibian that dwells in air-filled underwater caves with 
submerged entrances. They are generally greed-driven cowards and bullies. They covet useful objects, 
particularly functional artifacts, and will not hesitate to use their mutations to take such treasures from 
others. The keeshin's basic tactic is to keep out of melee by flying, while stunning foes with its mind 
blast ability and finishing them off with its life leech ability. 

LIL (WEE FOLK) 

A graceful humanoid creature no larger than a dove flits by on colorful dragonfly-like wings, its body 
luminous with yellow light. 

LIL (WEE FOLK) CR4 
XP 1,200 

CG Tiny humanoid (III, psionic) 
Init +5; Senses Perception +6 

DEFENSES 

AC 17, touch 17, flat-footed 12 (+5 Dex, +2 size) 
hp 13 (3d8) 

Fort +1, Ref +7, Will +4 

Defensive Abilities force field generation (at will, free action, DR 5/-); Immune life leech; Resist fire 10 
OFFENSE 

Speed 20 ft., fly 60 ft. (perfect) 

Melee short sword +9 (ld3-2/19— 20) 

Range shortbow +9 (ld3-2/x3 plus poison), 60 ft. 

STATISTICS 

Str 6, Dex 21, Con 10, Int 13, Wis 16, Cha 14 

Base Atk +2; CMB -2; CMD 12 

Feats Skill Focus [Stealth], Weapon Focus [shortbow] 

Skills Fly +16, Perception +6, Sense Motive +7, Stealth +11, Survival +12 

Genotype Modifiers +4 Sense Motive 
Languages Lilish and 1 local human language; telepathy 100 ft. 
ECOLOGY 

Environment temperate and warm forests 

Organization solitary, pair, band (11—20), or village (30—100) 

Treasure standard (includes short sword and shortbow) 

SPECIAL ABILITIES 
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Luminous (Ex) In areas of darkness a III sheds bright illumination in a 20-ft. radius. A III can suppress this 

ability as a free action (which it does when making a Stealth check). 
Poison (Ex) Arrow— injury; save Fort DC IZ; frequency 1/minute for 2 minutes; effect unconscious 1 

min./2d4 hours; cure 1 save. 
Psionic IVIajor Image (Psi) As power, CL 6'*^, DC 16 Will negates. The save DC is Wisdom-based. 
Psionic Telel<inesis (Psi) As power, CL 6'^ CMB +9, DC 16 Will negates (object only). The save DC is 

Wisdom-based. 

Lils are mischievous, sprite-like humanoids that live in maze-like villages of brambles in the forest. 




MANTA (GREEN RENDER) 

A monstrous praying mantis ttie size of a liorse preens witti its massive, deadly claws. 

IVIANTA (GREEN RENDER) CR 6 

XP 2,400 

N Large animal 

Init +3; Senses darkvision 60 ft., low-light vision; Perception +10 

DEFENSES 

AC 19, touch 12, flat-footed 16 (+3 Dex, +7 natural, -1 size) 
hp 68 (8d8+32) 

Fort +10, Ref +9, Will +6 

OFFENSE 

Speed 60 ft. 

Melee 2 claws +12 (ld8+6 plus grab), bite +10 (2d6+3) 

Space 10 ft.; Reach 5 ft. 

Special Attacks constrict (grapple, ld8+6) 

STATISTICS 

Str 23, Dex 16, Con 19, Int 6, Wis 15, Cha 2 

Base Atk +6; CMB +13 (+17 to start or maintain a grapple); CMD 26 
Feats Iron Will, Multiattack, Weapon Focus [bite]. Weapon Focus [claw] 
Skills Climb +14, Perception +10 

ECOLOGY 

Environment temperate forests and hills 
Organization solitary 
Treasure none 
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Mantas are mutated praying mantises that have evolved a low intelligence (and are therefore animals 
rather than vermin). 

MENARL (SLIME DEVIL) 

An immense water snake with five pairs of giant, muscular arms ending in iiumanoid liands slitliers out 
of the gloom and rears its massive head to the height of a two-storey building, its forked tongue lashing 
out to taste the scent of its prey in the air. 

MENARL (SLIME DEVIL) CR 10 

XP 9,600 

N Gargantuan animal (aquatic) 

Init +1; Senses low-light vision, scent; Perception +16 

DEFENSES 

AC 20, touch 8, flat-footed 19 (+1 Dex, +12 natural, -3 size) 
hp 94 (9d8+54) 

Fort +12, Ref +7, Will +4 

OFFENSE 

Speed 30 ft., swim 30 ft. 

Melee light weapon (handaxe, light mace, short sword, or sickle) in primary hand +12/+7 (2d8+ll), 9 

light weapons in off hands +12 (2d8+5), tail slap +12 (2d8+5 plus grab) 

Ranged javelin +4 (2d8+ll), 30 ft. 

Space 20 ft.; Reach 20 ft. 

Special Attacks constrict (grapple, 2d8+16) 

STATISTICS 

Str 32, Dex 13, Con 22, Int 10, Wis 12, Cha 9 

Base Atk +6; CMB +20 (+24 to start or maintain a grapple); CMD 31 

Feats Cleave, Great Cleave, Multiattack, Multiweapon Fighting, Power Attack 

Skills Perception +16, Swim +26 

Languages Snake 

SQ amphibious 

ECOLOGY 

Environment temperate and warm aquatic and swamps 
Organization solitary 

Treasure standard (includes 10 Gargantuan light weapons) 

Menarls are giant mutated water snakes that inhabit rivers, lakes, and swamps throughout Gamma 
Terra. 

MUGGER BUG (THUG BEETLE) 

An ominous drone heralds the arrival of a flying black-and-red beetle the size of a human. It lands on its 
two backmost legs, and snaps the air menacingly with the pincer claws at the ends of its other four legs, 
and with the serrated mandibles that flank its mouth. 

MUGGER BUG (THUG BEETLE) CR 2 

XP 600 

CE Medium monstrous humanoid 

Init +1; Senses darkvision 60 ft.; Perception +6 
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DEFENSES 



AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural) 

hp8(ldl0+3) 

Fort +3, Ref +3, Will +2 

Defensive Abilities +2 saves against mind-affecting effects 
OFFENSE 

Speed 20 ft., fly 60 ft. (good) 

Melee bite +3 (ld6+2), 4 claws +1 (ld4+l) 

STATISTICS 

Str 15, Dex 12, Con 16, Int 8, Wis 11, Cha 7 
Base Atl< +1; CMB +4; CMD 15 
Feats Multiattack 

Skills Climb +12, Fly +10, Intimidate +7, Perception +6, Stealth +11 
Genotype Modifiers +4 Climb, +4 Intimidate, +4 Stealth 

Languages Beetle 

ECOLOGY 

Environment temperate and warm forests and hills 
Organization solitary, pair, or gang (3—10) 
Treasure standard 

Mugger bugs are violent sentient beetles that covet shiny objects such as jewelry or small metal objects, 
which they do not hesitate to take by brute force. 

NARL EP (GHOST TREE) 

A towering tree with snow-wtiite barl< and off-wtiite leaves stands near a tranquil pond. Ghostly vines 
dangle from its branches and sprawl in tangles all over the ground as far as thirty yards out from the 

trunk. 

NARL EP (GHOST TREE) CR 12 

XP 19,200 

N Gargantuan plant 

Init -2; Senses low-light vision, tremorsense 90 ft.; Perception +13 
DEFENSES 

AC 17, touch 5, flat-footed 17 (-2 Dex, +12 natural, -3 size) 

hp 126 (12d8+72) 

Fort +14, Ref +2, Will +4 

Immune plant traits 

OFFENSE 

Speed 0 ft. 

Melee vine +19 (2d6+12 plus grab), 7 vines +17 (2d6+6 plus grab) 

Space 20 ft.; Reach 90 ft. 

Special Attacks constrict (grapple, 2d6+12) 

STATISTICS 

Str 34, Dex 6, Con 22, Int 2, Wis 10, Cha 2 

Base Atk +9; CMB +24 (+28 to start or maintain a grapple); CMD 32 

Feats Cleave, Multiattack, Power Attack, Skill Focus [Perception], Skill Focus [Stealth], Weapon Focus 
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[vine] 

Skills Perception +13, Stealth -1 (+14 in forest or swamp) 

Genotype Modifiers +15 Stealth in forest or swamp 

ECOLOGY 

Environment any forests, lakes, or swamps 
Organization solitary 
Treasure none 

Narl eps, called ghost trees by some for their white bark and leaves, are deadly predators that squeeze 
the life out of their prey with long, whip-like vines. 

OBB (FLYING EYE) 

Out of the fog flies a pale, bat-like monster with three hooked claws and a single large eye. 

OBB (FLYING EYE) CR 6 

XP 2,400 

N Medium plant 

Init +3; Senses low-light vision; Perception +14 

DEFENSES 

AC 15, touch 13, flat-footed 12 (+3 Dex, +2 natural) 

hp 58 (9d8+18) 

Fort +8, Ref +6, Will +4 

Immune fire, plant traits, radiation 

OFFENSE 

Speed 10 ft., fly 60 ft. (good) 

Melee 2 claws +12 (ld6+3), claw +10 (ld6+l) 

Special Attacks radioactive eye 5/day (60-ft. cone, 2d6 fire plus low radiation, DC 17 Reflex save half) 
STATISTICS 

Str 16, Dex 17, Con 14, Int 10, Wis 13, Cha 7 
Base Atk +6; CMB +7; CMD 20 

Feats Flyby Attack, Hover, Skill Focus [Stealth], Weapon Finesse, Weapon Focus [claw] 
Skills Fly +14, Perception +14, Stealth +19 
Languages Fungus 

ECOLOGY 

Environment temperate hills and plains 
Organization solitary or clutch (3—6) 
Treasure none 

SPECIAL ABILITIES 

Radioactive Eye (Ex) 5/day, as a standard action that does not provoke an attack of opportunity, the obb 
can project from its eye a 60-ft. cone of radiation that deals 5d6 fire and low radiation exposure 
(save Fort DC 15; onset 4d6 hours; frequency 1/day; effect ld6-2 Con; cure 2 consecutive saves), 
to all creatures in the area. A successful DC 17 Reflex save halves the damage. The save DC is 
Dexterity-based. 

Obbs are cunning fungoid predators that prefer to attack on the wing using their radioactive eye to 
soften their prey up before using Flyby Attack to make a claw attack each round. If pressed into close 
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combat, obbs hover and attack with all three claws once their radioactive eye ability has been 
exhausted. 

ORLEN 

This hulking humanoid stands almost half-again as tall as a human, has two heads and four powerful 
arms, wears fur-trimmed hide armor, and is armed with a pair of short swords in its lower hands, a 
muslcet in its upper hands, and another pair of short swords hanging from its belt. 
ORLEN CR 7 

XP 3,200 

Any alignment Large monstrous humanoid (psionic) 
Init +1; Senses darkvision 60 ft.; Perception +20 

DEFENSES 

AC 14, touch 10, flat-footed 13 (+4 armor, +1 Dex, -1 size) 

hp 76 (9d 10+27) 

Fort +6, Ref +7, Will +9 

Immune mind-affecting effects 

OFFENSE 

Speed 30 ft. 

Melee short sword +11/+6 (ld8+4/19— 20), 3 short swords +11 (ld8+2/19— 20) 
Ranged musket +9 (3d6/x3), 150 ft. 

Space 10 ft.; Reach 10 ft. 

STATISTICS 

Str 18, Dex 13, Con 16, Int 14, Wis 17, Cha 11 

Base Atk +9; CMB +14 (+18 to start or maintain a grapple); CMD 25 (29 against grapple checks) 
Feats IVlultiattack, IVlultiweapon Fighting, Personal Firearms Proficiency, Weapon Focus [musket]. 

Weapon Focus [short sword] 
Skills Climb +20, Craft (weapons) +17, Intimidate +15, Perception +20, Survival +18, Swim +16 

Genotype Modifiers +4 Climb, +2 Perception 
Languages 1 local human language plus 2 other languages; telepathy 100 ft. 
ECOLOGY 

Environment Any temperate or warm 
Organization solitary, pair, or band (3—10) 

Treasure standard (includes Large hide armor, 4 Large short swords. Large musket, 20 bullets, and 
powderhorn) 

SPECIAL ABILITIES 

Psionic Telekinesis (Psi) As power, CL 9'^ CMB +12, DC 17 Will negates (object only). The save DC is 
Wisdom-based. 

Orlens are intelligent and generally peaceable folk, fond of collecting artifacts of the ancients. Most are 
wanderers, though some do settle in communities made up of several bands of orlens. 

PARN (SWORD BEETLE) 

A monstrous beetle the size of an ox lashes the air with a pair of antennae sprouting razor-sharp blades 
ofchitin, and stomps the earth with legs that bristle with sharp quills. 

PARN (SWORD BEETLE) CR 5 
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XP 1,600 

N Large vermin 

Init -1; Senses darkvision 60 ft.; Perception +5 

DEFENSES 

AC 18, touch 8, flat-footed 18 (-1 Dex, +10 natural, -1 size) 

hp52(7d8+21) 

Fort +8, Ref +1, Will +3 

Immune mind-affecting effects 

OFFENSE 

Speed 20 ft. 

Melee 2 antennae +9 (ld8+5/19-20), bite +4 (ld8+2 plus grab) 
Ranged 4 quills +3 (ld8+5), 90 ft. 
Space 10 ft.; Reach 5 ft. 

Special Attacks constrict (grapple, ld8+2) 

STATISTICS 

Str 21, Dex 8, Con 17, Int -, Wis 12, Cha 2 

Base Atk +5; CMB +11 (+15 to start or maintain a grapple); CMD 20 
Skills Perception +5 

Genotype Modifiers +4 Perception 

ECOLOGY 

Environment temperate and warm hills 
Organization solitary, pair, or band (3—6) 
Treasure none 

Parns are fierce mutated hunting beetles with a thick black carapace and formidable natural weapons. A 
band of parns instinctively cooperates in hunting prey, spreading out over a wide area and clanging their 
antennae together to summon the others in the band when suitable prey is found. The clanging of parn 
antennae can be heard for about a mile under average conditions, and most creatures of Gamma Terra 
quickly retreat from the sound. 

PINETO (HORSE CACTUS) 

A large cactus-like plant gallops over the plain on six thick, stubby stalks, the foreward end of its thorny 
trunk elevated skyward and ending in a head of leaves, roots, and fruit-like sensory organs. 
PINETO (HORSE CACTUS) CR 3 

XP 800 

N Large plant 

Init -1; Senses low-light vision; Perception +6 

DEFENSES 

AC 14, touch 8, flat-footed 14 (-1 Dex, +6 natural, -1 size) 

hp 22 (3d8+9) 

Fort +6, Ref +0, Will +1 

Immune plant traits 

OFFENSE 

Speed 50 ft. 

Melee slam +5 (ld8+6 plus thorns) 
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Space 10 ft.; Reach 5 ft. 

Special Attacks thorns (grapple or slam, +ld4 piercing) 

STATISTICS 

Str IS, Dex S, Con 17, Int 7, Wis 10, Cha 8 

Base Atk +2; CMB +7; CMD 16 

Feats Skill Focus [Stealth], Weapon Focus [slam] 

Skills Perception +6, Stealth +4 (+14 in desert or plain) 

Genotype Modifiers +10 Stealth in desert or plain 

ECOLOGY 

Environment any deserts and plains 
Organization solitary, pair, or herd (3—18) 
Treasure none 

SPECIAL ABILITIES 

Thorns (Ex) The pineto deals an extra ld4 piercing damage with a successful slam attack or grapple 
check. Any creature that grapples the pineto also takes this damage, and a creature that 
swallows the pineto using the swallow whole ability takes ld4 piercing damage per round that 
the pineto is in its stomach. 

Pinetos are cactus-like plants with curiously equine behaviors. They dwell in herds on the plains and 
deserts of Gamma Terra, and dip their head roots into pools of water to drink. They can be trained and 
ridden, but a thick leather saddle and much caution is required due to the pineto's thick coat of thorns. 

PODOG 

A deep bay mastiff the size of a tiorse utters a deep, rumbling growl and bares its dagger-like teeth. 
PODOG CR 3 

XP 800 

N Large animal 

Init +1; Senses low-light vision, scent; Perception +13 
DEFENSES 

AC 15, touch 10, flat-footed 14 (+1 Dex, +5 natural, -1 size) 

hp 25 (3d8+12) 

Fort +7, Ref +4, Will +3 

Immune sonic/concussive 

OFFENSE 

Speed 50 ft. 

Melee bite +7 (2d6+7 plus trip) 

Space 10 ft.; Reach 5 ft. 

STATISTICS 

Str 21, Dex 12, Con 18, Int 10, Wis 15, Cha 11 

Base Atk +2; CMB +8; CMD 19 (23 vs. trip) 

Feats Improved Natural Attack [bite]. Weapon Focus [bite] 

Skills Perception +13, Survival +13 

Genotype Modifiers +2 Perception, +2 Survival 
Languages Canine 

ECOLOGY 
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Environment cold and temperate forests and plains 
Organization solitary, pair, or pack (3—12) 
Treasure none 

SPECIAL ABILITIES 

Sound Imitation (Ex) The podog can mimic almost any sound it hias hieard. It can use thiis ability to 
imitate a member of a specific genotype, or even a specific individual, by making a special 
Charisma check with a +10 modifier. Others who hear the imitation can make an opposing 
Perception check to detect the deception. This ability can also be used to imitate other kinds of 
sounds, as if the podog were using the power ghost sound (CL 3"*). 

Podogs are intelligent, mutated mastiffs that hunt in packs, using their sound imitation ability to lure or 
drive their prey. 

PSICRYSTAL 

This shard of translucent crystal is about the size of a human hand, and seemsto be faintly luminous. 
PSICRYSTAL CR- 
XP - (included with master) 
As master Diminutive construct (psionic) 

Init +2; Senses Perception +# 

DEFENSES 

AC 16, touch 16, flat-footed 14 (+2 Dex, +4 size) 

hp 1/2 master's (HD = master's) 

Fort as master, Ref as master. Will as master 

Immune construct traits 

OFFENSE 

Speed 30 ft., climb 20 ft. 
Melee - 

Space 1 ft.; Reach 0 ft. 

STATISTICS 

Str 1*, Dex 15*, Con - Int 6, Wis 10, Cha 10 
Base Atk +0; CMB -9; CMD 3 
Feats Alertness 

Skills Climb +#, Perception +#, Stealth +# 

*With self-propulsion ability activated. 

ECOLOGY 

Environment any 

Organization solitary 

Treasure none 

The psicrystal described here is that of a Ist-level manifester. 

A psicrystal's characteristics depend on its master. Its Hit Dice are equal to its master's Hit Dice 
(counting only levels in esper), its hit points are equal to half its master's, and its saving throw bonuses 
are the same as its master's. 

Construct Traits: A psicrystal has immunity to poison, sleep, paralysis, stunning, disease, death 
effects, necromancy effects, mind-affecting effects (charms, compulsions, phantasms, patterns, and 
morale effects), and any effect that requires a Fortitude save unless it also works on objects or is 
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harmless. It is not subject to nonlethal damage, ability damage, ability drain, fatigue, exhaustion, or 
energy drain. It cannot heal damage, but it can be repaired. Psicrystals do not have the usual construct 
traits of darkvision and low-light vision. 

Psicrystal Granted Abilities: The psicrystal described here has the special abilities of self- 
propulsion, alertness, improved evasion, share powers, telepathic link, sighted, and personality. (If its 
master chooses not to activate the self-propulsion ability, the psicrystal reverts to a speed of 0 feet and 
has no Strength score and no Dexterity score.) 

SItills: A psicrystal (with its self-propulsion ability activated) uses its Dexterity modifier instead of 
its Strength modifier on Climb checks. It has a +8 genotype bonus on Climb checks and can always 
choose to take 10, even if rushed or threatened. 

RAKOX 

This large ox sports a formidable rack of horns that jut forward from a bony plate across the crown of its 
head, serving the great beast as weapon and shield. 

RAKOX CR 4 

XP 1,200 

N Large animal 

Init -1; Senses low-light vision; Perception +8 

DEFENSES 

AC 14, touch 8, flat-footed 14 (-1 Dex, +6 natural, -1 size) 
hp 38 (4d8+20) 

Fort +9, Ref +3, Will +2 

OFFENSE 

Speed 40 ft. 

Melee gore +10 (2d6+10) 
Space 10 ft.; Reach 5 ft. 

Special Attacks trample (ld8+10, DC 19) 

STATISTICS 

Str 25, Dex 8, Con 20, Int 1, Wis 12, Cha 7 
Base Atk +3; CMB +11; CMD 20 

Feats Improved Natural Attack [gore]. Weapon Focus [gore] 
Skills Perception +8, Survival +7 

ECOLOGY 

Environment temperate hills and plains 
Organization solitary, pair, or herd (3—30) 
Treasure none 

Rakoxen are slow but powerful mutated oxen with racks of multiple horns on their heads. Though prone 
to panic and stampede, rakoxen are among the most favored draft animals of Gamma Terra due to their 
freakish strength. 

RUD (RED FOLK) 

This tall, hairless, blood-red humanoid has black eyes and a nasal opening rather than a nose, giving its 
face a skull-like appearance. It is clad in studded leather armor and armed with a morningstar and a 
heavy wooden shield. 

RUD (RED FOLK) CR 1/2 
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XP 200 

NE Medium humanoid (human) 

Init +4; Senses Perception +0 

DEFENSES 

AC 15, touch 10, flat-footed 15 (+3 armor, +2 shield) 
hp 13 (2d8+4) 

Fort +5, Ref +0, Will +0 

OFFENSE 
Speed 30 ft. 

Melee morningstar+6 (ld8+3) 

Range light crossbow +2 (ld8/19— 20), 80 ft. 

STATISTICS 

Str 16, Dex 11, Con 15, Int 12, Wis 10, Cha 13 
Base Atk +2; CMB +5; CMD 15 

Feats Improved Initiative, Weapon Focus [morningstar] 
Skills Handle Animal +9, Intimidate +5, Ride +5, Survival +5 

Genotype Modifiers +2 Intimidate 
Languages 1 local human language plus 1 other language 

ECOLOGY 

Environment temperate and warm deserts and plains 

Organization solitary, pair, band (11—20, plus 2 3'^^-level warriors, plus a leader of 3'^'^— 6"^ level), or tribe 
(30—100, plus 150% noncombatants, plus a 3'^'^-level warrior per 10 adults, plus 5 5"^-level 
warriors, plus 3 y'^^-level warriors, plus a chieftain of 7"^— 9"^ level) 

Treasure standard (includes studded leather armor, heavy wooden shield, morningstar, light crossbow, 
and 20 bolts) 

Ruds are cruel, predatory, mutated humans who live a nomadic existence in the deserts and plains of 
Gamma Terra. Ruds raise hoppers to use as mounts and food, and ride them when raiding caravans and 
settlements. 

SARBIS (VARK) 

This creature is a human-sized bipedal aardvarl<, wearing a leather harness to which a pick, a spade, and 
a chisel are secured. Its fingers end in long claws that seem as capable of rending flesh as they are of 
digging earth. 

SARBIS (VARK) CR 3 

XP 800 

LN Medium humanoid (mutated animal) 

Init -1; Senses low-light vision, scent; Perception +8 

DEFENSES 

AC 15, touch 9, flat-footed 15 (-1 Dex, +6 natural) 
hp 32 (5d8+10) 

Fort +6, Ref +0, Will +2 

OFFENSE 

Speed 20 ft., burrow 5 ft. 
Melee 2 claws +7 (ld8+3) 
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Ranged light crossbow +2 (ld8/19— 20), 80 ft. 



STATISTICS 

Str 17, Dex 9, Con 14, Int 10, Wis 13, Cha 10 
Base Atk +3; CMB +6; CMD 15 

Feats Improved Natural Attack [claw]. Skill Focus [Perception], Weapon Focus [claw] 
Skills Perception +8, Profession [miner] +12 

Languages Sarbis 

ECOLOGY 

Environment any hills and mountains 

Organization solitary, pair, or crew (3—10), or tribe (4—40) 

Treasure standard (includes heavy pick and other mining tools) 

Sarbises are intelligent, bipedal mutated aardvarks with a natural knack for mining. They are masters of 
smelting and refining iron, gold, and other valuable minerals, trading these refined metals for other 
goods and services. 

SEP (LAND SHARK) 

With only a brief tremor as a warning, a large, shark-like beast erupts from the ground. Its gaping jaws 
are filled with multiple rows of razor-sharp teeth, and its pectoral fins end in short but powerful claws. 
SEP (LAND SHARK) CR7 
XP 3,200 

N Large animal 

Init -1; Senses darkvision 60 ft., low-light vision, tremorsense 60 ft.; Perception +10 
DEFENSES 

AC 20, touch 8, flat-footed 20 (-1 Dex, +12 natural, -1 size) 
hp 85 (9d8+45) 

Fort +11, Ref +5, Will +4 

OFFENSE 

Speed 20 ft., burrow 20 ft. 
Melee bite +13 (4d6+10 plus grab) 
Space 10 ft.; Reach 5 ft. 

Special Attacks swallow whole (3d6 bludgeoning damage, AC 16, 8 hp) 

STATISTICS 

Str 24, Dex 9, Con 21, Int 1, Wis 12, Cha 8 

Base Atk +6; CMB +14 (+18 to start or maintain a grapple); CMD 23 

Feats Improved Natural Armor (3), Improved Natural Attack [bite]. Weapon Focus [bite] 

Skills Perception +10, Survival +10 

ECOLOGY 

Environment any deserts and plains 
Organization solitary, pair, or pack (3—6) 
Treasure none 

Seps are voracious carnivores that prey on almost anything that moves. By the use of its stubby but iron- 
hard claws and a primitive form of telekinesis, the sep can burrow so quickly and effortlessly through 
earth or sand that it almost seems to be swimming. 
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SERF (THOUGHT MASTER) 

This humanoid has sharp claws, and a ridged bony plate that extends from the top of its head and 
protects its head and neck, like a bone helmet. It wears chainmail armor, a light wooden shield and 
battieaxe are strapped to its back, and a pair of flintlock pistols is stuffed under its belt. 
SERF (THOUGHT MASTER) CR 6 

XP 2,400 

Any alignment Medium monstrous humanoid (psionic) 
Init +0; Senses darl<vision 60 ft.; Perception +14 

DEFENSES 

AC 18, touch 10, flat-footed 18 (+6 armor, +1 natural armor, +1 shield) 

hp 37 (5dl0+10) 

Fort +3, Ref +4, Will +7 

Defensive Abilities +2 saves against mind-affecting effects, +2 saves against poison; 

Immune life leech (its own and that of other serfs), poison (its own and that of other serfs) 

OFFENSE 
Speed 20 ft. 

Melee battieaxe +8 (ld8+3/x3) 
Melee 2 claws +8 (ld6+3 plus poison) 
Ranged pistol +5 (Idl0/x3), 50 ft. 

Special Attacks life leech, mind blast 

STATISTICS 

Str 16, Dex 11, Con 14, Int 15, Wis 17, Cha 12 

Base Atk +5; CMB +8; CMD 18 

Feats Cleave, Great Cleave, Power Attack 

Skills Craft [armor] +13, Craft [weapons] +13, Intimidate +12, Perception +14, Ride +5, Survival +14 
Languages 1 local human language plus 1 other language; telepathy 100 ft. 

ECOLOGY 

Environment Any cold and temperate 

Organization solitary, patrol (2—12), or brigade (10—100 plus 50% noncombatants, a 6-HD captain per 

10 combatants, and a 7- to 9-HD general) 
Treasure standard (includes chainmail armor, light wooden shield, battieaxe, 2 pistols, 20 bullets, and 

powderhorn) 

SPECIAL ABILITIES 

Life Leech (Ex) 5/day, as a standard action that does not provoke an attack of opportunity, the serf can 
deal 3d6 damage to all living creatures within a 30-ft. radius centered on the ark. A DC 14 Will 
save halves the damage. Each use of life leech grants the serf 5 temporary hp. The save DC is 
Constitution-based. 

Mind Blast (Psi) As a standard action that does not provoke an attack of opportunity, a serf can create a 

60-ft. cone of psionic energy. Creatures in the cone must succeed on a DC 15 Will save or be 

stunned for 3d4 rounds. The save DC is Wisdom-based. 
Poison (Ex) Claw— injury; save Fort DC U; frequency 1/round for 4 rounds; effect ld2 Strength damage; 

cure 1 save. The save DC is Constitution-based. 
Psionic Telekinesis (Psi) As power, CL 5'^ CMB +8, DC 15 Will negates (object only). The save DC is 

Wisdom-based. 
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Serfs are aggressive, militaristic, semi-nomadic monstrous humanoids with deadly psionic abilities. 
SEROON LOU (HAUNTED FRUIT TREE) 

A sweet scent like apples wafts from the red fruits and white blossoms that festoon the branches of this 
towering tree. Several long vines, also festooned with fragrant blossoms, trail out from the tree and float 
on the surface of the surrounding bog. 

SEROON LOU (HAUNTED FRUIT TREE) CR 10 

XP 9,600 

N Gargantuan plant 

Init -2; Senses low-light vision, tremorsense 90 ft.; Perception +12 

DEFENSES 

AC 15, touch 5, flat-footed 15 (-2 Dex, +10 natural, -3 size) 

hp 85 (9d8+45) 

Fort +11, Ref+1, Will +3 

Immune plant traits 

OFFENSE 
Speed 0 ft. 

Melee vine +14 (2d6+10 plus grab), 4 vines +12 (2d6+5 plus grab) 
Space 20 ft.; Reach 60 ft. 

Special Attacks constrict (grapple, 2d6+10) 

STATISTICS 

Str 30, Dex 5, Con 20, Int 2, Wis 10, Cha 2 

Base Atk +6; CMB +19 (+23 to start or maintain a grapple); CMD 27 

Feats Multiattack, Power Attack, Skill Focus [Perception], Skill Focus [Stealth], Weapon Focus [vine] 
Skills Perception +12, Stealth -2 (+13 in forest or swamp) 

Genotype Modifiers +15 Stealth in forest or swamp 
ECOLOGY 

Environment any forests, lakes, or swamps 
Organization solitary 
Treasure none 

Seroon lous are giant, carnivorous fruit trees that grow in wetlands and beside forest lakes and ponds. 
They are deadly, easily overpowering most prey with their long, powerful vines. Once its prey ceases to 
struggle, the seroon lou inserts long roots into its victim and slowly drains out its body fluids, a process 
that can take up to two days. 

SLEETH (SEER LIZARD) 

This creature has both humanoid and crocodilian features. Standing as tall as a human man, it has the 
head, tail, webbed feet, and scaly hide of an alligator, and the torso, limbs, and hands of a humanoid. It 
wears animal skins over chainmail armor, and a heavy steel shield and warhammer are strapped to its 
back. It carries an ornate musket in its scaly hands. 

SLEETH (SEER LIZARD) CR 10 

XP 9,600 

Any alignment Medium monstrous humanoid (psionic) 
Init +1; Senses darkvision 60 ft.; Perception +23 
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DEFENSES 



AC 23, touch 11, flat-footed 22 (+4 armor, +1 Dex, +6 natural armor, +2 shield) 
hp 136 (13dl0+52+13); fast healing 5 
Fort +8, Ref+9, Will +12 
Immune mind-affecting effects 

OFFENSE 

Speed 20 ft., swim 15 ft. 

Melee warhammer +18/+13/+8 (ld8+4/x3), bite +13 (ld6+2) 
Ranged masterwork musket +15 (Idl2/x3), 150 ft. 

Special Attacks control plants, disrupt force field 

STATISTICS 

Str 18, Dex 13, Con 18, Int 17, Wis 19, Cha 16 
Base Atk +13; CMB +17; CMD 28 

Feats Cleave, Combat Expertise, Great Cleave, Power Attack, Toughness, Weapon Focus [bite]. Weapon 
Focus [warhammer] 

Skills Craft [mechanical] +22, Identify Artifact +22, Knowledge [history] +22, Perception +23, Ride +13, 

Survival +23, Swim +24 

Genotype Modifiers Identify Artifact and all Knowledge skills are class skills 

Languages Crocodilian plus 3 other languages; telepathy 100 ft. 

ECOLOGY 

Environment any temperate and warm except deserts and mountains 

Organization solitary, clutch (2—12), or village (10—100 plus 100% noncombatants) 

Treasure standard (includes chainmail armor, heavy steel shield, warhammer, masterwork musket, 20 

bullets, and powderhorn) 
SPECIAL ABILITIES 

Control Plants (Psi) 7/day, as power, CL 13'^ up to 26 HD, DC 20 Will negates. Only one use of this ability 
can be active at any given time. The save DC is Wisdom-based. 

Disrupt Force Fields (Ex) 7/day, as a standard action that provokes an attack of opportunity, the sleeth 
can disrupt all force fields and other force effects within 30 ft. Even force fields or force effects 
that do not fit entirely within the area of this ability are disrupted; as long as some part of the 
force field is overlapped by the area of the disrupt force fields ability, it is disrupted. Continuous 
force effects, such as those generated by an artifact or an extraordinary ability, cannot be 
reactivated for ld4 rounds. 

Sleeths are powerful mutated alligators of great intellect and discipline. They are generally peaceful 
beings who study the lore of the ancients, but they are formidable if provoked, using their control plants 
ability to send plant creatures against their foes (typically horl choos or kai lins), and using their ability to 
disrupt force fields as needed. 

SOUL BESH (SKEETER) 

A wingless mosquito the size of a small dog seems to skitter out of nowhere, its multifaceted eyes 
glittering with hunger. 

SOUL BESH (SKEETER) CR 1/2 

XP 200 

N Small vermin 

Init +3; Senses darkvision 60 ft.; Perception +4 
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DEFENSES 



AC 16, touch 14, flat-footed 13 (+3 Dex, +2 natural, +1 size) 
hp7(2d5) 

Fort +3, Ref +3, Will +0 
Immune mind-affecting effects 

OFFENSE 

Speed 40 ft., climb 40 ft. 
Melee touch +5 (attach) 

Special Attacks blood drain 

STATISTICS 

Str 8, Dex 17, Con 10, Int -, Wis 11, Cha 2 

Base Atk +1; CMB -1 (+7 grapple when attached); CMD 12 

Skills Climb +10, Perception +4, Stealth +7 

Genotype Modifiers +12 Climb, +4 Perception, +4 Stealth 

ECOLOGY 

Environment temperate and warm forests, plains, and swamps 
Organization solitary, pair, or swarm (6—36) 
Treasure none 

SPECIAL ABILITIES 

Attach (Ex) When a soul besh hits with a touch attack, its barbed legs latch onto the target, anchoring it 
in place. An attached soul besh is effectively grappling its prey. The soul besh loses its Dexterity 
bonus to AC and has an AC of 11, but holds on with great tenacity and inserts its proboscis into 
the grappled target's flesh. A soul besh has a +8 racial bonus to maintain its grapple on a foe 
once it is attached. An attached soul besh can be struck with a weapon or grappled itself— if its 
prey manages to win a grapple check or Escape Artist check against it, the soul besh is removed. 

Blood Drain (Ex) A soul besh drains blood at the end of its turn if it is attached to a foe, inflicting 1 point 
of Constitution damage. Once a soul besh has dealt 4 points of Constitution damage, it detaches 
and scurries off to digest the meal. If its victim dies before the soul besh's appetite has been 
sated, the soul besh detaches and seeks a new target. 

Diseased (Ex) Due to the stagnant swamps in which they live and their contact with the blood of 

numerous creatures, soul beshes are harbingers of disease. Any creature subjected to a soul 
besh's blood drain attack has a 10% chance of being exposed to filth fever, blinding sickness, or 
a similar disease (Pathfinder RPG Core Rulebook 557). Once this check is made, the victim can no 
longer be infected by this particular soul besh, though attacks by different soul beshes are 
resolved normally and may result in multiple illnesses. 

Soul beshes, also known as skeeters, are voracious mutated mosquitos that fearlessly attack larger prey. 
SQUEEKER (KING RAT) 

This filthy rat is the size of a small dog. It has a coat of coarse fur, a long and scabby tail, and two 
glittering eyes. 

SQUEEKER (KING RAT) CR 1/2 

XP 200 

N Small animal 

Init +3; Senses low-light vision, scent; Perception +4 
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DEFENSES 



AC 14, touch 14, flat-footed 11 (+3 Dex, +1 size) 

hp5(ld8+l) 

Fort +3, Ref +5, Will +1 

Immune mind-affecting effects 

OFFENSE 

Speed 40 ft., climb 20 ft., swim 20 ft. 
Melee bite +1 (ld4 plus disease) 

Special Attacks disease, sonic squeak 

STATISTICS 

Str 10, Dex 17, Con 13, Int 2, Wis 13, Cha 4 
Base Atk +0; CMB -1; CMD 12 (16 vs. trip) 
Feats Skill Focus [Perception] 

Skills Climb +11, Perception +4, Stealth +11, Swim +11 

Genotype Modifiers uses Dex to modify Climb and Swim 
ECOLOGY 

Environment any urban 
Organization solitary or pack (2—20) 
Treasure none 

SPECIAL ABILITIES 

Disease (Ex) Filth fever: Bite— injury; save Fort DC 11; onset ld3 days; frequency 1/day; effect ld3 Dex 
damage and ld3 Con damage; cure 1 consecutive saves. The save DC is Constitution-based. 

Sonic Squeak (Ex) 4/day, as a standard action that does not provoke an attack of opportunity, the 

squeeker can emit a shrill squeak that deals ld6 sonic damage to all creatures in a 30-ft. cone 
that originates at the squeeker. A successful DC 11 Reflex save halves the damage. The save DC 
is Constitution-based. 

Squeekers are filthy scavengers that dwell in the sewers and slums of cities and large towns, feeding on 
waste and occasionally swarming and overwhelming a lone victim in a dark alley. 

TERLEEN (TREE FISH) 

Fronn out of the greenery high in a tree swoops a long, barracuda-like creature covered with bright 
yellow, orange, and red feathers, its gaping mouth filled with many sharp teeth. 
TERLEEN (TREE FISH) CR 4 

XP 1,200 

N Medium animal (aquatic) 

Init +3; Senses low-light vision; Perception +9 

DEFENSES 

AC 17, touch 12, flat-footed 15 (+3 Dex, +5 natural, -1 size) 

hp 26 (4d8+8) 

Fort +6, Ref +7, Will +2 

Resist cold 10, fire 10 

OFFENSE 

Speed 10 ft., fly 60 ft. (good), swim 60 ft. 
Melee bite +5 (2d6+4) 
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Space 10 ft.; Reach 5 ft. 

Special Attacks cryokinesis, sonic call 

STATISTICS 

Str 17, Dex 16, Con 15, Int 1, Wis 12, Cha 2 
Base Atk +3; CMB +7; CMD 20 
Feats Skill Focus [Perception], Weapon Focus [bite] 
Skills Fly +11, Perception +9, Stealth +4, Swim +11 

Genotype Modifiers +8 Swim (can take 10 even when distracted, can use run action) 
SQ amphibious 

ECOLOGY 

Environment temperate and warm forests and rivers 
Organization solitary or pair 
Treasure none 

SPECIAL ABILITIES 

Cryokinesis (Ex) 5/day, as a standard action that does not provoke an attack of opportunity, the terleen 
can exhale a blast of extremely cold air that deals 2d6 cold damage to all creatures in a 30-ft. 
cone that originates at the terleen. A successful DC 14 Reflex save halves the damage. The save 
DC is Constitution-based. 

Sonic Call (Ex) 5/day, as a standard action that does not provoke an attack of opportunity, the terleen 
can emit a shrill call that deals 2d6 sonic damage to all creatures in a 30-ft. cone that originates 
at the terleen. A successful DC 14 Reflex save halves the damage. The save DC is Constitution- 
based. 

Terleens, or tree fish, are dangerous predators that dwell in the canopies of forests and jungles, or in the 
waters of temperate and tropical rivers. Their feathered fins are too short for flight, but a primitive form 
of self-telekinesis allows them to fly through the air as gracefully as they swim through the water. 
Special reflective cells in their feathers make them highly resistant to cold and heat. 

WARDEN! (DEVO BEAST) 

This short, chubby humanoid is covered with thicl< brown fur, and has a furry, wizened face, hands with 
three fingers and a thumb, and three-toed feet. A small longsword and a few pouches hang from a 
leather belt around its waist, and a small shortbow and quiver of arrows are strapped to its back. 
WARDENT (DEVO BEAST) CR 6 

XP 2,400 

N Small humanoid (mutated animal, psionic) 

Init +2; Senses low-light vision, scent; Perception +11 

DEFENSES 

AC 15, touch 13, flat-footed 13 (+2 Dex, +2 natural, +1 size) 

hp 38 (7d8+7) 

Fort +3, Ref +7, Will +5 

Defensive Abilities thought imitation 

OFFENSE 

Speed 20 ft. 

Melee longsword +9 (ld6-l/19— 20) 
Ranged shortbow +8 (Id4-l/x3), 60 ft. 
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STATISTICS 



Str 8, Dex 14, Con 13, Int 15, Wis 16, Cha 11 
Base Atk +5; CMB +3; CMD 15 

Feats Skill Focus [Perception], Skill Focus [Stealth], Weapon Finesse, Weapon Focus [longsword] 
Skills Climb +12, Perception +11, Stealth +14, Survival +16 

Languages Wardent plus 2 other languages; telepathy 100 ft. 

ECOLOGY 

Environment cold and temperate forests, hills, and mountains 
Organization solitary or pair 

Treasure standard (includes Small longsword. Small shortbow, and 20 arrows) 
SPECIAL ABILITIES 

IVIind Blast (Psi) As a standard action that does not provoke an attack of opportunity, a wardent can 

create a 60-ft. cone of psionic energy. Creatures in the cone must succeed on a DC 16 Will save 
or be stunned for 3d4 rounds. The save DC is Wisdom-based. 

Psionic Donnination (Psi) As power, CL 7'^ DC 16 Will save negates. The save DC is Wisdom-based. 

Psionic Telekinesis (Psi) As power, CL 7'^ CMB +10, DC 16 Will negates (object only). The save DC is 
Wisdom-based. 

Thought Imitation (Psi) Psionic powers and mind-affecting effects targeted on the wardent are turned 
back upon the original manifested Thought imitation only affects powers that have the wardent 
as a target; effect and area powers are not affected, nor are ranged touch powers. 

Wardents are highly curious creatures of great cunning and mental power that dwell in maze-like 
warrens or amid the branches of tall trees. They tend to seek out excitement and adventure, and have 
an insatiable appetite for tasty foods. 

WINISLEAN (TANGLE VINE) 

This sprawling mound of tangled vines is covered with barbed thorns and ivy -like leaves, and gives off a 
beguilingly attractive fragrance. 

WINISLEAN (TANGLE VINE) CR 10 

XP 9,600 

N Huge plant 

Init -2; Senses low-light vision, tremorsense 60 ft.; Perception +12 
DEFENSES 

AC 16, touch 6, flat-footed 16 (-2 Dex, +10 natural, -2 size) 

hp 76 (9d8+36) 

Fort +10, Ref +1, Will +3 

Immune plant traits 

OFFENSE 

Speed 0 ft. 

Melee vine +12 (ld8+8 plus poison and grab), 7 vines +10 (ld8+4 plus poison and grab) 
Space 15 ft.; Reach 15 ft. 

Special Attacks constrict (grapple, ld8+8), poison 
STATISTICS 

Str 26, Dex 6, Con 19, Int 2, Wis 10, Cha 2 

Base Atk +6; CMB +16 (+20 to start or maintain a grapple); CMD 24 
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Feats Multiattack, Power Attack, Skill Focus [Perception], Skill Focus [Stealth], Weapon Focus [vine] 
Skills Perception +12, Stealth -2 (+13 in forest or swamp) 

Genotype Modifiers +15 Stealth in forest or swamp 

ECOLOGY 

Environment temperate and warm forests and swamps 
Organization solitary 

Treasure none 

SPECIAL ABILITIES 

Poison (Ex) Vine— injury; save Fort DC 18; frequency 1/round for 6 rounds; effect ld2 Strength damage; 
cure 1 save. The save DC is Constitution-based. 

Winisleans are deadly carnivorous plants that exude a fragrance that most creatures of animal 
intelligence (Int 1 or 2) find irresistible, usually to their demise. 

YEXIL (ORANGE DARTER) 

This bizarre monster stands half -again as tall as a man and combines features of a lion and a bat with 
insect and humanoid features. Its head is like that of a male lion, with the addition of a pair of mantis- 
like mandibles at the sides of its mouth. It has a lion-like tail, and its two legs are also like a lion's, 
including sharp retractibie claws. Two great, bat-like wings a re folded over its back, and at the peak of 
each wing is a humanoid hand. 

YEXIL (ORANGE DARTER) CR 5 

XP 1,600 

N Large animal 

Init +0; Senses low-light vision, scent; Perception +8 
DEFENSES 

AC 17, touch 9, flat-footed 17 (+8 natural, -1 size) 

hp 57 (6d8+30) 

Fort +10, Ref +5, Will +4 

Immune cold 

OFFENSE 

Speed 30 ft., fly 50 ft. (average) 

Melee bite +10 (2d6+9) 

Ranged 2 eye rays +4 (2d6 fire), 80 ft. 

Space 10 ft.; Reach 5 ft. 

STATISTICS 

Str 22, Dex 10, Con 20, Int 5, Wis 14, Cha 8 
Base Atk +4; CMB +11; CMD 21 

Feats Improved Natural Attack [bite]. Weapon Focus [bite]. Weapon [eye ray] 

Skills Fly +4, Perception +8, Stealth +2 

ECOLOGY 

Environment cold and temperate forests, hills, and mountains 
Organization solitary, pair, or pride (3—8) 
Treasure none 
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Yexils are relatively peaceful creatures, fighting only in defense of themselves or their young. They eat 
various types of cloth, particularly favoring synthetic fibers, and have even been known to trade artifacts 
they have found for especially choice fabrics. 

CREATURES FROM THE PATHFINDER ROLEPLAYING GAME BESTIARY 

The majority of the creatures in the Pathfinder Roleplaying Game Bestiary are appropriate for a 
Pathfinder: Gamma World Roleplaying Game campaign, though some might require some modifications. 
Supernatural abilities (Su) and spell-like abilities (Sp) should be changed to psi-like abilities (Psi). The 
following creatures from the Pathfinder Roleplaying Game Bestiary are especially appropriate. 
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Stirge 


Fire beetle 


Tengu 


Froghemoth 


Treant 


Gelatinous cube 


Troglodyte 


Giant animal (all) 


Vegepygmy 


Gibbering mouther 


Violet Fungus 


Girallon 


Will-o'-wisp 


Gnoll 


Winter wolf 


Gray ooze 


Woolly rhinoceros 


Hydra 


Worg 


Intellect devourer 


Wyvern 


Kraken 


Yellow musk creeper 


Lizardfoll< 


Yeti 


Mastodon 
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PRESTIGE CLASSES 



Except for the Duelist, and possibly the Assassin (with modifications to the supernatural abilities), none 
of the prestige classes detailed in the Pathfinder Roleplaying Game Core Rulebook are really appropriate 

to a Pathfinder: Gamma World Roleplaying Game campaign, unless the GM wishes to include magic and 
supernatural elements. Therefore, the following prestige classes have been designed to fit the setting. 

GREEN GUARDIAN 

Green Guardians are the elite champions and stalwart protectors of the "green folk", wise in the lore of 
the wilderness and skilled in the arts of combat. They walk the path of the Green Way, a martial 
discipline developed by the mightiest and wisest sentient plant warriors. Blessed with potent natural 
defenses. Green Guardians are able to withstand assaults that would destroy others. Rigorous 
conditioning regimens toughen the Green Guardian's body, providing him with an armoring of tough 
bark that protects his vital organs. Esoteric herbal applications cause sharp thorns to grow from the 
Green Guardian's body, and his flesh and blood become toxic to further discourage predators. At the 
pinnacle of his advancement in the Green Way, the Green Guardian learns to harness the rays of the sun 
to rapidly heal his own wounds. 

Before a sentient plant can begin his journey on the path of the Green Way, he must first learn 
woodcraft and tracking, so Green Guardians always have at least a level in the scout core class. Combat 
prowess is also required, so the quickest route to becoming a Green Guardian is by taking levels in 
enforcer as well as scout. 

Role: Green Guardians are resilient front-line combatants, able to stand toe to toe with the toughest 
opponents. They are also skilled in natural lore, and make excellent wilderness guides and trackers. 
Alignment: Green Guardians can be of any alignment. Lawful Green Guardians are the peacekeepers in 
lands where sentient plants are the dominant genotype (or in lands governed by sentient plants). 
Chaotic Green Guardians are champions of freedom and foes of oppressive regimes. Good Green 
Guardians focus on protecting plants from their enemies. Evil Green Guardians are rare but not unheard 
of, and are usually bandits that prey on travelers in the forests, or seek to elevate sentient plants by 
purging Gamma Terra of all other sentient creatures. 
Hit Die: dlO. 
REQUIREMENTS 

To qualify to become a Green Guardian, a character must fulfill all of the following requirements. 

Genotype: Sentient plant. 

Base Attack Bonus: +6. 

Skills: Survival 5 ranks. 

Special: Track. 
CLASS SKILLS 

The Green Guardian's class skills (and the key ability for each skill) are Climb (Str), Craft (Int), Handle 
Animal (Cha), Intimidate (Cha), Knowledge (nature). Perception (Wis), Ride (Dex), Stealth (Dex), Survival 
(Dex), and Swim (Str). 

Skill Ranks at Each Level: 2 + Int modifier. 
CLASS FEATURES 

All of the following are class features of the Green Guardian prestige class. 

Weapon and Armor Proficiency: Green Guardians are proficient with all martial and simple 
weapons, and with light and medium armor and shields (except tower shields). 
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Barkskin: Weathering the elements has toughened the Green Guardian's sl<in. He gains a +2 
enhancement bonus to his existing natural armor bonus. (A creature without natural armor has an 
effective natural armor bonus of +0.) 

This enhancement bonus increases by +1 for every 3 Green Guardian levels above 1^' (+3 at 4'^ 
+4 at A and +5 at lO'Nevel). 

Hero of the Green Folk: The Green Guardian is considered a hero among sentient plants and 
other plant creatures with an Intelligence score of 3 or higher. He adds 1/2 his class level (minimum 1) to 
all Charisma-based checks made to influence sentient plant NPCs and other plant creatures with an 
Intelligence score of 3 or higher. 

Track: The Green Guardian adds 1/2 his class level (minimum 1) to Survival skill checks made to 
follow or identify tracks. This bonus stacks with the bonus granted by levels in another class with the 
track feature. 

Light Fortification: At 2"^ level, the Green Guardian's vital organs become harder to target. 
When a critical hit or sneak attack is scored on the Green Guardian, there is a 25% chance that the 
critical hit or sneak attack is negated and damage is instead rolled normally. 

Woodland Stride: At 3''' level, the Green Guardian gains the ability to move through any sort of 
undergrowth (such as natural thorns, briars, overgrown areas, and similar terrain) at his normal speed 
and without taking damage or suffering any other impairment. 

Thorns, briars, and overgrown areas that are enchanted or magically manipulated to impede 
motion, however, still affect him (if the GM includes such elements). 

Swift Tracker: At 4*'^ level, the Green Guardian can move at his normal speed while using 
Survival to follow tracks without taking the normal -5 penalty. He takes only a -10 penalty (instead of 
the normal -20) when moving at up to twice normal speed while tracking. 

Prickly Pear: At 5*^ level, the Green Guardian gains the prickly pear mutation as a bonus 
mutation. The Green Guardian does not need to choose drawbacks to compensate for this mutation. If 
the Green Guardian already has the prickly pear mutation, the piercing damage dealt increases to ld6 
(instead of ld4). 

IVloderate Fortification: At 6*^ level, the Green Guardian's fortification ability improves. When a 
critical hit or sneak attack is scored on the Green Guardian, there is a 50% chance that the critical hit or 
sneak attack is negated and damage is instead rolled normally. 

Toxic: At 7^^ level, the Green Guardian's flesh and blood becomes toxic to other creatures 
(including other plant creatures). Whenever the Green Guardian takes damage from a bite attack, the 
creature that bit him is poisoned. Likewise, whenever the Green Guardian deals damage with his thorns 
(see prickly pear above), his target is poisoned. The Green Guardian's poison has the following statistics: 

Green Guardian poison: ingested or injury; Save Fortitude DC = 10 + 1/2 Green Guardian level + 
Constitution modifier; Frequency 1/round for 4 rounds; Effect ld2 Con damage; Cure 1 save. 

Tremorsense: At 8"^ level, the Green Guardian gains the ability to detect even subtle vibrations 
in the ground, and can automatically pinpoint the location of anything that is in contact with the ground 
out to 30 feet. 

Fascinating Fragrance or Sickening Stench: At 9"" level, the Green Guardian gains the ability to 

exude either a fascinating fragrance or a sickening stench for a limited duration each day. The Green 
Guardian must choose which he can exude upon gaining 9'*" level, and once the choice has been made, it 
cannot be changed. 

Regardless of which ability the Green Guardian chooses, the area of effect is a 30-foot aura that 
affects all living creatures with a sense of smell. The effect of either ability is negated by a successful 
Fortitude save (DC = 10 + 1/2 Green Guardian level + Constitution modifier). A creature that successfully 
saves against this ability cannot be affected by the same Green Guardian's fascinating fragrance or 
sickening stench for 24 hours. The Green Guardian can exude the fascinating fragrance or sickening 
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stench for a number of rounds per day equal to 4 + his constitution modifier. The Green Guardian can 
activate or deactivate this ability as a free action. The total number of rounds of fascinating fragrance or 
sickening stench per day is renewed after resting for 8 hours, although these hours need not be 
consecutive. 

Creatures affected by fascinating fragrance are fascinated. Creatures affected by sickening 
stench are sickened. These conditions last for as long as the affected creature remains within the area of 
an active fascinating fragrance or sickening stench and for ld4 rounds thereafter. 

Heavy Fortification: At lO'*" level, the Green Guardian's fortification ability improves again. 
When a critical hit or sneak attack is scored on the Green Guardian, there is a 75% chance that the 
critical hit or sneak attack is negated and damage is instead rolled normally. 

Photosynthetic Healing: A lO'^'-level Green Guardian can absorb sunlight and use it to heal 
himself for a limited duration. While this ability is active, the Green Guardian gains fast healing 5. The 
Green Guardian can activate this ability for a number of rounds per day equal to 4 + his Constitution 
modifier, and only when exposed to direct sunlight (such as being outdoors on a clear day). The Green 
Guardian can activate or deactivate photosynthetic healing as a free action. The total number of rounds 
of photosynthetic healing per day is renewed after resting for 8 hours, although these hours need not be 
consecutive. 

TABLE: GREEN GUARDIAN 
Base 



Level 


Attack 
Bonus 


Fort 
Save 


Ref 
Save 


Will 
Save 


Special 




+1 


+1 


+0 


+0 


Barkskin +2, hero of the green folk, track 




+2 


+1 


+1 


+1 


Light fortification 


3rd 


+3 


+2 


+1 


+1 


Woodland stride 


4th 


+4 


+2 


+1 


+1 


Barkskin +3, swift tracker 




+5 


+3 


+2 


+2 


Prickly pear 


6*^ 


+6 


+3 


+2 


+2 


Moderate fortification 


7th 


+7 


+4 


+2 


+2 


Barkskin +4, toxic 


gth 


+8 


+4 


+3 


+3 


Tremorsense 


gth 


+9 


+5 


+3 


+3 


Fascinating fragrance or sickening stench 


^Qth 


+10 


+5 


+3 


+3 


Barkskin +5, heavy fortification, photosynthetic 

healing 



GUNSLINGER 
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For soldiers, outlaws, and hunters throughout Gamma Terra, guns are deadly weapons and means to an 
end. For Gunslingers, guns are an extension of their being and a way of life. With unerring aim and 
nerves of steel, Gunslingers deal swift death to their enemies. 

Most Gunslingers begin as enforcers or scouts (or multiclass enforcer-scouts). Some examiners, 
enamored with the mechanical ingenuity involved in the design of firearms, will devote themselves to 
the path of the Gunslinger. Occasionally, an esper will master firearms as a backup in case they should 
need to defend themselves after exhausting their psionic powers. 

Role: Gunslingers are unrivaled in ranged combat. They are most effective as mobile artillery, blasting 
foes from a distance or from behind a defensive wall of allied front-line fighters, but the close combat 
shot feature makes an experienced Gunslinger a force to be reckoned with even when surrounded by 
enemies. 

Alignment: Any. Lawful Gunslingers sometimes enforce the law in towns and rural areas, or use their 
talents to earn their living entertaining crowds at fairs and circuses with feats of marksmanship. Chaotic 
Gunslingers are sometimes outlaws or guns-for-hire, traveling from town to town in search of 
adventure. Good Gunslingers are usually heroes who fight injustice with hot lead. Evil Gunslingers tend 
to be cold-blooded killers or ruthless bandits who rob their victims at gunpoint. 
Hit Die: dS. 
REQUIREIVIENTS 

To qualify to become a Gunslinger, a character must fulfill all of the following requirements. 
Base Attack Bonus: +5. 

Skills: Craft (mechanical) 4 ranks, Perception 4 ranks. 
Feats: Personal Firearms Proficiency, Point-Blank Shot, Precise Shot. 
CLASS SKILLS 

The Gunslinger's class skills (and the key ability for each skill) are Bluff (Cha), Craft (Int), Handle Animal 
(Cha), Intimidate (Cha), Perception (Wis), Ride (Dex), Sense Motive (Wis), Stealth (Dex), Survival (Dex), 
and Swim (Str). 

Skill Ranks at Each Level: 2 + Int modifier. 
CLASS FEATURES 

All of the following are class features of the Gunslinger prestige class. 

Weapon and Armor Proficiency: Gunslingers gain no proficiency with any weapon or armor. 

Ranged Precision: As a standard action, a Gunslinger can make a single precisely aimed attack 
with a firearm, dealing an extra ld6 points of damage if the attack hits. When making a ranged precision 
attack, a Gunslinger must be within 30 feet of her target. Any creature not vulnerable to critical hits is 
not vulnerable to a ranged precision attack, and any item or ability that protects a creature from critical 
hits also protects a creature from the extra damage. 

If the target of a ranged precision attack is flat-footed or denied its Dexterity bonus, the 
Gunslinger's extra precision damage stacks with sneak attack damage. Treat ranged precision as sneak 
attack in all other ways. 

The Gunslinger's bonus to damage on ranged precision attacks increases by +ld6 every level. 

Rapid Shot: A Gunslinger gains the Rapid Shot feat even if she does not meet the prerequisites. 

Shot on the Run: A 2"''-level Gunslinger gains the Shot on the Run feat even if she does not meet 
the prerequisites. 

Close Combat Shot: A 3"'-level Gunslinger can make a ranged attack with a firearm while in a 
threatened square and not provoke an attack of opportunity. 

Sharp-Shooting: A 4'''-level Gunslinger gains the Sharp-Shooting feat (see below) even if she 
does not meet the prerequisites. 

Extended Precision: A 5*^-level Gunslinger's uncanny accuracy with firearms allows her to make 
ranged precision attacks (and sneak attacks, if she has the ability) at a range of up to 60 feet. 
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TABLE: GUNSLINGER 
Base 



Level 


Attack 
Bonus 


Fort 
Save 


Ref 
Save 


Will 
Save 


Special 


1 


■ 1 

+1 


+0 


+1 


+0 


Ranged precision +ld6. Rapid Sliot 


Z 


+Z 


+1 


+1 


+1 


Ranged precision +2d6. Shot on the Run 


3rd 


+3 


+1 


+2 


+1 


Ranged precision +3d6, close combat shot 


4th 


+4 


+1 


+2 


+1 


Ranged precision +4d6, Sharp-Shooting 


5*^ 


+5 


+2 


+3 


+2 


Ranged precision +5d6, extended precision 



SHARP-SHOOTING (COMBAT) 

Your skill with ranged weapons lets you score hits others would miss due to an opponent's cover. 
Prerequisites: Point Blank Shot, Precise Shot, base attack bonus +3. 

Benefit: Your targets only receive a +2 bonus to Armor Class due to cover. This feat has no effect against 

foes with no cover or total cover. 

Normal: Cover normally gives a +4 bonus to AC. 

Special: An enforcer may select Sharp-Shooting as one of his bonus combat feats. 
KNIGHT OF GENETIC PURITY 

The Knightly Order of Genetic Purity is a military order and cryptic alliance dedicated to "purifying" the 
human gene pool by eradicating altered humans, whom they consider abominations. The order was 
founded more than a century ago, in the aftermath of the Social Wars, by a band of pure strain humans 
who saw the rise of mutantkind as a threat to humanity. The knights of genetic purity (or simply 
"purists", as they are sometimes called) view pure strain humans as superior to all other creatures on 
Gamma Terra, and as the rightful heirs of the lost lore and artifacts of the ancients. The order is divided 
into two factions: "traditional" and "reformed". Traditionalists actively seek out mutants to slay, seeing 
it as their duty to exterminate the mutant population. Reformists tend to enslave mutants instead, 
believing that their inferior genetics will eventually cause them to die out naturally. 

Because of the military emphasis of the order, many knights of genetic purity begin as enforcers 
or scouts. Some members of the order begin as examiners, applying their technical expertise to 
restoring artifacts of the ancients so they can be used to hunt down and destroy mutants. Espers rarely 
seek to join the order for fear of being persecuted, as the knights often make no distinction between 
psionic powers and mutations. 

Role: The Knight of Genetic Purity is a mounted warrior, typically favoring heavy armor and melee 
weapons. Because of their extreme hatred of altered humans and exclusive attitude toward other 
genotypes, the Knight of Genetic Purity prestige class is usually not appropriate for player-characters, 
but is provided for the GM's use as an enemy NPC. 

Alignment: Any non-good. The tenets espoused by the Knightly Order of Genetic Purity are odious to 
those of good alignment. The majority are lawful evil, guided by uncompromising dogma and pursuing 
their goal of genetic cleansing with rigorous military discipline. 
Hit Die: dl2. 
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REQUIREMENTS 

To qualify to become a Knight of Genetic Purity, a character must fulfill all of the following 
requirements. 

Genotype: Pure strain human. 

Base Attack Bonus: +6. 

Skills: Handle Animal 5 ranks. Ride 5 ranks. 

Feats: Mounted Combat. 
CLASS SKILLS 

The Knight of Genetic Purity's class skills (and the key ability for each skill) are Craft (Int), Handle Animal 
(Cha), Identify Artifact (Int), Intimidate (Cha), Perception (Wis), Ride (Dex), and Swim (Str). 

Skill Ranks at Each Level: 2 + Int modifier. 
CLASS FEATURES 

All of the following are class features of the Knight of Genetic Purity prestige class. 

Weapon and Armor Proficiency: Knights of genetic purity are proficient with all martial and 
simple weapons, and with all armor and shields (including tower shields). 

Bonded Steed: A Knight of Genetic Purity receives a special steed upon induction into the order. 
(The Knightly Order of Genetic Purity trains and keeps a sufficient stock of such steeds in large stables at 
each of their strongholds.) A Knight of Genetic Purity may choose any of the creatures listed in the 
Bonded Steeds section below. This steed is a loyal mount that accompanies the Knight of Genetic Purity 
on his adventures. Unlike normal creatures of its kind, a bonded steed's Hit Dice, abilities, skills, and 
feats advance as the Knight of Genetic Purity advances in level. If a character receives a bonded steed 
from more than one source, his effective Knight of Genetic Purity levels stack for the purposes of 
determining the statistics and abilities of the steed. 

If a Knight of Genetic Purity releases his bonded steed from service, or if it perishes, he may gain 
a new one by request at a stronghold of the Knightly Order of Genetic Purity (typically located in lands 
dominated by pure strain humans, where the Order is most likely to be endorsed, or at least tolerated). 

Detect Mutant: A Knight of Genetic Purity has an intuitive ability to detect altered humans, even 
if their mutations are not obvious to normal observation. 

At will as a move action, a Knight of Genetic Purity can concentrate on a single individual within 
60 feet and determine if it is an altered human. For each additional move action spent concentrating on 
an altered human, a Knight of Genetic Purity can detect one major or minor mutation possessed by the 
subject. 

While focusing on one individual, a Knight of Genetic Purity cannot detect mutations (except 
those that are obvious to normal observation) in any other individual within range. 

Smite Mutant: A Knight of Genetic Purity can focus his hatred of altered humans into 
devastating attacks against them. Once per day as a swift action, a Knight of Genetic Purity can choose 
one target within sight to smite. If the target is an altered human, the Knight of Genetic Purity adds his 
Charisma bonus (if any) to his attack rolls and adds twice his Knight of Genetic Purity level to all damage 
rolls made against the target of his smite. (For example, a 5'^-level Knight of Genetic Purity with a 15 
Charisma gains a +2 bonus on attack rolls and a +10 bonus on damage rolls when using this ability 
against an altered human target.) Regardless of the target, smite mutant bypasses any DR the target 
might have. 

In addition, while smite mutant is in effect, the Knight of Genetic Purity gains a deflection bonus 
equal to his Charisma bonus (if any) to his AC against attacks made by the target of the smite. 

If the Knight of Genetic Purity targets a creature that is not an altered human, the smite is 
wasted with no effect. 

The smite mutant effect remains until the target of the smite is dead or until the next time the 
Knight of Genetic Purity rests and regains his uses of this ability. 
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At 4 level, and at every 3 levels thereafter, the Knight of Genetic Purity nnay smite mutant one 
additional time per day, as indicated on the table below, to a maximum of 4 times per day at 10*^ level. 

Bonus Combat Feat: At 2"'' level, the Knight of Genetic Purity gains a bonus combat feat. This is 
in addition to the feats that a character of any class normally gets from advancing levels. The character 
must still meet any prerequisites for these bonus feats. A Knight of Genetic Purity gains another bonus 
combat feat for every 3 levels above 2"'' (at S'*" and at 8'^ level). 

Pure Blooded: At 2"'^ level, the Knight of Genetic Purity becomes a model of health and physical 
resilience. He gains a +1 bonus on saving throws to resist disease, poison, and radiation sickness. 

This bonus increases by +1 for every even level above 2"'' (+2 at 4'^ +3 at 6'^ +4 at 8'^ and +5 at 
10*'' level). 

Mounted Weapon Bonus: At 3"' level, the Knight of Genetic Purity gains a +1 competence bonus 
on his attack roll when wielding a lance or any kind of sword while mounted. 

This bonus increases by +1 for every 3 levels above 3'^^ (+2 at 6"^ and +3 at 9"^ level). 

Resist Mutation: At 4*'^ level, the Knight of Genetic Purity becomes harder to affect with 
mutations. He gains a +2 morale bonus on saves made to resist the effects of mutations that allow a 
saving throw. This bonus increases to +4 at S'*" level. 

Deadly Charge: At 7*'^ level, when mounted and using the charge action, a Knight of Genetic 
Purity may declare a "deadly charge" before making his attack roll (thus, a failed attack ruins the 
attempt). If he hits, he deals triple damage with a melee weapon (or quadruple damage with a lance). 
This ability does not stack with the benefit of the Spirited Charge feat. 

Mutant Slayer: At 9*'^ level, if a Knight of Genetic Purity studies an altered human for 3 rounds 
and then makes a smite mutant attack with a melee weapon that successfully deals damage, the smite 
mutant attack has the additional effect of possibly either paralyzing or killing the target (Knight of 
Genetic Purity's choice). Studying the target is a standard action. If the target of such a mutant slayer 
attack fails a Fortitude save (DC 10 + the Knight of Genetic Purity's class level + the Knight of Genetic 
Purity's Intelligence modifier) against the kill effect, she dies. If the saving throw fails against the 
paralysis effect, the target is rendered helpless and unable to act for ld6 rounds plus 1 round per level 
of the Knight of Genetic Purity. 

If the target's saving throw succeeds, the attack is just a normal smite mutant attack. Once the 
Knight of Genetic Purity has completed the 3 rounds of study, he must make the mutant slayer attack 
within the next 3 rounds. If a mutant slayer attack is attempted and fails (the target makes her save) or if 
the Knight of Genetic Purity does not launch the attack within 3 rounds of completing the study, 3 new 
rounds of study are required before he can attempt another mutant slayer attack. 

This ability has no effect against a target that is not an altered human. 

Bane of Mutants: At 10*^ level, the Knight of Genetic Purity automatically confirms critical 
threats against altered humans, and the damage multiplier of the weapon used is increased by 1 (x2 
becomes x3, for example). This increase in the damage multiplier does not stack with the increase 
granted by the weapon mastery class feature. 
TABLE: KNIGHT OF GENETIC PURITY 
Base 



Level 


Attack 
Bonus 


Fort 

Save 


Ref 

Save 


Will 

Save 


Special 




+1 


+1 


+0 


+0 


Bonded steed, detect mutant, smite mutant 
1/day 




+2 


+1 


+1 


+1 


Bonus combat feat, pure blooded +1 
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3"* +3 +2 +1 +1 Mounted weapon bonus +1 



4th 


+4 


+2 


+1 


+1 


Resist mutation +2, pure blooded +2, smite 
mutant 2/da\/ 




+5 


+3 


+2 


+2 


Bonus combat feat 


6*^ 


+6 


+3 


+2 


+2 


Mounted weapon bonus +2, pure blooded +3 


7th 


+7 


+4 


+2 


+2 


Deadly charge, smite mutant 3/day 


gth 


+8 


+4 


+3 


+3 


Bonus combat feat, pure blooded +4, resist 
mutation +4 


gth 


+9 


+5 


+3 


+3 


Mounted weapon bonus +3, mutant slayer 


^Qth 


+10 


+5 


+3 


+3 


Bane of mutants, pure blooded +5, smite 
mutant 4/day 



BONDED STEEDS 

A bonded steed's abilities are determined by the Knight of Genetic Purity's level and its animal racial 
traits. Table: Bonded Steed Base Statistics determines many of the base statistics of the bonded steed. 
They remain creatures of the animal type for purposes of determining which effects can affect them. 
Class Level: This is the character's Knight of Genetic Purity level. The Knight of Genetic Purity's class 
levels stack with levels of any other classes that are entitled to a bonded steed for the purpose of 
determining the steed's statistics. 

HD: This is the total number of eight-sided (d8) Hit Dice the bonded steed possesses, each of which 
gains a Constitution modifier, as normal. 

BAB: This is the bonded steed's base attack bonus. A bonded steed's base attack bonus follows the 
medium progression (3/4 of its total HD). Bonded steeds do not gain additional attacks using their 
natural weapons for a high base attack bonus. 

Fort/Ref/Will: These are the bonded steed's base saving throw bonuses. A bonded steed has good 
Fortitude and Reflex saves. 

Skills: This lists the animal's total skill ranks. Bonded steeds can assign skill ranks to any skill listed under 
Animal Skills. If a bonded steed increases its Intelligence to 10 or higher, it gains bonus skill ranks as 
normal. Bonded steeds with an Intelligence of 3 or higher can purchase ranks in any skill. A bonded 
steed cannot have more ranks in a skill than it has Hit Dice. 

Feats: This is the total number of feats possessed by a bonded steed. Bonded steeds should select their 
feats from those listed under Animal Feats. Bonded steeds can select other feats, although they are 
unable to utilize some feats (such as Martial Weapon Proficiency). 

Note that bonded steeds cannot select a feat with a requirement of base attack bonus +1 until 
they gain their second feat at 3 Hit Dice. 

Natural Armor Bonus: The number noted here is an improvement to the bonded steed's existing natural 
armor bonus. 

Str/Dex Bonus: Add this modifier to the bonded steed's Strength and Dexterity scores. 

Bonus Tricks: The value given in this column is the total number of "bonus" tricks that the animal knows 

in addition to any that the Knight of Genetic Purity might choose to teach it (see the Handle Animal skill 
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for more details on how to teach an animal tricks). These bonus tricks don't require any training time or 
Handle Animal checks, and they don't count against the normal limit of tricks known by the animal. The 
Knight of Genetic Purity selects these bonus tricks, and once selected, they can't be changed. 
Special: This includes a number of abilities gained by bonded steeds as they increase in power. Each of 
these bonuses is described below. 

Link (Ex): A Knight of Genetic Purity can handle his bonded steed as a free action, or push it as a 
move action, even if he doesn't have any ranks in the Handle Animal skill. The Knight of Genetic Purity 
gains a +4 circumstance bonus on all Handle Animal checks made regarding a bonded steed. 

Evasion (Ex): If a bonded steed is subjected to an attack that normally allows a Reflex save for 
half damage, it takes no damage if it makes a successful saving throw. 

Ability Score Increase (Ex): The bonded steed adds +1 to one of its ability scores. 

Devotion (Ex): A bonded steed gains a +4 morale bonus on Will saves against mind-affecting 

effects. 

Multiattack: A bonded steed gains Multiattack as a bonus feat if it has three or more natural 
attacks and does not already have that feat. If it does not have the requisite three or more natural 
attacks, the bonded steed instead gains a second attack with one of its natural weapons, albeit at a -5 
penalty. 

Improved Evasion (Ex): When subjected to an attack that allows a Reflex saving throw for half 
damage, a bonded steed takes no damage if it makes a successful saving throw and only half damage if 
the saving throw fails. 
ANIMAL SKILLS 

Bonded steeds can have ranks in any of the following skills: Acrobatics* (Dex), Climb* (Str), Escape Artist 
(Dex), Fly* (Dex), Intimidate (Cha), Perception* (Wis), Stealth* (Dex), Survival (Wis), and Swim* (Str). 

All of the skills marked with an (*) are class skills for bonded steeds. Bonded steeds with an 
Intelligence of 3 or higher can put ranks into any skill. 
ANIMAL FEATS 

Bonded steeds can select from the following feats: Acrobatic, Agile Maneuvers, Armor Proficiency (light, 
medium, and heavy). Athletic, Blind-Fight, Combat Reflexes, Diehard, Dodge, Endurance, Great 
Fortitude, Improved Bull Rush, Improved Initiative, Improved Natural Armor (see the Pathfinder RPG 
Bestiary), Improved Natural Attack (see the Pathfinder RPG Bestiary), Improved Overrun, Intimidating 
Prowess, Iron Will, Lightning Reflexes, Mobility, Power Attack, Run, Skill Focus, Spring Attack, Stealthy, 
Toughness, and Weapon Focus. 

Bonded steeds with an Intelligence of 3 or higher can select any feat they are physically capable 
of using. GMs might expand this list to include feats from other sources. 
ANIMAL CHOICES 

Each bonded steed has different starting sizes, speed, attacks, ability scores, and special qualities. All 
animal attacks are made using the creature's full base attack bonus unless otherwise noted. Animal 
attacks add the animal's Strength modifier to the damage roll, unless it is its only attack, in which case it 
adds 1-1/2 its Strength modifier. Some have special abilities, such as scent. See Appendix 1 for more 
information on these abilities. As you gain levels, your bonded steed improves as well, as noted on 
Table: Bonded Steed Base Statistics. 

BRUTORZ 

Starting Statistics: Size Large; Speed 50 ft.; AC +4 natural armor; Attack bite* (ld4), 2 hooves (ld6); 
Ability Scores Str 25, Dex 14, Con 17, Int 10, Wis 13, Cha 10; Special Attacks trample (2d6, Str-based 
DC); Special Qualities combat trained (see the Pathfinder RPG Bestiary), low-light vision, scent. *This is a 
secondary natural attack, see Chapter 8 in the Pathfinder Roleplaying Game Core Rulebook for more 
information on how secondary attacks work. 
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CENTISTEED 

Starting Statistics: Size Large; Speed 60 ft.; AC +4 natural armor; Attacl< bite* (ld4), 4 hooves (ld6); 
Ability Scores Str 23, Dex 16, Con 17, Int 2, Wis 13, Cha 6; Special Attacks combat trained (see the 
Pathfinder RPG Bestiary), trample (4d6, Str-based DC); Special Qualities darkvision 60 ft., low-light 
vision. *This is a secondary natural attack, see Chapter 8 in the Pattifinder Roleplaying Game Core 
Rulebool< for more information on how secondary attacks work. 

HOPPER 

Starting Statistics: Size Large; Speed 60 ft.; AC +2 natural armor; Attack gore (IdS); Ability Scores Str 20, 
Dex 16, Con 17, Int 1, Wis 13, Cha 7; Special Qualities combat trained (see the Pathfinder RPG Bestiary), 
low-light vision, scent. 

HORSE 

Starting Statistics: Size Large; Speed 50 ft.; AC +4 natural armor; Attack bite (ld4), 2 hooves* (ld6); 
Ability Scores Str 20, Dex 13, Con 19, Int 2, Wis 12, Cha 6; Special Qualities combat trained (see the 
Pathfinder RPG Bestiary), low-light vision, scent. *This is a secondary natural attack, see Chapter 8 in the 
Pathfinder Roleplaying Game Core Rulebook for more information on how secondary attacks work. 
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NEW BREED AVENGER 

Founded in reaction to the depredations of the hateful l<nights of genetic purity, the Alliance of the New 
Breed is a cryptic alliance dedicated to protecting altered humans from their enemies. The Alliance is 
divided into a traditional faction and a reformed faction. The traditionalists consider all pure strain 
humans their hated foes. The reformists reserve their hatred for the knights of genetic purity. To the 
more conservative members of the Alliance, it is enough to defend mutantkind against aggressors. To 
the more radical members, particularly of the traditional faction, nothing less than the extinction of all 
pure strain humans will suffice. New Breed Avengers are the elite soldiers of the Alliance, trained to 
protect their fellow altered humans, and to efficiently destroy their enemies. 

Skill at hand-to-hand combat is central to the New Breed Avenger's training, so most begin as 
enforcers or scouts. Examiners and espers sometimes join the ranks of the New Breed Avengers to 
improve their combat prowess and to offer their own special abilities to the fight against mutantkind's 
enemies. 

Role: New Breed Avengers are formidable front-line fighters, well suited to defending their allies. They 
are effective ranged combatants, but their true strength lies in melee combat, where they can deliver 
powerful attacks that debilitate their foes or stop them in their tracks. 

Alignment: New Breed Avengers can be of any alignment. Lawful New Breed Avengers often serve as 
elite soldiers or warrior-aristocrats in societies of altered humans (or societies governed by altered 
humans). Chaotic New Breed Avengers tend to be wandering outlaws who wreak havoc in lands where 
altered humans are persecuted. Good New Breed Avengers serve as protectors and implements of 
justice. Evil New Breed Avengers pave the way for the ascendancy of the new breed with the slaughter 
of pure strain humans and other sentient creatures. 
Hit Die: dlO. 
REQUIREMENTS 

To qualify to become a New Breed Avenger, a character must fulfill all of the following requirements. 

Genotype: Altered human. 

Base Attack Bonus: +6. 

Skills: Intimidate 5 ranks. 
CLASS SKILLS 

The New Breed Avenger's class skills (and the key ability for each skill) are Climb (Str), Craft (Int), 
Intimidate (Cha), Perception (Wis), Ride (Dex), Stealth (Dex), Survival (Dex), and Swim (Str). 

Skill Ranks at Each Level: 2 + Int modifier. 
CLASS FEATURES 

All of the following are class features of the New Breed Avenger prestige class. 

Weapon and Armor Proficiency: New Breed Avengers are proficient with all martial and simple 
weapons, and with all armor and shields (except tower shields). 

Bonus Mutation: A l^'-level New Breed Avenger gains a bonus minor mutation chosen from the 
list of mutations (see Mutations on page 48 in the Pathfinder: Gamma World Roleplaying Game 
document). The New Breed Avenger does not need to choose drawbacks to compensate for this 
mutation. 

At 4*'^ level, the New Breed Avenger gains another bonus minor mutation. 

At 7**^ level, the New Breed Avenger gains a bonus major or minor mutation. 

At 10**^ level, the New Breed Avenger gains another bonus major or minor mutation. 

Champion of the New Breed: The New Breed Avenger is considered a hero among altered 
humans. She adds 1/2 her class level (minimum 1) to all Charisma-based checks made to influence 
altered human NPCs. 
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Mutant Menace: The New Breed Avenger is considered a monster among pure strain humans. 
She adds 1/2 her class level (minimum 1) to Intimidate checks made against pure strain human NPCs. 

Rage: A New Breed Avenger gains the rage class feature (see page 12 in the Pathfinder: Gamma 
World Roleplaying Game document) at 1^' level. If the character already has the rage feature from a 
different class, she instead gains a rage power (see pages 12—14 in the Pathfinder: Gamma World 
Roleplaying Game document), and her New Breed Avenger levels stack with her levels in the class 
granting the rage feature for all purposes pertaining to the rage feature (rounds per day, level 
prerequisites for rage powers, et cetera). 

Arresting Strike: Beginning at 2"'' level, if a New Breed Avenger hits an enemy with an attack of 
opportunity provoked by movement, the enemy stops moving. If the enemy still has actions remaining it 
can use them to resume moving. 

Radiation Resistance: At 2"'' level, the New Breed Avenger gains a +1 bonus on saving throws 
made to resist radiation sickness (see pages 378—379 in the Pathfinder: Gamma World Roleplaying 
Game document). 

This bonus improves by 1 point for every even level gained above 2"'' (+2 at 4'^ +3 at 6'^ +4 at 
8*', and +5 at 10*' level). 

Rage Power: At 3'^'^ level, the New Breed Avenger gains a rage power (see pages 12—14 in the 
Pathfinder: Gamma World Roleplaying Game document). She gains another rage power at each odd 
level above 3'^ (at 5^ 7^ and S'^ level). 

Avenging Stril<e: At 5^^ level, the New Breed Avenger reflexively metes out vengeance on 
enemies that dare to harm her allies. She can make an attack of opportunity (if she has one available) 
against an opponent within reach that hits one of her allies with a melee or ranged attack. 

Sicl<ening Blow: At 8"" level, the New Breed Avenger can sicken her foes with well-aimed 
attacks. As a standard action, the New Breed Avenger can make a single attack that gives the target the 
sickened condition for 1 round if it hits. A successful Fortitude save (DC = 18 + New Breed Avenger's 
Strength modifier) negates the sickened condition. 

Staggering Blow: A lO'^-levei New Breed Avenger can stagger her foes with powerful attacks. As 
a standard action, the New Breed Avenger can make a single attack that gives the target the staggered 
condition for 1 round if it hits. A successful Fortitude save (DC = 20 + New Breed Avenger's Strength 
modifier) negates the staggered condition. 
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PSIONAUT 

There are a few remote monasteries hidden in wilderness locations throughout Gamma Terra where an 
esoteric discipline is practiced by rare individuals who are blessed with exceptional physical and mental 
strength. Those who pursue this demanding discipline are called Psionauts. Some serve as the personal 
bodyguards of powerful rulers, others are paid many times their weight in domars as mercenaries, and 
still others are wandering philosopher-adventurers, but all are feared and respected for their powerful 
martial and psionic abilities. 

All Psionauts must first take at least 5 levels of esper (or enough levels in another psionic class to 
gain the ability to manifest 3'''-level powers), and all must become proficient with all martial weapons. 
Some also take levels of enforcer to increase their combat effectiveness, or levels of examiner or scout 
to increase their versatility with a broader set of skills. 

Role: The Psionaut combines an esper's psionic powers with an enforcer's skill with weapons, making 

her a versatile and effective adventurer that can fulfill either role as needed. 

Alignment: Psionauts can be of any alignment. 

Hit Die: dlO. 

REQUIREMENTS 

To qualify to become a Psionaut, a character must fulfill all of the following requirements. 

Weapon Proficiency: Must be proficient with all martial weapons. 

Powers: Able to manifest 3"'-level psionic powers. 
CLASS SKILLS 

The Psionaut's class skills (and the key ability for each skill) are Autohypnosis (Wis), Intimidate (Cha), 
Knowledge [psionics] (Int), Perception (Wis), Psicraft (Int), Sense Motive (Wis), and Use Psionic Device 
(Cha). 

Skill Ranks at Each Level: 2 + Int modifier. 
CLASS FEATURES 

All of the following are class features of the Psionaut prestige class. 

Weapon and Armor Proficiency: Psionauts gain no proficiency with any weapon or armor. 

Bonus Combat Feat: At 1^' level, a Psionaut may choose a bonus combat feat. This is in addition 
to the feats that a character of any class normally gets from advancing levels. The character must still 
meet any prerequisites for these bonus feats. A Psionaut gains an additional bonus combat feat at s"" 
and 9*'' level. 

Diverse Training: A Psionaut adds her level to any levels of enforcer she might have for the 
purpose of meeting the prerequisites for feats (if she has no enforcer levels, treat her Psionaut levels as 
levels of enforcer). She also adds her level to any levels of esper (or another psionic manifesting class) 
for the purpose of meeting the prerequisites for feats. 

Psionic Powers: At the indicated levels, a Psionaut gains new power points per day, psionic 
powers known, and an increased effective manifester level as if she had also gained a level of esper (or 
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another psionic manifesting class she belonged to before adding the prestige class). She does not, 
however, gain any other benefit an esper (or other manifesting class) would have gained. If a character 
had more than one psionic manifesting class before becoming a Psionaut, she must decide to which 
class she adds the new level for purposes of determining psionic powers. 

Power Critical: At 10'^ level, whenever a Psionaut successfully confirms a critical hit, she can 
manifest a psionic power as a swift action. The power must include the target of the attack as one of its 
targets or in its area of effect. Manifesting this power does not provoke an attack of opportunity. The 
Psionaut must still meet all of the power's components (if any). 
TABLE: PSIONAUT 
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RESTORATIONIST 

The civilization of the ancients lies in half-buried ruins, its secrets fading into the darkening past, but 
there are those who work to restore it to its former glory, like a phoenix rising from the ashes. These are 
the Restorationists, scholar-adventurers who plumb the depths of the ruined cities and installations of 
the ancients in search of artifacts and lost lore. Although some accuse them of idealizing a society that 
ultimately destroyed itself, the Restorationists see hope for the future in the shattered splendors and 
technological marvels of the distant past, and so they continue the painstaking and often dangerous task 
of rebuilding the ruined civilization of the ancients. 

Those who would join the ranks of the Restorationists must demonstrate knowledge of the 
technology and lore of the ancients, and the ability to survive in the often perilous environments the 
alliance works in. Therefore, all Restorationists take at least a level each of examiner and scout (or other 
classes that grant the required features). 

Role: Restorationists are consummate explorers and technicians, combining the cunning and survival 
skills of a scout with the technical expertise of an examiner. The Restorationist's ability to handle 
mysterious and potentially deadly artifacts makes her particularly valuable on any expedition into the 
ruins of the ancients. 

Alignment: Restorationists can be of any non-chaotic alignment. As proponents of an orderly restoration 
of the great civilization of the ancients, most Restorationists are lawful (or at least neutral with regard to 
law and chaos). Morally, Restorationists tend to be good or neutral, seeking to restore the artifacts of 
the ancients for the good of the present and future generations, but there are some evil Restorationists 
who seek artifacts for their own empowerment. 
Hit Die: dS. 
REQUIREIVIENTS 

To qualify to become a Restorationist, a character must fulfill all of the following requirements. 

Skills: Craft [electronic] 2 ranks, Craft [mechanical] 2 ranks. Craft [structural] 2 ranks. Disable 
Device 5 ranks. Identify Artifact 5 ranks. Knowledge [history] 2 ranks. 

Special: Artifact expert, knowledgeable, trapfinding, trap sense. 
CLASS SKILLS 

The Restorationist's class skills (and the key ability for each skill) are Climb (Str), Craft (Int), Disable 
Device (Dex), Drive (Dex), Identify Artifact (Int), Knowledge [engineering] (Int), Knowledge [geography] 
(Int), Knowledge [history] (Int), Perception (Wis), Pilot (Dex), Ride (Dex), Stealth (Dex), Survival (Dex), 
and Swim (Str). 

Skill Ranks at Each Level: 8 + Int modifier. 
CLASS FEATURES 

All of the following are class features of the Restorationist prestige class. 

Weapon and Armor Proficiency: Restorationists are proficient with all simple weapons and 
personal firearms, and with the handaxe, heavy pick, light hammer, light pick, rapier, short sword, and 
warhammer. Restorationists are proficient with light and medium armor, but not with shields. 

Artifact Expert: The Restorationist adds 1/2 her class level (minimum 1) to all Identify Artifact 
skill checks. This bonus stacks with the bonus from levels in another class with the artifact expert class 
feature. 
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Knowledgeable: The Restorationist adds 1/2 her class level (minimum 1) to all Knowledge skill 
checks and may make all Knowledge skill checks untrained. This bonus stacks with the bonus from levels 
in another class with the knowledgeable class feature. 

Trapfinding: The Restorationist adds 1/2 her class level (minimum 1) to Perception skill checks 
made to locate traps and to Disable Device skill checks. This bonus stacks with the bonus from levels in 
another class with the trapfinding class feature. 

Trap Sense: The Restorationist gains an intuitive sense that alerts her to danger from traps, 
giving her a +1 bonus on Reflex saves made to avoid traps and a +1 dodge bonus to AC against attacks 
made by traps. These bonuses increase by +1 for every 3 levels the Restorationist has attained above 1^' 
(+2 at 4*^ +3 at 7*^ and +4 at lo"" level). 

Trap sense bonuses gained from multiple classes stack. 

Minor Artifact: At 2"** level, the Restorationist gains a minor artifact. This feature is exactly the 
same as the examiner feature of the same name (see pages 25—26 in the Pathfinder: Gamma World 
Roleplaying Game document). 

At 4**" level, the Restorationist gains another minor artifact. 

Quicl< Reconnoiter: At 2"'' level, the Restorationist can learn a lot of information from a quick 
scan of an area or object. She can make one Perception check each round as a free action, and she gains 
a +2 bonus on initiative checks. 

Uncanny Dodge: At 3"' level, the Restorationist can react to danger before her senses would 
normally allow her to do so. She cannot be caught flat-footed, even if the attacker is invisible. She still 
loses her Dexterity bonus to AC if immobilized. A Restorationist with this feature can still lose her 
Dexterity bonus to AC if an opponent successfully uses the feint action (see Chapter 8 in Pathfinder RPG) 
against her. 

If the Restorationist already has uncanny dodge from a different class, she automatically gains 
improved uncanny dodge instead. 

Quick Appraisal: At 4'*" level, the Restorationist learns to appraise valuable objects in a hurry. 
She can appraise an item as a move action (normally a standard action), and can determine the most 
valuable item in a treasure hoard as a standard action (normally a full-round action). 

Evasion: At 5'*^ level, the Restorationist can avoid even area attacks and unusual attacks with 
great agility. If she makes a successful Reflex saving throw against an attack that normally deals half 
damage on a successful save, she instead takes no damage. Evasion can be used only if the 
Restorationist is wearing light armor or no armor. A helpless Restorationist does not gain the benefit of 
evasion. 

Integrate Tech: At 5'*^ level, the Restorationist can freely "mix and match" parts from different 
Progress Levels, using a PL 6 power pack to power a PL 8 device, for example. 

Medium Artifact: At 6**^ level, the Restorationist gains a medium artifact. This feature is exactly 
the same as the examiner feature of the same name (see page 26 in the Pathfinder: Gamma World 
Roleplaying Game document). 

At 8**^ level, the Restorationist gains another medium artifact. 

Never Lost: At 6*^ level, the Restorationist automatically succeeds on Survival skill checks made 
to avoid becoming lost, and maze effects do not affect her. 

Sage Advice: At 7^^ level, the Restorationist has mastered techniques of explaining the functions 
of a variety of artifacts. When taking the aid another action to help another character succeed on an 
Identify Artifact skill check, the Restorationist grants a +8 bonus on the other character's check if she 
succeeds. 

Trailblazer: At 7^^ level, the Restorationist can discern the best route through unfamiliar or 
rugged terrain. When travelling in poor weather conditions or difficult terrain, the Restorationist can 
make a Survival check to save travel time. With a check result of 15 or better, the Restorationist reduces 
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the total travel time by 25%. With a 25 or better, the travel time is reduced by 50%. The Restorationist 
can take 10 on this check, but she can't take 20. This feature applies only to long-term travel, not tactical 
movement. 

Travel time is reduced for everyone travelling in the immediate vicinity of the Restorationist. An 
entire caravan can benefit from a Restorationist's trailblazing. Travelers following the Restorationist, 
however, do not benefit and must pass through the terrain normally. 

Improved Evasion: At 8'*^ level, the Restorationist's evasion ability improves. While she still takes 
no damage on a successful Reflex saving throw against attacks, she henceforth takes only half damage 
on a failed save. A helpless Restorationist does not gain the benefit of improved evasion. 

Defensive Roll: At 9'*^ level, the Restorationist can roll with a potentially lethal blow to take less 
damage from it than she otherwise would. Once per day, when she would be reduced to 0 or fewer hit 
points by damage in combat from a weapon or other blow, the Restorationist can attempt to roll with 
the damage. To use this ability, the Restorationist must attempt a Reflex saving throw (DC = damage 
dealt). If the save succeeds, she takes only half damage from the blow; if it fails, she takes full damage. 

She must be aware of the attack and able to react to it in order to execute her defensive roll— if 
she is denied her Dexterity bonus to AC, she can't use this feature. Since this effect would not normally 
allow a character to make a Reflex save for half damage, the evasion feature does not apply to the 
defensive roll. 

Fast Diplomacy: At 9'^ level, the Restorationist has become a master of quick, efficient 
diplomacy. She can make a Diplomacy skill check to influence a creature's attitude as a full-round action 
(normally requires 1 minute). Making a request of a creature takes 1 less round than it normally would, 
and gathering information takes half the time it normally would (see page 94 in the Pathfinder 
Roleplaying Game Core Rulebook). 

Artifact Restoration: At 10*^ level, the Restorationist can restore even artifacts that have been 
completely destroyed, including destroyed robots and exploded vehicles. As long as at least 25% of a 
destroyed artifact, robot, or vehicle remains, the Restorationist can rebuild it at one-quarter the normal 
cost of the artifact, robot, or vehicle. 

Major Artifact: At lO'*" level, the Restorationist gains a major artifact. This feature is exactly the 
same as the examiner feature of the same name (see page 26 in the Pathfinder: Gamma World 
Roleplaying Game document). 
TABLE: RESTORATIONIST 
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+6 
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Artifact restoration, major artifact 



ROAD WARRIOR 

The seemingly boundless ingenuity of the ancients lead them to create all manner of wondrous 
technology, including vehicles that powered themselves without dray beasts or sails that rely on the 
wind. These motorized vehicles were largely destroyed in the cataclysmic wars that toppled the 
civilization of the ancients, or rusted away over the subsequent centuries, but a precious few have 
survived down through the ages, and are coveted treasures to those who now travel the dusty roads of 
Gamma Terra. Certain brilliant engineers have managed to breathe new life into broken vehicles, or 
even build new vehicles from scratch based on plans laid down in unearthed manuscripts. Most 
functioning vehicles are the prized possessions of powerful rulers, but some are driven by adventurers 
and soldiers of fortune known as Road Warriors. 

Road Warriors often begin as examiners, as some understanding of the mechanical and 
electronic sciences of the ancients is necessary, but enforcers, espers, and scouts can also become 
accomplished drivers and skirmishers, given the time to acquire the requisite skills and feats. 
Role: The Road Warrior is the ultimate mobile striker, whether moving about the battlefield on foot or 
behind the wheel of a vehicle. His general combat and engineering abilities make him a useful addition 
to any party of adventurers, but it is in a campaign that regularly features vehicle-to-vehicle combat that 
the Road Warrior truly shines. 

Alignment: Most Road Warriors are uninterested in local laws, and are ever ready to leave a settlement 
in a cloud of dust when they have had their fill of trouble with the authorities. Most are chaotic or 
neutral, though a rare few lawful Road Warriors do actually bother to learn and adhere to the local laws. 
Good Road Warriors, often considered outlaw folk heroes, are unfortunately far outnumbered by the 
selfish and evil Road Warriors, who are mercenaries at best and hell on wheels at worst. 
Hit Die: d8. 
REQUIREMENTS 

To qualify to become a Road Warrior, a character must fulfill all of the following requirements. 

Skills: Craft [electronic] 2 ranks. Craft [mechanical] 2 ranks. Drive 5 ranks. 

Feats: Drive-By Attack, Personal Firearms Proficiency, Vehicle Dodge, Vehicle Expert. 
CLASS SKILLS 

The Road Warrior's class skills (and the key ability for each skill) are Craft (Int), Disable Device (Dex), 
Drive (Dex), Identify Artifact (Int), Intimidate (Cha), Knowledge [engineering] (Int), Knowledge 
[geography] (Int), Perception (Wis), Pilot (Dex), Ride (Dex), Stealth (Dex), and Survival (Dex). 

Skill Ranks at Each Level: 4 + Int modifier. 
CLASS FEATURES 

All of the following are class features of the Road Warrior prestige class. 

Weapon and Armor Proficiency: Road Warriors are proficient with the crossbow (hand, light, or 
heavy), dagger (any type), dart, handaxe, javelin, rapier, sap, short sword, and throwing axe. Road 
Warriors are proficient with light armor but not with shields. 
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Skirmish: The Road Warrior relies on mobility to deal extra damage and improve his defense. He 
deals an extra ld6 points of damage on all attacks he makes during any round in which he moves at 
least 10 feet. The extra damage applies only to attacks taken during the Road Warrior's turn. This extra 
damage increases by ld6 for every four levels gained above 1^' (2d6 at 5'^ and 3d6 at 9'^ level). 

The extra damage is treated exactly like sneak attack damage (see page 68 in the Pathfinder 
Roleplaying Game Core Rulebook). Ranged attacks can count as skirmish attacks only if the target is 
within 30 feet. The Road Warrior must be able to see the target well enough to pick out a vital spot and 
must be able to reach such a spot. The Road Warrior cannot skirmish while striking a creature with 
concealment. 

At 3'^'' level, the Road Warrior gains a +1 competence bonus to Armor Class during any round in 
which he moves at least 10 feet. The bonus applies as soon as the Road Warrior has moved 10 feet, and 
lasts until the start of his next turn. This bonus improves by 1 for every four levels gained above 3''' (+2 
at7*Nevel). 

The Road Warrior loses this ability when wearing medium or heavy armor or when carrying a 
medium or heavy load. If he gains the skirmish ability from another class, the bonuses stack. 

When driving or riding in a land vehicle, movement made by the vehicle counts as movement 
made by the Road Warrior. 

Defensive Driving: The Road Warrior is adept at driving through combat. 

Once per round, when a vehicle the Road Warrior is driving is hit in combat, the Road Warrior 
may attempt a Drive skill check (as an immediate action) to negate the hit. The hit is negated if the Drive 
skill check result is greater than the opponent's attack roll. 

Quick Craft: The Road Warrior learns how to craft ordinary scratch-built electronic, mechanical, 
and structural objects more quickly than normal. 

When using the Craft [electronic]. Craft [mechanical], or Craft [structural] skill to build an 
ordinary scratch-built item, the Road Warrior reduces the building time by one-quarter. For example, a 
complex electronic device that normally takes 24 hours to build takes the Road Warrior 18 hours to 
build. 

At 5**^ level, the Road Warrior reduces the building time of ordinary objects and masterwork 
objects by half. 

Tinkering: At 2""" level and higher, the Road Warrior can get more out of a device than was 
originally intended. By making a relevant Craft skill check, the Road Warrior can temporarily improve a 
machine's performance, at the risk of causing the machine to need repairs later. The Craft skill check's 
DC depends upon the type of improvement being made, as shown on the table below. 

Tinkering takes 1 hour, and the Road Warrior cannot take 10 or take 20 on this check. If the 
check succeeds, the effect of the improvement lasts a number of minutes equal to the Road Warrior's 
class level, beginning when the object is first used. The Road Warrior selects a single improvement prior 
to making the check. After the duration of the effect ends, the machine reverts to its previous state and 
a repair chance percentile roll is made, the result of which indicates whether the machine requires 
repairs before it can be used again. 



Improvement 


Craft DC 


Repair Chance (d%) 


Ranged Weapons 






+1 to damage 


15 


01-25 


+2 to damage 


20 


01-50 


+3 to damage 


25 


01-75 


+5 ft. to range increment 


15 


01-25 


+10 ft. to range increment 


25 


01—50 


Tools 






+1 bonus on skill checks 


15 


01-25 
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+2 bonus on skill checks 
+3 bonus on skill checks 
Vehicles 



20 
25 



01 
01 



50 
75 



+1 on initiative checks 
+1 to maneuver 



20 
25 
30 



01 
01 
01 



25 
50 

75 



+2 to maneuver 



Uncanny Dodge: Beginning at 2" level, a Road Warrior can react to danger before his senses 
would normally allow him to do so. He cannot be caught flat-footed, even if the attacker is invisible. He 
still loses his Dexterity bonus to AC if immobilized. The Road Warrior can still lose his Dexterity bonus to 
AC if an opponent successfully uses the feint action (see Chapter 8 in Pathfinder RPG Core Rulebool<) 
against him. 

If the Road Warrior already has uncanny dodge from a different class, he automatically gains 
improved uncanny dodge instead. 

Evasion: At 4'*^ level and higher, the Road Warrior can avoid even area attacks and unusual 
attacks with great agility. If he makes a successful Reflex saving throw against an attack that normally 
deals half damage on a successful save, he instead takes no damage. Evasion can be used only if the 
Road Warrior is wearing light armor or no armor. A helpless Road Warrior does not gain the benefit of 
evasion. 

Sabotage: At 4th level and beyond, the Road Warrior can sabotage an electrical or mechanical 
object so that it operates poorly. The Road Warrior must succeed on a Disable Device check (DC 20) to 
accomplish the downgrade, and sabotaging a masterwork object is slightly harder (DC 20 + the 
masterwork object's bonus feature). Noticing the Road Warrior's handiwork without first testing the 
sabotaged device requires a successful Perception check (DC = the Road Warrior's Disable Device check 
result). Fixing the sabotaged item requires a successful Craft [electronic] check (for an electrical object) 
or Craft [mechanical] check (for a mechanical object). 

Sabotage Device: As a full-round action, the Road Warrior can reconfigure a device with 

electrical or mechanical components so that anyone who uses it suffers a penalty equal to the 

Road Warrior's class level on skill checks made to use the device. 

Sabotage Weapon: As a full-round action, the Road Warrior can sabotage a weapon so 

that it misfires or breaks the next time it is used. A sabotaged weapon cannot be used 

effectively until repaired. This use of sabotage also applies to vehicle weapons. 

Superior Repair: At 2nd level, a Road Warrior learns improved ways of repairing robots, 
vehicles, and cybernetic attachments. 

A Road Warrior with a mechanical tool kit and an appropriate facility (a workshop, garage, or 
hangar) can repair damage to a robot, vehicle, or cybernetic attachment. (Without a mechanical tool kit, 
the Road Warrior takes a -4 penalty on the Craft check.) With 1 hour of work, the Road Warrior can 
restore a number of hit points based on his Craft check result, as shown in Table: Superior Repair. If 
damage remains, the Road Warrior may continue to make repairs for as many hours as needed to fully 
repair the damaged robot, vehicle, or cybernetic attachment. 

Table: Superior Repair 

Repair Checl< Result Damage Repaired 

Less than 20 None 

20-29 2d6 + Road Warrior class level 

30-39 3d6 + Road Warrior class level 

40+ 4d6 + Road Warrior class level 
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Quick Fix: At 5th level, the Road Warrior can repair a mechanical or electrical device in half the 
normal time; see the Craft skill description for normal repair times. However, cutting the repair time 
increases the Craft check DC by 5. 

Improved Uncanny Dodge: The Road Warrior can no longer be flanked. This Armor Class denies 
a scout the ability to sneak attack the character by flanking him, unless the attacker has at least four 
more scout levels than the target has levels in a class with improved uncanny dodge. If a character 
already has uncanny dodge (see below) from another class, the levels from the classes that grant 
uncanny dodge stack to determine the minimum scout level required to flank the character. 

Road Rage: The Road Warrior can call upon inner reserves of agility and focus, granting him 
additional combat prowess. The Road Warrior can road rage for a number of rounds per day equal to 2 + 
his Constitution modifier, + 2 rounds per Road Warrior level (4 + Constitution modifier rounds at 1^' 
level, 6 + Constitution modifier rounds at 2"^* level, 8 + Constitution modifier rounds at 3"* level, et 
cetera). Temporary increases to Constitution, such as those gained from rage, do not increase the total 
number of rounds that a Road Warrior can road rage per day. The Road Warrior can enter road rage as a 
free action. The total number of rounds of road rage per day is renewed after resting for 8 hours, 
although these hours do not need to be consecutive. If the Road Warrior also has the rage feature, he 
must track rounds per day separately for rage and road rage, and cannot simultaneously rage and road 
rage in the same round. 

While in a road rage, the Road Warrior gains a +4 morale bonus to his Dexterity and Wisdom, as 
well as a +2 morale bonus on Fortitude saves. 

The Road Warrior can end his road rage as a free action and is fatigued after road rage for a 
number of rounds equal to 2 times the number of rounds spent in the road rage. The Road Warrior 
cannot enter a new road rage while fatigued or exhausted but can otherwise enter road rage multiple 
times during a single encounter or combat. If the Road Warrior falls unconscious, his road rage 
immediately ends. 

Improved Evasion: This works like evasion, except that while the Road Warrior still takes no 
damage on a successful Reflex saving throw against attacks, he henceforth takes only half damage on a 
failed save. A helpless Road Warrior does not gain the benefit of improved evasion. 

Keep It Together: At 8^^ level, the Road Warrior can continue to operate a land vehicle even 
after it has been reduced to negative hit points and would normally be disabled. The land vehicle may 
take one move action or one standard action each round. However, the land vehicle loses 1 hit point 
each round in which the Road Warrior operates the vehicle, exploding when it reaches its destruction 
threshold (see Damaging Vehicles on page 363 of the Pathfinder: Gamma World Roleplaying Game 
document). 

Pedal to the Metal: At 9'^ level, the Road Warrior can coax more power out of a land vehicle's 
engines, and can choose to go up to two speed categories faster than the land vehicle's speed in the 
previous round (see Declaring Speed on page 354 of the Pathfinder: Gamma World Roleplaying Game 
document). (The Road Warrior can still only choose to go one category slower than the land vehicle's 
speed in the previous round.) 

Drive-By Barrage: At lO'*" level, the Road Warrior's ability to fight from a moving land vehicle 
cannot be matched. 

The Road Warrior can make a full attack and a single move action to drive a land vehicle in the 
same round. The attacks can be made before, after, or at any point during the land vehicle's movement, 
as with the Drive-By Attack feat. 

If the vehicle moves at least 10 feet, the Road Warrior's melee attacks and ranged attacks 
against targets within 30 feet can count as skirmish attacks. 

Grease Monkey: At lO'^-level, the Road Warrior is exceptionally resourceful when it comes to 
building land vehicles from scratch. 
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The Road Warrior can craft scratch-built land vehicles for half the normal cost. 
TABLE: ROAD WARRIOR 
Base 

Attack Fort Ref Will 

Level Bonus Save Save Save Special 





+0 


+0 


+1 


+0 


Skirmish (+ld6), defensive driving, c|uicl< craft 




+1 


+1 


+1 


+1 


Tinkering, uncanny dodge 


3rd 


+2 


+1 


+2 


+1 


Skirmish (+ld6, +1 AC) 


4th 


+3 


+1 


+2 


+1 


Evasion, sabotage, superior repair 




+3 


+2 


+3 


+2 


Skirmish (+2d6, +1 AC), quick fix 


6*^ 


+4 


+2 


+3 


+2 


Improved uncanny dodge, road rage 


7th 


+5 


+2 


+4 


+2 


Skirmish (+2d6, +2 AC) 


gth 


+6 


+3 


+4 


+3 


Improved evasion, keep it together 


gth 


+6 


+3 


+5 


+3 


Skirmish (+3d6, +2 AC), pedal to the metal 


^Qth 


+7 


+3 


+5 


+3 


Drive-by barrage, grease monkey 



WILD HUNTER 

Woe to those who do excessive harm to nature and the creatures of the wilderness, for the overly 
ambitious forester may soon find himself cut down, and the wasteful hunter may find himself the 
hunted. The Wild Hunt is a small but potent alliance of mutated animals dedicated to preserving the 
natural world and protecting the creatures that dwell therein. Most will allow a modest hunter or 
forester to ply his trade and feed his family, for all living beings must do so; but those who let greed 
extend their reach beyond what is necessary often earn the implacable wrath of the Wild Hunt. 

IVIutated animals of any kind that demonstrate the necessary skills of woodcraft and tracking 
may join the Wild Hunt. Therefore, all Wild Hunters take at least a level of scout (or another class that 
grants the track feature). Many also take levels of enforcer to increase their combat ability. Espers with 
at least a level of scout can make excellent Wild Hunters, enhancing their ability to track down and 
punish transgressors against nature with their psionic powers. Examiners do not often choose to 
become Wild Hunters, though they are capable of qualifying, given at least a level of scout. 
Role: The Wild Hunter is a fierce fighter and wilderness guide, able to stalk her prey with the cunning of 
a panther and strike with the savage fury of a grizzly bear. Though many of her abilities suit her best to 
adventures in the wilderness, the Wild Hunter is a mighty combatant regardless of her surroundings. 
Alignment: Wild Hunters can be of any alignment. 
Hit Die: dlO. 
REQUIREMENTS 

To qualify to become a Wild Hunter, a character must fulfill all of the following requirements. 
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Genotype: Mutated animal. 
Base Attack Bonus: +5. 

Skills: Knowledge (nature) 4 ranks. Survival 4 ranks. 
Special: Track. 
CLASS SKILLS 

The Wild Hunter's class skills (and the key ability for each skill) are Acrobatics (Dex), Climb (Str), Craft 
(Int), Handle Animal (Cha), Intimidate (Cha), Knowledge (nature). Perception (Wis), Ride (Dex), Stealth 
(Dex), Survival (Dex), and Swim (Str). 

Skill Ranks at Each Level: 4 + Int modifier. 
CLASS FEATURES 

All of the following are class features of the Wild Hunter prestige class. 

Weapon and Armor Proficiency: Wild Hunters are proficient with all martial and simple 
weapons, and with light and medium armor and shields (except tower shields). 

Favored Enemy: At 1st level, the Wild Hunter selects a creature type from the scout favored 
enemies table. She gains a +2 bonus on Bluff, Knowledge, Perception, Sense Motive, and Survival checks 
against creatures of her selected type. Likewise, she gets a +2 bonus on weapon attack and damage rolls 
against them. The Wild Hunter may make Knowledge skill checks untrained when attempting to identify 
these creatures. 

At 5th level and again at lO'*' level, the Wild Hunter may select an additional favored enemy. In 
addition, at each such interval, the bonus against any one favored enemy (including the one just 
selected, if so desired) increases by +2. 

If the Wild Hunter chooses humanoids as a favored enemy, she must also choose an associated 
subtype, as indicated on the scout favored enemies table. (Note that there are other types of humanoid 
to choose from in the Pathfinder RPG Bestiary— those called out specifically on the scout favored enemy 
table are merely the most common.) 

If a specific creature falls into more than one category of favored enemy, the Wild Hunter's 
bonuses do not stack; she simply uses whichever bonus is higher. 

Rage: The Wild Hunter can call upon inner reserves of strength and ferocity, granting her 
additional combat prowess. This feature works exactly like the enforcer feature of the same name. 

Track: The Wild Hunter adds 1/2 her class level (minimum 1) to Survival skill checks made to 
follow or identify tracks. This bonus stacks with the bonus granted by levels in another class with the 
track feature. 

Wild Empathy: The Wild Hunter can improve the attitude of an animal. This ability functions just 
like a Diplomacy check made to improve the attitude of a person (see Chapter 4 in the Pathfinder 
Roleplaying Game Core Rulebool<). The Wild Hunter rolls ld20 and adds her Wild Hunter level and her 
Charisma modifier to determine the wild empathy check result. The typical domestic animal has a 
starting attitude of indifferent, while wild animals are usually unfriendly. 

To use wild empathy, the Wild Hunter and the animal must be within 30 feet of one another 
under normal conditions. Generally, influencing an animal in this way takes 1 minute but, as with 
influencing people, it might take more or less time. 

Nature Sense: At 2"^" level, the Wild Hunter gains a +2 bonus on Knowledge (nature) and Survival 

checks. 

Rage Powers: At 2"'' level, the Wild Hunter gains a rage power, chosen from the list of rage 
powers described under the enforcer feature of the same name. The Wild Hunter must still meet any 
prerequisites listed for a given rage power. Her Wild Hunter levels stack with levels in another class that 
grants the rage feature for purposes of meeting minimum class level prerequisites. 

The Wild Hunter gains an additional rage power at every even level above 2"'' (at 4'^ 6'^ 8'^ and 
10*' level). 
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Woodland Stride: At 3''' level, the Wild Hunter gains the ability to move through any sort of 
undergrowth (such as natural thorns, briars, overgrown areas, and similar terrain) at her normal speed 
and without taking damage or suffering any other impairment. 

Thorns, briars, and overgrown areas that are enchanted or magically manipulated to impede 
motion, however, still affect her (if the GM includes such elements). 

Tough Hide: A Wild Hunter undergoes rigorous conditioning that toughens her hide. At 4*^ level, 
she gains a +2 enhancement bonus to her existing natural armor bonus. (A creature without natural 
armor has an effective natural armor bonus of +0.) 

This enhancement bonus increases by +1 for every 3 levels above 4'^ (+3 at 7'^ and +4 at lO"" 

level). 

Trackless Step: At 4'*^ level, the Wild Hunter leaves no trail in natural surroundings and cannot 
be tracked. She may choose to leave a trail if so desired. 

Swift Tracker: At 5'*^ level, the Wild Hunter can move at her normal speed while using Survival to 
follow tracks without taking the normal -5 penalty. She takes only a -10 penalty (instead of the normal 
-20) when moving at up to twice normal speed while tracking. 

Heightened Senses: At 6*^ level, the Wild Hunter gains a +2 bonus on Perception skill checks. At 
10**^ level, this bonus increases to +4. 

Poison Resistance: At 6^^ level, the Wild Hunter gains a +2 bonus on saving throws against all 
poisons. At 10**" level, this bonus increases to +4. 

Scent: At 7^^ level, the Wild Hunter gains the scent special quality. If she already has this ability, 
the range at which she can detect another creature by sense of smell is doubled (60 feet under normal 
conditions, 120 feet if the opponent is upwind, and 30 feet if the opponent is downwind). See page 564 
in the Pathfinder Roleplaying Game Core Rulebook for more information on the scent special quality. 

Fast Movement: At 8^^ level, the Wild Hunter's land speed becomes faster than the norm for her 
genotype by +10 feet. This benefit applies only when she is wearing no armor, light armor, or medium 
armor, and not carrying a heavy load. Apply this bonus before modifying the Wild Hunter's speed 
because of any load carried or armor worn. This bonus stacks with any other bonuses to the Wild 
Hunter's land speed. 

Quarry: At 8'*^ level, the Wild Hunter can, as a standard action, denote one target within her line 
of sight as her quarry. Whenever she is following the tracks of her quarry, a Wild Hunter can take 10 on 
her Survival skill checks while moving at normal speed, without penalty. In addition, she receives a +2 
insight bonus on attack rolls made against her quarry, and all critical threats are automatically 
confirmed. A Wild Hunter can have no more than one quarry at a time and the creature's type must 
correspond to one of her favored enemy types. She can dismiss this effect at any time as a free action, 
but she cannot select a new quarry for 24 hours. If the Wild Hunter sees proof that her quarry is dead, 
she can select a new quarry after waiting 1 hour. 

Endure Elements: At 9'*^ level, the Wild Hunter has become so inured to harsh weather that she 
no longer suffers harm from being in a hot or cold environment, as though protected by the endure 
elements spell (except that her equipment is not likewise protected as it is with the spell). See page 277 
in the Pathfinder Roleplaying Game Core Rulebook for details. 

Master Hunter: At lO"^ level, the Wild Hunter becomes a master hunter. She can always move at 
full speed while using Survival to follow tracks without penalty. She can, as a standard action, make a 
single attack against a favored enemy at her full attack bonus. If the attack hits, the target takes damage 
normally and must make a Fortitude save or die. The DC of this save is equal to 20 + the Wild Hunter's 
Wisdom modifier. A Wild Hunter can choose instead to deal an amount of nonlethal damage equal to 
the creature's current hit points. A successful save negates this damage. A Wild Hunter can use this 
ability once per day against each favored enemy type she possesses, but not against the same creature 
more than once in a 24-hour period. 
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TABLE: WILD HUNTER 
Base 



Level 


Attack 
Bonus 


Fort 
Save 


Ref 
Save 


Will 
Save 


Special 


1 


■ 1 

+1 


■ 1 

+1 


+0 


+0 


Favored enemy, rage, track, wild empathy 


2 


+2 


■ 1 

+1 


+1 


■ 1 

+1 


Nature sense, rage power 


3rd 


+3 


+2 


+1 


+1 


Woodland stride 


4th 


+4 


+2 


+1 


+1 


Rage power, tough hide +2, trackless step 


5*^ 


+5 


+3 


+2 


+2 


Swift tracker 




+6 


+3 


+2 


+2 


Heightened senses +2, poison resistance +2, 
rage power 


7th 


+7 


+4 


+2 


+2 


Scent 


gth 


+8 


+4 


+3 


+3 


Fast movement, quarry, rage power 


gth 


+9 


+5 


+3 


+3 


Endure elements 


^Qth 


+10 


+5 


+3 


+3 


Heightened senses +4, master hunter, poison 
resistance +4, rage power 
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CAMPAIGN SETTING: EUKAY 



The following section details a campaign setting for Pathfinder: Gamma World -the islands of Eukay. 
Eukay consists of two great islands in the Lantik Zea, Brinn and Ire. These islands lie across the Channel 
from the northwestern coast of the vast land of Yerp. 

The islands of Eukay encompass a wide range of terrain types - rugged hills and mountains, dark 
forests, foggy moors, and stinking bogs. The coasts tend to be crumbling cliffs overlooking rocky 
beaches. The climate is largely temperate, with mild summers and cold winters. Both islands receive 
ample rainfall throughout the year. As in Meriga and Yerp, heat-fogs occasionally descend on Eukay in 
autumn and spring. The frequent colorful auroras that dance across the sky (known as the aura boras in 
Meriga) are known in Eukay as sky-fire. 

Much of Eukay is untamed wilderness, but several cryptic alliances, petty kingdoms, and city- 
states vie with wild beasts, marauders, and each other for territory and resources. 



One of the most popular topics for debate among pure strain humans and mutants alike centers around 
the question: What was the world like before it blew up? Scholars and adventurers of nearly every 
Cryptic Alliance have searched the world for clues to the history of the "Gamma World" (as inhabitants 
of Earth are prone to call it in the middle of the 25th century). The results are often confusing and 
contradictory, deepening the mysteries of the past. 

Careful research has brought to light the following information on the years before the old 
world ended and the Gamma World began. It is possible that adventurers might recover some or all of 



Before the Dark Years 



The timeline of the Gamma World® game universe 



by James Ward and Roger Moore - Dragon Magazine Aug. 1984 
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this material as they explore the ruins of the Ancients or communicate with living beings or intelligent 
computers who might have survived the wars. 

Obviously, this information is of great use in establishing a consistent game campaign. The GM, 
however, should feel free to alter, delete, or add to this timeline if she wishes, to create her own 
personalized game world. Contradictory information may be given to player characters during a 
campaign; data from the Shadow Years and after is especially questionable in accuracy. 



1945 First use of atomic weapons in warfare 

1957 Sputnik I, the first artificial earth satelite, launched 

1951 First manned spacecraft, Vostok I, launched 

1959 First manned lunar landing made by Apollo XXI spacecraft 

1981 American space shuttle service begins earth orbit 

1988-1990 World War III, world-wide general conflict between East and West, limited 

nuclear weapons exchange before ceasefire 

1999 First self-aware "think tank"computer activated 

2002 First manned spaceflights to Mars launched (Ares I and //); primary base 

established at Mariner Valley 

2003-2021 Ecosystem collapse in Atlantic and Pacific oceans; world-wide food and water 

shortages, severe civil disturbances; collapse of Japanese and European 
economies 

2010 American, Chinese, Indian and Soviet international conferences lead to 

establisment of the First World Council 

2013 Rise of the first commercial blocks to control countries 

2019 First commercial spaceport opens (First Texan Space Complex) 

2020 First Earth-orbital commercial space factory assembled 

2034 American and Canadian governments unify and form United North America 

2046 Orbital city Atlantis becomes first politically independent space colony; moves 

to Martian orbit 

2047 Columbus, Magellan, and Marco Polo unmanned, interstellar probes launched 

from Earth orbit 

2050 Brazil establishes SAEU (Unified South American government) 

2061 Columbus reaches Alpha Centari and maps local planetary system 

2066 Establishment of Mount Olympus and Mount Arsia colonies on Mars 

2072 Magellan reaches Tau Ceti; discovers terraformable planet (Gaea) 

2076 All Martian colonies gain political independence through treaties; Federation 

of Mars established 

2077 SAEU collapses after civil war 

2078 Mutiny aboard International Space Station One (first true space war), arrest 

and execution of mutineers 
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2087-2089 First Venerean terraforming project attempted, but fails 

2095 Lunar population reaches 10,000at Tycho Center moonbase 

2100 Genesis project (re-terraforming of Earth's environment) completed 

2101 Terraforming of larger asteroids begins 

2104 The Three Suns the first manned, interstellar spacecraft launched toward the 

Alpha Centauri system 

2104-2111 Widespread civil disorders in Asia lead to formation of the Asian Coalition; 

collapse of the Soviet Union 

2109 Thorium fusion propulsion system perfected and goes into system-wide use 

2120 Three Suns arrive at Alpha Centauri, establishes first extra-solar human 

colonies at Gagarin, Armstrong, Greenwood and Sorokin; Second Venerean 
terrforming project attempted, project crew lost in satellite collision 

2126 Start of international conferences to develop a world government 

2131 Sorokin colony abandoned 

2132 The Humanity launched for Tau Ceti 
2138 Artificial gravity control achieved 

2144 Martian world population reaches 10,000 (combined colonies) 

2145 World Union established; all national governments subordinated to World 

Union General Council in London; uniform currency, the Domar, established 
worldwide 

2163 Construction of Trans-Plutonian Spaceyards completed 

2182 Autonomists Society established, a terrorist organization promoting world- 

wide democratic anarchy 

2200-2300 General dates for the "Great Migration" of manned and unmanned interstellar 

spacecraft to worlds within a 10-parsec radius of Sol; 28 colonizations missions 
and 196 exploratory missions dispatched 

2236 IMT (instantaneous mass transporter) tested and developed 

2261 Albuquerque accident kills 5 million people in nuclear explosion 

2266 Breakup of WU General Council; United America, Asian Coalition, India, and 

other countries develop divergent policies 

2277 The Warden, the largest interstellar colony ship ever built, laid down at the 

Trans-Plutonian Spaceyards by the United Western Starship Cartel program 

2282 League of Free Men established, promoting the rise of pro-world-government 

factions, terrorism increases worldwide 

2288 Warden completed; trials and loading begin for 45-year voyage to Xi Ursae 

Majoris double-star system 

2289 Work on giant starship Morden begins at Trans-Plutonian Spaceyards 

2290 Warden leaves Solar system; 1.55 million human colonists and crew aboard 
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2302 Star Voyager II returns on robot drive with crew infected by "Canopus Plague"; 

ship destroyed after infecting crew of Earth-orbital spaceport 

2302-2309 Several major outbreaks of "Canopus Plague" throughout Solar system; 

lapetus sealed off and destroyed 

2309-2322 "The Shadow Years", so called because of the world-wide destruction of 

records and archives through terrorist action and governement supported 
sabotage 

2309 (Sept 16) Start of Social Wars; initial collapse of Earth civilization begins; 

rioting and terrorism spread; League of Free Men and Autonomists are major 
instigators of world-wide conflict 

2314 Social Wars expand into space with terrorist strikes against Earth-orbital 

colonies, Tycho Center, and other spaceports throughout the Solar system 

2321 Ecological warfare causes destruction of ocean plankton and collapse of all 

coastal economies; introduction of nuclear and dimension-warp warfare into 
conflict 

2321 Fragmentary transmissions from the Warden received; ship apparently 

entered radiation cloud and crew was lost 

2322 (April 12) "The Ultimatum", the first appearance of The Apocalypse, a radical 

group ordering an immediate cease-fire in world-wide conflict 

2322 (April 17) Radiation strike made against all major national capitols by The 

Apocalypse; retaliatory attacks reduce Earth's civilization to ruins in one week; 
system-wide trade, transportation, and economic collapse 

2322 (May 23) Major strikes successfully disable space fleets around Jupiter and 

Earth; two of Saturn's moons are vaporized 

From here on in, only fragmentary historical records can be found. Most pieces of data were obtained 
from friendly cybernetic installations and think tanks which were able to link up with the remains of 
hidden libraries, orbital installations, or Earth/space communications systems. All further information is 
considered questionable at best and can only rarely be confirmed. 

2322 Social Wars produce major world-wide volcanic and siesmic activity; collapse 

of polar ice-caps; world-wide flooding; ozone layer collapse with heightened 
exposure to ultra-violet and solar radiation; extreme extinctions and 
mutations throughout biosystems of Earth 

2322 Processed-ice asteroid (guidance circuits sabotaged by terrorists) strikes Mars; 

eight year duststorm and climatic disruption result; all colonies on Mars are 
isolated Federation charter suspended for duration 

2323-2340 Rise of every known Cryptic Alliance takes place from the intact cities and 

power stations of Earth 

2325-2330 Satellite Wars change the technological levels of all terra-formed asteroids and 

moons of all Solar planets 

2330-2340 Last known interstellar missions flee Solar system from asteroidal and outer 

satellite colonies; Trans-Plutonian Spaceyards abandoned; all outer colonies 
except Saturn World Fusion shut down; Mercury mining colonies abandoned 
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and apparently die out 

2331 Trans-Plutonian Spaceyards assume control of their own programs and 

generate robotic "life" 

2336-2340 Occasional reports from space communications systems of transmissions 

from the Warden; status unknown 

2380 Saturn World Fusion ceases all Earth-directed transmissions; fate unknown 

2381 Severe world-wide earthquakes; explosive vulcanism around Pacific basin 

2381-2388 "Years Without Summer", blackouts and prolonged winters common 

2385 Ultrawave transmissions from Trans-Plutonian Spaceyards report open 

warfare between cybernetic installation there and the presumably automated 
starship Morden; further transmissions cannot be interpreted and may be in 
code 

2399 Short period of lasercom contact with Deimos Base at Mars; PCI at Deimos 

noted to be insane; no information of Martian colonies 

2420 Strange transmissions picl<ed up from Warden's last l<nown position 

2450 The present 
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CRYPTIC ALLIANCES OF EUKAY 

As in other lands, a number of cryptic alliances have evolved in Eukay. 



Disciples of the Radiance (Radiant Ones): 

The Disciples of the Radiance are the Eukay counterpart to the Radioactivists of Meriga. 
Druidic Order of Eukay (Druids): 

The Druids of Eukay are the keepers of a tradition of lore and wisdom that was ancient long before the 
Cataclysm. They act as advisors to kings, spiritual leaders, healers, and sages. The Druids have numerous 
sacred sites scattered throughout Brinn and Ire, where they meet to decide important matters, arbitrate 
disputes, and celebrate the equinoxes and solstices. 




Gods of the Silver Dome: 

High in the Cambry Mountains stands the mysterious Silver Dome, an enormous duralloy dome with a 
smooth, polished, mirror-like surface. This is the abode of the Gods of the Silver Dome, a conspiracy of 
pure strain humans who have convinced the majority of the population that they are immortal gods by 



465 



using PL 7 and PL 8 technology to simulate godlil<e powers. They demand an annual sacrifice of produce, 
livestock, and slaves from every town and village in Eukay. They have visited utter annihilation on 
several communities that failed to make sacrifice, ensuring compliance from the rest. 

Green Guardians: 

The Green Guardians are an alliance of sentient plants, trained in an esoteric martial tradition called the 
Green Way, that are dedicated to protecting plantlife wherever it may be found. They are hailed as 
heroes in Garden Land. 

Hammer of Chaos (Hammerheads): 

This alliance consists of anarchists and revolutionaries, ostensibly bent on liberating all sentient 
creatures by toppling all governments, but most of whom are simply marauding sociopaths. Natural 
enemies of every kingdom in Eukay, the Hammer of Chaos is by necessity a highly mobile alliance, roving 
the roads and highways of Brinn on steeds or restored vehicles of the ancients (mostly PL 7 and PL 8 
motorcycles). They are engaged in an ongoing war against the Thunder Riders. 

Healers (The White Hand): 

Founded by a legendary healer from the Shadow Years after the Cataclysm, the Healers offer their 
services as healers to any sick or injured creature they encounter, regardless of species or alliance. The 
Healers maintain several hospitals scattered throughout the land. Their oldest and largest hospital in 
Eukay is in the Kingdom of Meeth on Ire. 

Knights of Genetic Purity (Purists): 

This alliance originated in the land of Meriga, but their hateful quest to purge the world of mutantkind 
has brought them to other lands, including Eukay. The knights' main stronghold in Eukay is Zeal, a 
fortified town on the west coast of Brinn. 

Masters of the Mind (Masterminds): 

The Masterminds are an alliance of espers and others with mind-affecting mutations, dedicated to 
developing their psionic powers and protecting those of their kind. They are well-received in the esper- 
ruled Kingdom of Wells on the west coast of Brinn, where they have erected their fortified Monastery of 
the Mind. 

New Breed Alliance (New Breeders): 

Like the Iron Society of Meriga, this alliance was formed by altered humans in reaction to the brutality of 
the Knights of Genetic Purity. The New Breed Alliance exist to protect mutantkind and to destroy their 
enemies. They have erected a stronghold called Castle Nova in Skulland, where they are regarded as 
heroes. 

Peace Brigade: 

The Peace Brigade of Meriga expanded their operations to Eukay and constructed the fortified town of 
Fort Haven on the southeastern coast of Ire with a royal charter from King Dondal of Kork. In exchange 
the Peace Brigade fortified the towns and villages of Kork, significantly increasing the kingdom's military 
might. Recently they have begun to offer the same service to neighboring kingdoms, against the wishes 
of Kork's current monarch. Queen Briganta. 
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Rennaissance Society (Restorationists): 

A colony of Restorationists from Meriga founded the Rennaissance Society in southeastern Brinn, raising 
a stronghold on the north bank of the River Temz that quickly grew into the fortified town of Oerlun. 
The Rennaissance Society is devoted to recovering the lost artifacts and lore of the ancients and using 
them to rebuild the civilization destroyed in the wars of the ancients. 

Robotocracy (Robotocrats): 

A small but growing alliance of intelligent robots has taken command of a bunker in the Underground 
beneath the ruins of Lun Dun. From this secret base of operations, the Robotocracy works to recover 
lost artifacts of the ancients, to be used in a campaign of genocide against the sentient organic creatures 
of Eukay. 

Thunder Riders: 

The Thunder Riders are a small, nomadic alliance, open to all sentient creatures that own and can 
operate a functional motorized vehicle. Most members ride PL 7 motorcycles. The Thunder Riders 
consider themselves to be champions of freedom and enemies of oppression, but some members are 
little better than marauders, more interested in plundering than in liberating the oppressed. They ride 
the roads and highways throughout Brinn, waging an ongoing war against their hated rivals, the 
Hammer of Chaos. 

Vigilant League (Vigilantes): 

This alliance of vigilantes tracks down criminals and metes out justice throughout Eukay. They maintain 
several secret safehouses on Brinn and Ire. 
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Wild Hunt (Wild Hunters): 

This alliance of mutated animals operates chiefly in the forested Kingdoms of Exmoor and Sherwood, 
where they are regarded as heroes. The Wild Hunters have sworn to protect nature and animalkind 
from the depredations of humans and their ilk. 

KINGDOMS AND CITY-STATES OF EUKAY 

Carrins, Kingdom of: 

Government: Traditional monarchy; King Skarrak the Invincible (LE carrin enforcer 5/esper 5), a cruel, 
black-hearted tyrant. 
Alignment: Lawful evil 

Capital: Carrion City (pop. 22,000; pure strain human 58%, carrin 30%, altered human 7%, mutated 
animal 3%, sentient plant 2%) 

Population: 66,000 (pure strain human 54%, carrin 20%, altered human 13%, mutated animal 10%, 
sentient plant 3%) 

Exports: Forestry, livestock, metalwork 

Military: 4,000 infantry in medium armor with shield, spear, short sword, and sling; 1,000 cavalry in 
medium armor with shield, spear, longsword, and shortbow; 1,000 carrin sky archers in light armor with 
short sword, dagger, and longbow; 600 carrin knights in heavy armor with shield, longsword, 
morningstar, and shortbow 

Strongholds: Castle Carrion at the center of Carrion City; Hawk Keep at the north border; Eagle Keep at 
the east border; Osprey Keep on the west coast 

Cyberopolis, City of: 

Government: Republic; the Cyber Senate, a body of elected cyborgs (sentient creatures with one or 
more cybernetic implants) who govern Cyberopolis. 
Alignment: Chaotic neutral 

Population: 20,000 (pure strain human 81%, altered human 6%, biodroid 5%, bioreplica 4%, mutated 

animal 3%, sentient plant 1%) 

Exports: Dairy, livestock, produce, textiles 

Military: 800 infantry in medium armor with shield, spear, short sword, and sling; 500 archers in light 
armor with short sword, dagger, and longbow; 500 cavalry in heavy armor with shield, longsword, heavy 
mace, and light crossbow; 100 musketeers in light armor with short sword, dagger, and laser rifle; 100 
cyborg cybernauts in heavy armor with high frequency sword, stun baton, and laser rifle; 23 APE police 
robots with OICW assault rifle 
Strongholds: Citadel at the center of Cyberopolis 

Exmoor, Kingdom of: 

Government: Traditional monarchy; King Grumm Ironclaw (CN mutated bear enforcer 7/scout 4/Wild 
Hunter 4), a territorial and isolationist monarch. 
Alignment: Chaotic neutral 

Capital: Bruinden (pop. 18,000; pure strain human 74%, mutated animal 15%, altered human 8%, 
sentient plant 3%) 

Population: 50,000 (pure strain human 77%, mutated animal 10%, altered human 7%, sentient plant 6%) 
Exports: Forestry, produce 
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Military: 3,000 infantry in medium armor with shield, battleaxe, dagger, and sling; 1,000 archers in light 
armor with handaxe, dagger, and longbow; 800 cavalry in medium armor with shield, spear, battleaxe, 
dagger, and shortbow; 200 mutated animal commandos in heavy armor with shield, battleaxe, dagger, 
and shortbow; the Wild Hunt (see Cryptic Alliances) 

Strongholds: Bruin Keep at the center of Bruinden; Caer Silvanus on the north coast; Caer Math on the 
south coast; Caer Hern at the east border; Caer Dagda on the west coast 

Fort Haven, City of: 

Government: Nontraditional (governed by the Peace Brigade); Brigadier Chief Laaz Manan (LN pure 
strain human examiner 9), leader of the Peace Brigade in Eukay. 
Alignment: Lawful neutral 

Population: 17,000 (pure strain human 92%, altered human 5%, mutated animal 2%, sentient plant 1%) 
Exports: Forestry, metalwork, stonework 

Military: 800 infantry in medium armor with shield, longsword, dagger, and light crossbow; 500 archers 
in light armor with shortsword, dagger, and longbow; 300 cavalry in heavy armor with shield, spear, 
longsword, dagger, and light crossbow; 100 artillery in light armor with short sword, dagger, and light 
crossbow (25 cannons) 

Strongholds: Fort Haven is heavily fortified throughout 
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Galway, Kingdom of: 

Government: Traditional monarchy; King Seamus the Scarred (NE pure strain human enforcer 8), cruel, 
cunning despot. 
Alignment: Neutral evil 
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Capital: Glen-Gael (pop. 15,000; pure strain hiuman 88%, altered human 9%, mutated animal 2%, 
sentient plant 1%) 

Population: 50,000 (pure strain tiuman 90%, altered human 6%, mutated animal 3%, sentient plant 1%) 
Exports: Fish, livestock, metalwork, stonework 

Military: 3,000 infantry in medium armor with shield, spear, longsword, dagger, and sling; 1,000 archers 
in light armor with short sword, dagger, and longbow; 800 cavalry in heavy armor with shield, spear, 
longsword, dagger, and shortbow; 200 royal guardians in heavy armor with shield, spear, longsword, 
dagger, and shortbow 

Strongholds: Caer Tierney at the center of Glen-Gael; Caer Shannon on the Shannon River 
Garden Land: 

Government: Republic; Verdant Elders, a body of elected elder sentient plants who govern Garden Land. 
Alignment: Lawful neutral 

Capital: City of Glass (pop. 17,000; sentient plant 95%, mutated animal 3%, altered human 1%, pure 
strain human 1%) 

Population: 65,000 (sentient plant 93%, mutated animal 5%, altered human 1%, pure strain human 1%) 
Exports: Livestock, produce 

Military: 4,000 infantry in medium armor with shield, morningstar, handaxe, and shortbow; 1,000 
archers in light armor with handaxe, dagger, and longbow; 1,000 cavalry in heavy armor with shield, 
spear, battleaxe, handaxe, and shortbow; 500 sentient plant scouts in light armor with 2 handaxes and 
longbow; the Green Guardians (see Cryptic Alliances) 
Strongholds: Green Keep at the center of the City of Glass 

Kork, Kingdom of: 

Government: Traditional monarchy; Queen Briganta (LE altered human enforcer 5/scout 5), a tyrant 
who rules with an iron fist. 
Alignment: Lawful neutral 

Capital: Fomoria (pop. 14,000; pure strain human 85%, altered human 11%, mutated animal 3%, 
sentient plant 1%) 

Population: 40,000 (pure strain human 82%, altered human 10%, mutated animal 5%, sentient plant 3%) 
Exports: Dairy, livestock, metalwork 

Military: 2,000 infantry in medium armor with shield, spear, longsword, dagger, and sling; 900 archers in 
light armor with short sword, handaxe, and longbow; 500 scouts in light armor with short sword, dagger, 
and shortbow; 500 cavalry in heavy armor with shield, spear, longsword, dagger, and light crossbow; 
100 altered human heroes in heavy armor with shield, longsword, dagger, and longbow; the Peace 
Brigade (see Cryptic Alliances) 

Strongholds: Caer Fomor at the center of Fomoria; Fort Dusk on the west coast; Fort Dawn on the east 
coast; most towns and villages are fortified with keeps and walls 



471 



Meeth, Kingdom of: 

Government: Traditional monarchy; King Finn IV (LN pure strain human enforcer 5/aristocrat 4), a stern 
but fair ruler. 

Alignment: Lawful neutral 

Capital: Greenmoat (pure strain human 89%, altered human 8%, mutated animal 2%, sentient plant 1%) 
Population: 40,000 (pure strain human 90%, altered human 6%, mutated animal 3%, sentient plant 1%) 
Exports: Fish, forestry, metalwork 

Military: 2,000 infantry in medium armor with shield, spear, longsword, dagger, and sling; 700 archers in 
light armor with short sword, handaxe, and longbow; 600 scouts in light armor with short sword, dagger, 
and shortbow; 600 cavalry in heavy armor with shield, spear, longsword, dagger, and light crossbow; 
100 elite knights in heavy armor with shield, spear, longsword, dagger, and light crossbow 
Strongholds: Greenmoat Keep at the center of Greenmoat; Caer Makleer on the east coast; Caer Spertin 
on the northwest coast 

Oerlun, City of: 

Government: Nontraditional (governed by the Rennaissance Society); Doctor Myram Sage (LN pure 
strain human examiner 6/Restorationist 10), the brilliant and dedicated leader of the Rennaissance 
Society. 

Alignment: Lawful neutral 
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Population: 25,000 (pure strain human 83%, altered human 9%, mutated animal 4%, sentient plant 2%, 

biodroid 1%, bioreplica 1%) 

Exports: Beer, fish, livestocl<, produce, textiles 

Military: 1,000 infantry in medium armor with shield, spear, longsword, dagger, and sling; 700 archers in 
light armor with short sword, dagger, and longbow; 500 cavalry in heavy armor with shield, spear, 
longsword, dagger, and light crossbow; 100 artillery in light armor with short sword, dagger, and light 
crossbow (25 cannons); 100 musketeers in light armor with rapier, dagger, and laser rifle; 100 biodroid 
and bioreplica robonauts in heavy armor with high frequency sword, stun baton, and laser rifle; the 
Restorationists (see Cryptic Alliances) 
Strongholds: Castle Rennaissance at the center of Oerlun 

Sherwood, Kingdom of: 

Government: Traditional monarchy; Queen Mallora (CG mutated feline enforcer 5/scout 5/Wild Hunter 
3), a benign, conservative monarch. 
Alignment: Neutral good 

Capital: Ravenwall (pop. 15,000; pure strain human 75%, mutated animal 15%, altered human 7%, 
sentient plant 3%) 

Population: 50,000 (pure strain human 77%, mutated animal 13%, altered human 6%, sentient plant 4%) 
Exports: Forestry, produce 

Military: 2,000 infantry in medium armor with shield, battleaxe, dagger, and sling; 1,000 archers in light 
armor with handaxe, dagger, and longbow; 1,000 cavalry in heavy armor with shield, trident, longsword, 

dagger, and shortbow; 800 mutated animal scouts in light armor with handaxe, dagger, and shortbow; 
200 mutated animal commandos in light armor with battleaxe, handaxe, dagger, and longbow; the Wild 
Hunt (see Cryptic Alliances) 

Strongholds: Raven Tower at the center of Ravenwall; Castle Griffon at the northeast coast; Castle Orca 
at the middle-east coast; Castle Narwhal on the southeast coast 

Silver Dome: 

Government: Theocracy; Gods of the Silver Dome, a secret conspiracy of pure strain humans using 
ancient technology to masquerade as gods. 
Alignment: Lawful evil 

Population: 10,000 (pure strain human 88%, altered human 6%, mutated animal 3%, biodroid 2%, 
bioreplica 1%) 
Exports: None 

Military: 500 infantry in heavy armor with shield, spear, longsword, dagger, and light crossbow; 200 
musketeers in light armor with short sword, dagger, and laser rifle; 100 artillery in light armor with short 
sword, dagger, and laser pistol (50 laser cannons); 100 biodroid shock troops in heavy armor with high 
frequency sword, stun baton, and laser rifle; 100 APE police robots with OICW assault rifles; the Gods of 
the Silver Dome (see Cryptic Alliances) 

Strongholds: The Silver Dome is nigh impregnable; Pantheon on the Sever River 

Sl<ulland, Kingdom of: 

Government: Nontraditional monarchy (monarch determined by trial of combat; King Arawn Blackblade 
(NE altered human enforcer 8/New Breed Avenger 6), a cunning warlord bent on conquest. 
Alignment: Neutral evil 

Capital: Ramgard (pop. 20,000; pure strain human 73%, altered human 20%, mutated animal 6%, 
sentient plant 1%) 
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Population: 60,000 (pure strain human 75%, altered human 16%, mutated animal 7%, sentient plant 2%) 
Exports: Coal, forestry, livestocl< 

Military: 3,000 infantry in medium armor with shield, spear, warhammer, dagger, and light crossbow; 
1,000 archers in light armor with short sword, dagger, and longbow; 1,000 cavalry in heavy armor with 
shield, spear, longsword, dagger, and light crossbow; 500 scouts in light armor with short sword, dagger, 
and shortbow; 500 altered human skull-knights in heavy armor with shield, trident, longsword, dagger, 
and light crossbow; the New Breed Alliance (see Cryptic Alliances) 

Strongholds: Caer Roy at the center of Ramgard; Caer Nova at the north border; Caer Makormak at the 
south border; Caer Magog on the east coast; Caer Balor on the west coast 

Wells, Kingdom of: 

Government: Nontraditional monarchy (monarch elected by the Baronial Electorate); Queen Raellethe 
Enlightened (LG altered human esper 13/aristocrat 2), a ruler as just and wise as she is powerful. 
Alignment: Lawful good 

Capital: Lyonesse (pop. 16,000; pure strain human 89%, altered human 7%, mutated animal 3%, sentient 
plant 1%) 

Population: 46,000 (pure strain human 86%, altered human 7%, mutated animal 4%, sentient plant 3%) 
Exports: Coal, metalwork, stonework 

Military: 2,000 infantry in medium armor with shield, trident, longsword, dagger, and shortbow; 1,000 
cavalry in heavy armor with shield, trident, longsword, dagger, and shortbow; 800 archers in light armor 
with short sword, dagger, and longbow; 600 scouts in light armor with short sword, dagger, and 
shortbow; 200 espers with spear, light mace, and light crossbow; the Masters of the Mind (see Cryptic 
Alliances) 

Strongholds: Caer Nog at the center of Lyonesse; Caer Morgana on the north coast; Caer Camelot on the 
south coast; Monastery of the Mind on the northwest coast 

Zeal, City of: 

Government: Nontraditional (governed by the Knights of Genetic Purity); Lord-Protector Sir Tarmrik the 
Purifier (LE pure strain human enforcer 10/Knight of Genetic Purity 4), a zealous, genocidal sociopath 
bent on cleansing Eukay of altered humans. 
Alignment: Lawful evil 

Population: 24,000 (pure strain human 95%, mutated animal 4%, sentient plant 1%) 
Exports: Coal, metalwork, stonework 

Military: 1,000 infantry in medium armor with shield, spear, longsword, dagger, and light crossbow; 500 
archers in light armor with short sword, dagger, and longbow; 500 cavalry in heavy armor with shield, 
spear, longsword, dagger, and light crossbow; 400 elite men-at-arms in heavy armor with shield, 
longsword, flail, dagger, and light crossbow; the Knights of Genetic Purity (see Cryptic Alliances) 
Strongholds: Castle Purity at the center of Zeal 



474 




RUINS OF THE ANCIENTS OF EUKAY 

Bel-Faz 
Burning-Am 



Dub-Lin 

Dun-Dee 

Edin-Bro 

Giaz-Kow 

Kar-Lial 

Kork 

Leedz 

Lun-Dun 

Nodding-Am 
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